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Infroduction

Welcome to the world of the Young Leader. This is a section which will
help you develop as a person possible more than any other. | assume
your now asking why; well it's simply to look after yourself and to go on
adventures and learn new skills is great for personal belief and
confidence building but to do this for other people is more of a
challenge.

Think about it, to make a room full of people all feel like they all belong
to one movement and while doing this making them all smile is a skill,
and one which can only be taught by you learning more about
yourself than you can imagine.

It's a great journey and an incredible rewarding one, to see a smile on
a young persons face, and then them turning around and saying “That
was great, thank-you” is one of the best feelings in the world, and
when you don’'t even know them.... Then it's hard to explain.

Enjoy your journey and remember, as always, we are all here to help
you.

Yours in Scouting

Scot
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The Basics

What Is Explorer Scouting?

Explorer Scouts are young people, usually aged between 14 and 18
years old. They make up the fourth Section of the Scouting family.
Not all Units meet each week, because you will often be out and
about at weekends or in the holidays doing activities. There will be
times when you will be busy doing other things such as exams, and
being an Explorer Scout will have to fit around these.

As an Explorer Scout, you will get the chance to work with other
Explorer Scouts in your District, not just your Unit. By doing this, you will
get the chance to do many more activities, not just the ones your Unit
or Group organises.

What is the Young Leaders Scheme?

The Young Leaders' Scheme is just one of the exciting programme
elements in the Explorer Scout section. All leaders in the Beaver Scout,
Cub Scout and Scout Section who are between the ages of 14 and 18
must be members of a Young Leaders Unit. They are Explorer Scouts
who choose to devote a large proportion of their fime in Scouting to
service in another section.

The Young Leaders' Scheme helps Explorer Scouts to develop and grow
as individuals. It allows them to make a valuable conftribution to their
community and give service to others. The scheme also helps them fulfil
the service elements of their awards.

As part of the scheme young leaders must attend the young leaders
unit which is ran every month at the Explorer Scout HQ located at the
Blackpool Cricket Ground next to Stanley Park’s main gates. During this
meeting young leaders from all over the district meet to talk about their
experiences and to progress through the module training scheme.

There are 11 modules to the scheme and four missions. On completion
of all these you will be presented with the young leader’s belt. Up to
now no-one has been awarded one of these in the district — will you be
the firste?

The rest of this booklet can be used to record your progress as a young
leader and as a reference to remind you of the modules and the
worked you covered if ever you needed fo.
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When do they meet?
The young leaders unit meets the last Tuesday of each month except
July, August and December at 19:30 to 21:30

For a fully diary of dates logon to the Blackpool district website with the
following address

www.blackpoolscouts.org.uk/Pages/explorers/unitinformation/youngleaders

When the page opens select the Programme option from the right
menu

Where do they meet?

ing Place Explorer Scout Headquarters
Blackpool Cricket Club, West Park Drive
Day & Time Second and Last Tuesday every month, 19:30 - 21:30
Leaders Scot Munday 07748 982 749
Ben Crook
Toni Jackson
Andy Inglis
' - ?‘351 %“ﬁ e;ﬂ o & Map | Satellite / Hybrid
< [[H o 7o z
\ ek ¥ %
E\E"\J'npl
Y % Noncasyy
. V4 Bar,
ﬂegﬁ ﬁ.l:’i"f*p‘d %‘. v
_ Rl %
| waug.ﬂq\ %' 2
o ™ g, B
B mac\w'u %’ ‘%
rl:a'f'l':":1R r tc: ;;j -
.. -. F\ﬁ e =1
o ? e g‘%
X Mhads i % oo :
e 2,

oot D e, %
I—l—l: = = i
A \ 2007 Google - Map data ©2007 Tele-Atlas - Towde ol | | ||

For further details go to the following webpage

http://www.blackpoolscouts.org.uk/Pages/explorers/unitinformation/yo
ungleaders/programme.htm
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Investiture

To begin in any section you must always be invested and becoming a
young leader is no different. So that you are aware what is need from

you the following is there to help

\ Register with the Young Leaders unit | Signature

Date
Take part in one Explorer Unit activity Signature
that is of inferest to you.

Date
Talk to the Leaders of the Units that Signature
are of interest to you.

Date
Complete Module A — Preparing for Signature
Take off training

Date

If you are new to Scouting you must also complete the following

additional requirement

Attend a regular Explorer Scout unit Signature
for 3 months.
Date
Started
Date
Completed

Once you are invested you are expected to wear your Explorer Scout
necker at all times. This can be worn with your Group necker as well. A
way in which it is used a lot through the Explorer Scout section is by
combining the two neckers with a friendship knot. If you are unsure
how to tie this speak with you Explorer Scout leader.
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Modules

To show a development in the Young Leaders section there are a
selection of modules that assist you with this progression. This training is
VERY similar to that your own Scout Leaders have completed. So with
these being similar you will be pleased to know that they actually
counts towards completing your Wood Beads! So to allow you to map
your progress a simple record sheet is shown below.

Module A - Prepare for Take off!
Date Completed & Signature
Badge Presented

Module B - Taking the lead
\ Date Completed & Signature \ \

Module C - That's the way to do it
\ Date Completed & Signature \ \

Module D - Kids Behaving Badly
\ Date Completed & Signature \ \

Module E - Game on
\ Date Completed & Signature \ \

Module F - Special Needs
| Date Completed & Signature | |

Module G - Programme Plans
| Date Completed & Signature | |

Module H - Programme Plans Plus
| Date Completed & Signature | |

Module | - What did they say?
\ Date Completed & Signature \ \

Module J - Awards and Badges
\ Date Completed & Signature \ \

Module K - First Aid Master class
Stage 5 First Aid Complete
Date Completed & Signature

Each of the modules are explained in more
detail overleaf
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Module A - Prepare for Take off

By choosing to become a Young leader you have embarked on one
of the most rewarding experiences available to young people in
scouting. As a Young leader you will be able to develop and grow as
an individual, while performing a valuable role within the scouting
movement.

Purpose and method of scouting

People join scouting for different reasons. No two people will ever
place the same importance on activities that they participate in during
their time in scouting. It may be that you are an exceptionally keen
canoeist, or rock climber or simply love all forms of outdoor activity.
Alternatively you might be excited by the prospect of making new
friends across the world, or achieving one of the higher awards within
the movement. It is important that we realise that whatever form of
scouting we enjoy the most; there are a number of fundamental values
that underpin everything that we do in scouting. These are what makes
scouting so much more than just an adventurous activity club for
young people. As scouts, we believe that the world is a better place
when people:

e Are frustworthy, self-controlled and self-confident

« Have self respect and respect for others

o Work together to serve other people and improve society

o Show responsibility towards the natural world

e Have properrespect for possessions and property

o Have an active religious faith

These fundamental concepts can, when taken as a whole be summed
up in three key principles;

o Duty to self

o Duty to others

e Duty to god

Yellow Card
As a Young leader you are in position of responsibility when it comes to
the welfare of Beaver Scouts, Cub Scouts and Scouts. Essentially, you
must ensure that they are protected from harm of any kind. This could
include physical, sexual or emotional abuse. The Scout Association’s
guidance on good practice regarding the protection of young people
is outlined on the "Young people first” code of good practice (the
yellow card). As part of module a of the Young leader scheme’ you will
be infroduced to the Yellow Card and its contents. At first, it may seem
as if there is a lot of information contained on the card. however, as
you will soon come to realise, much of this is
just good old-fashioned common sense.
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Policy, Organisation and Rules

Like virtually every other large organisation

the Scout Association has a list of do's and

don’ts. These are designed to ensure the
LR G safety of our members, and make your role
as a Young leader easier. They are found in a
large document known as Policy,
Organisation and Rules, which is available in
electronic format (as a CD-ROM), orin a

RO

The Scout Association
Gilwell Park

G more traditional booklet. As a Young leader,
. much of POR will not be relevant to you. The
Locatecal @éﬁyts chapters you will wish to look at particularly
020 8432 7103 — Closely Ore;

* Chapter 2 - Key policies

» Chapter 3 - The scout group

» Chapter 7 - Emergency procedures
* Chapter 9 - Activities

You will have the opportunity to look at a copy of POR during module
a. obviously you won't be able to take everything in then however,
and no one will expect you to do this. What you will be able to dois
speak to your section leader, and find out from them how POR affects
your section.

What have you learnt in this module?

Hopefully you now have a better understanding of why scouting exists
and of some of the rules that govern the scout association. No-one likes
rules, but if we did not have them, people could get injured in different
ways. You have learned a little about our Child Protection Policy and
about our safety rules. As a Young leader you have a responsibility To
put these policies and rules into practice.
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Module B - Taking the Lead

By choosing to become a member of the Young Leaders’ Scheme, you
will have the opportunity to develop your leadership skills within the
Scout Association.

As a Young Leader, you need to know about how to lead young
people in different circumstances. You also need to be able to
recognise different styles of leadership and when it is appropriate to
use these different styles. If you think about it, you already know a great
deal about leadership. As a Beaver Scout, Cub Scout or Scout you will
have come into regular contact with adult leaders, who also have
differing styles of leadership. You will already have some ideas about
what makes a good or bad leader. If you are new to Scouting, you will
have experience of different styles of leadership from school.

Style of Leadership

We all know that there are different leadership styles. Teachers, leaders
in Scouting and perhaps others like sports coaches will have used
different techniques to try and motivate you. There are about five
different leadership styles;

Informal/Supportive

Using this style, the young people you are leading may not be aware
that that is indeed what you are doing. Being there to help and
support is a form of leadership.

Formal/Directive
This is a style that you would most associate with leading — the
regimental sergeant major, giving firm and clear instructions.

Democratic/Team Based
This style involves leading a discussion and including everyone in the
final decision.

Passive

This is the most subtle form of leadership. It involves knowing when to let
go and let your youngsters take the lead. It is used when there is no risk
to their safety involved and gives them the opportunity to make their
own decisions.

Organiser
This is a planning style as much as a leadership style. You take

responsibility for getting things organised in such a way that the
outcome that you desire is achieved.

EXPLORER
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You will also learn when and where it is appropriate to use each style of
leadership. For example, while an informal/supportive role might be
useful at a Beaver Scout Colony meeting, the same approach
probably shouldn't be used when a casualty is waiting for someone to
go and fetch help!

What Kind of Leader Are You?

Hmmmmm. Tough one, eh?! In reality of course, it is not always that
easy to pigeonhole ourselves into just one of the categories above. We
all know that we adopt different approaches when dealing with
different situations, depending on the outcome that we want to
achieve. Or it may be that you have no opinion on the outcome of a
discussion and take a genuinely passive role. It is important to realise
that we can (and often, mustl) adapt our leadership styles to the
challenges that we face. Your Section Leaders will be able to help you
here. Watch what they do in different situations during activities and
then ask them why they chose to react in that way.

What Makes a Good or Bad Leader?

Think about some of your own experiences in Scouting. Picture
something that you thought went particularly well. Think about the
leaders involved and what it was that they did to make the experience
successful. Did they change their leadership styles to suit different
situationse Why?2 Some ideas to get you started can be seen below.
These are only a taster, there are many morel!

Good leaders:

* Plan

* Are team players

* Learn by experience and from mistakes
* Help people learn

* Have a good sense of humour.

Bad leaders:

* Impose

e Don't listen to others

* Try to do everything themselves.

What have you learnt in this module?

Leadership is not an easy skill to master. Some people are natural
leaders, but most of us need time to develop our own preferred
leadership style. Hopefully, you now have a better idea of which styles
of leadership suit different situations. Your leadership skills will develop
as you progress through the Young Leaders’ Scheme. Don't worry if
your own leadership style is not obvious to begin with, it will come with
time and experience.

EXPLORER
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Module C - That’s the way to do it

One of the most enjoyable aspects of being a Young Leader, is how
often you will have the opportunity to teach a new skill to the young
people you work with. You will probably have a good idea yourself of
what makes a good teacher — you have your own to compare!

So what does make a good leader? Teachers who talk at you all the
time are, quite frankly, deadly boring. Teachers who take the time to
involve you actively in the work are much more interesting. As a result,
they are much more effective at getting their message across.

As a Young Leader, you will be asked to demonstrate and teach
various skills to your Section’s members. This could be showing Beaver
Scouts how to make something from paper and paint; teaching Cub
Scouts how to tie simple knots or helping Scouts to successfully pitch a
Paftrol tent.

This module gives you some tips about how to demonstrate and teach
skills fo your Section’s members. It will also help you ensure that they
have fun and that you enjoy the experience.

Seeing, doing or listening?

Let’s imagine that you want to know how your new mobile phone
works. How might someone teach you?

Perhaps they could read out the instructions from the manual that
came with the phone.

* Would that work, particularly if you did not have the phone to look at
while they were talking? Would you remember what to do?¢ They could
give you the instruction manual to read.

* A little better than reading the instructions out, but only a little. Again
this method would not work if you did not have the phone to work with.
Maybe they could give you the phone to work but without any
instructions.

* You might eventually get the hang of things, but something’s missing.
They might combine some of the above - give you the phone and the
instruction book.

* We're getting there aren’t we?¢ Best of all, they could give you the
phone and personally demonstrate to you how it works. The same
issues will affect how you try to instruct Beavers Scouts, Cubs Scouts
and Scouts. This applies to teaching games, crafts and skills. All of the
methods described above have both advantages and disadvantages.
* Talking something through gets a message across to lots of people at
once, but misses out on the detail. Using a diagram, paper copy or
instruction book ensures that everyone gets the same message.

* Demonstrating a skill or technique has visual impact but you can only
use this technique in small groups.

* Demonstrating with material which has
additional visual impact might work in a larger
group, but the visual aid has to be large
enough for every one 1o see. EXPLORER
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From a learning perspective, demonstrating something by doing is
more effective than seeing something, which in turn has more effect
than listening something.

Tailoring or Teaching

...To age groups.

In general, younger Members respond better to activities with coloured
bits and pieces. As they get older, written and printed material can be
useful. Talking rarely works well for any age group, but may have a
place in describing the rules of games (as long as they are simple).
...To different sized groups.

Small groups lend themselves to demonstrations and a hands-on
approach to learning. Larger groups require visual aids that everyone
can see (e.g. slides, OHP's, Powerpoint presentations) along with a
simple and effective verbal message.

...to different situations

The approach that you would use in your meeting hall might not be the
same if the activity is taking place outdoors. OHP projectors don't
generally work outdoors and instructions written on paper tend to get
soggy in the rain!

Winning and Keeping their Attention

One of the most difficult things you will have to do in your Section is
winning and keeping the attention of the young people. This is
obviously easier to do in a small group, especially if everyone is
involved in doing things. The larger the group, the more difficult it
becomes. Boredom and disinterest quickly become issues. Using
directed questions to group Members in a random and evenly
balanced way can be useful

—don’t pick on any one Member all the time.

Clearly, if boredom and disinterest are becoming a problem, maybe
you need to rethink the method you are using to get your message
across!

In general, the younger the age of the person that you are instructing,
the shorter their concentration span will be. For this reason, short,
snappy activities go down better with Beaver Scouts and Cub Scouts,
whereas longer more challenging activities will retain the interest of
Scouts.

What have you learnt in this module?

Hopefully, you now have a better idea of how you can help teach and
instruct the members of your Section in a more effective way. Try out
some of the different methods when you next attend your Section’s
meeting. Discuss how the module has gone with your Beaver Scout,
Cub Scout or Scout Leader. You never know, they might learn
something!

EXPLORER
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Module D - Kids Behaving Badly

What is ‘Challenging Behaviour'?

Have your teachers ever told you to behave yourself and stop acting
like a child? Perhaps you did not think you were behaving badly.
Perhaps you thought your actions were justified. Maybe you felt
aggrieved about something that was said or done to you. Maybe you
thought that your actions or behaviour were an appropriate response
to what happened. In your mind you had perfectly good reasons for
behaving the way you did.

Clearly, your teachers did not see things from your perspective, or they
would not have commented on your behaviour. Their opinion of your
actions was very different to yours — possibly they felt that they were
unjustified, inappropriate and childish. In short, regardless of the rights
and wrongs of the situation, what you exhibited was ‘challenging
behaviour’. Your actions (which you thought acceptable) were seen
as rebellious, childish and wrong by others — in this case your teachers.

Why is it important to recognise ‘challenging behaviour’ as a Young
Leader

As a Young Leader, you will undoubtedly come across ‘challenging
behaviour’ in your Section. You may have come across it already. Two
Cub Scouts fighting over who should go first in a game; a Scout
refusing to take part in an activity that she feels is boring or
uninteresting; a Beaver Scout cry i n g because one of the other
Beavers hit him. These are all examples of challenging behaviour.

‘Challenging behaviour’ does not need to be loud or aggressive. A
Scout sitting quietly in a corner, alone because he is being bullied may
be an example of ‘challenging behaviour'. It is a challenge for you on
two counts — how do you reassure the upset Scout and help him rejoin
the activity, confident in the knowledge that he will not be bullied
again and how do you deal with the person (or people) doing the
bullying? Indeed, how do you go about finding out who was the guilty
party in the first place?

Triggers and Causes
There are many, many tfriggers and causes of ‘challenging behaviour’.
It can be very difficult to find out what these are and understand what
best to do about them. Let's look at a few examples:

* Bullying in the Section is an obvious one.

* Boredom — an important one for Leaders to bear in mind.

* Too many elimination games where the first person sits around for
long periods waiting for the game to finish.
* A lack of balance in the programme.

* Not enough challenge in the programme.

EXPLORER
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The previous problems are the ones that you can do something about.
The issues below are less easy to address.

* Problems at home e.g. parents separating or arguing ;

* A family bereavement

* Problems at school

* An underlying medical problem that you don’'t know about.

How fo Start Dealing with the Problem

Before you attempt to tackle the problem of ‘challenging behaviour’,
you need to identify:

* That it is happening

* What the trigger or cause of the problem is.

Remember this may be obvious, but often it is not.

If the problem is to do with the way the Section is being run or some
aspect of the programme - then try to help correct the problem.
Discuss it with your Section leadership team and don’t be afraid to offer
suggestions that might help deal with the problem.

If the problem is more complex, then your role is to alert your Section
Leader to the problem and let him or her deal with it. Their experience
should help them identify the best way to tackle the problem.

Possible Solutions

The solution to any problem depends on what the problem is! Each of
the issues on the first list above would seem to have an obvious
solution:

* |f the programme is boring, then change it.

* If there is not enough challenge in the programme, then add some.
* |f you are playing too many games where people sit out for long
periods, then reduce the number.

The more complex problems are much more difficult to deal with and
are the responsibility of your Section Leader to address. One thing,
which sometimes helps, is to establish a Code of Conduct within the
Section. Get all of the members of the Section to agree on some simple
rules and on what should happen if someone breaks those rules.

EXPLORER
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Here is an example of a code of conduct

* All Scouts will come to Troop meetings regularly.

* |f someone can’t come to a meeting, they should let their Patrol
Leader know why before the meeting.

» Scouts will work as a feam in their Patrol.

* No-one will make fun of anyone because of a disability, their religion,
colour or funny habits.

 Bullying is strictly forbidden and will be dealt with severely by the
Leadership Team.

* Smoking in the Scout Hall is forbidden.

(Useful factsheets on this topic are Promoting good behaviour in the
Scout Tro o p FS315066 and Managing behaviour in the Colony or Pack
FS155054). These are available from the Scout Information Centre (Tel.
0845 300 1818) or ScoutbaseUK (www.scoutbase.org.uk).

Finally, whatever the problem, it is important that you as a Young
Leader don’t make it worse. Never lose your temper because you are
angry or frustrated with one of the Section’s members. We have all
made mistakes ‘in the heat of the moment’. A firm hand in control with
a calm attitude will defuse most difficult situations and you will earn he
respect of both your Section leadership team, and your Section’s
members.

What have you learnt in this module?

‘Challenging behaviour’ can mean different things in different
circumstances. Often, the behaviour demonstrated hides some more
deep rooted problem. Some of these problems are straightforward to
deal with; e.g. avoid elimination games to limit the chance for
boredom. Others need more experienced Leaders to resolve them.
Some may be beyond the ability of any Leader to resolve. Remember
that as a Leader, whatever behaviour you are faced with, never lose
your temper! At you next Section meeting, why don’t you fry to identify
examples of ‘challenging behaviour'. See whether the skills you have
learned in this module have a practical use.

EXPLORER
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Module E - Game On!

All Beavers, Cubs and Scouts love to play games.

Some would like to play the same game every night - especially if that
game was footballl But there can be more to playing games than
meets the eye. Games can be used in all sorts of different ways and to
achieve all sorts of different things. Let’s look at some examples:

Types of games and when to play them

When the Colony, Pack or Troop meeting starts, many Leaders will get
the programme rolling with an energetic, fast paced game. The reason
for this is obvious. These sorts of games are usually great fun and it starts
the process of tiring young people out that they are in a more
receptive frame of mind for the quieter activity that you have planned
for later in the evening.

Not everyone enjoys fast-paced competitive games however. You
need to bear this in mind and cater for the tastes of all of your
members. Elimination games can also be good fun, unless you are the
first fo be eliminated! Sitting on the sidelines every time can be
demoralising. It can also lead to boredom and boredom leads to
mischief!

Team games must be balanced with individual games. Team spirit is
important to develop in a Patrol or Six, but individual achievement,
especially if the winner of the game does not usually win can often
boost morale and improve the standing of the winner amongst his or
her friends beyond belief. Instructional games can be a very effective
way of getting a learning point across. Knotting or First Aid relay races
are an example of this sort of game. Quiet, contemplative, intellectual
or thoughtful games can allow the shyer members of the Section to
shine. They can also be used to wind things down at the end of a
meeting.

There are many more different sorts of games. Why don’t you take a
look in your Section games box?2 You will almost certainly find a
selection of games books. Have a look through the games described
and see what category of game each fits into.

Balance

Any Section programme should be balanced. It should cover a range
of topics in different ways. The same applies o games. In order not to
become boring or repetitive, you should use a balance of new games
alongside old favourites. You should combine team games with
individual games, competitive games with non-competitive games
and quiet games with energetic games. Pick which game you play,
and when best to play it, carefully.

EXPLORER
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Preparation

It is important to make sure that you are well prepared to run any
game. Here are some things think about:

* Do you have the necessary equipment to run the game?
* Do you have enough Leaders to run the game?

* |s the hall safe?

* |s the equipment safe?

* Do you understand the rules?

* Explain the rules to the Members clearly and simply

» Watch your timing

* Maintain discipline during the game.

Further Reading

There are a number of additional factsheets issued by The Scout
Association, which you might find helpful:

» Games for Beaver Scouts (FS155013)

» Games for Cub Scouts (FS170014)

» Games for Scouts (FS315015)

What have you learned in this module?

In this module you should have learned about the importance of
games in the programme of each Section. You now know that there
are different types of games and that they can be used in different
circumstances and for different purposes.

EXPLORER
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Module F - Special People

What is a special need?

How many people you know are left-handed? Two, three - more?2 Most
of us know someone who writes with their left hand at least. Have you
ever asked them how they manage with a pair of scissorse If not, ask
them. They will probably have mastered it by now, but for left-handed
people, using scissors designed for right handed people can be a
problem.

If you want to know how this feels try using a pair of normal scissors in
your left hand — not easy is it. Fortunately you can now buy left handed
SCIssOrs.

Why are we talking about scissors and being left handed? Well being
left-handed might be regarded as having a special need as it poses
some problems for those who sometimes need different equipment to
make life easier. Perhaps you thought that having a special need
meant being in a wheelchair, having to use a walking stick or being
visually impaired. Well, all of these are special needs, but so are many
other things. Most of us have some sort of special need —it's just that
we don't think of them as such.

What special needs might | find in my section?

There are numerous common things, which could be thought of as
being a special need:

* Wearing spectacles

* Having a stutter

* Being asthmatic

* Being allergic to nuts or other foodstuffs

* Wetting the bed at night

* Being overweight

* Being slightly deaf in one ear.

In addition, there are more specific medical conditions, which
definitely make life more difficult:

* Having epilepsy

* Being blind

* Having spina bifida

* Having attention deficit hyperactivity disorder (ADHD)
« Suffering from cerebral palsy

* Having diabetes

* Being dyslexic

* Having cystic fibrosis

* Having a heart condition

EXPLORER
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What does this all mean for me as a young leader?

Well, as a young leader, you will almost certainly face some of these
conditions in your section or amongst the section leadership team. You
must learn to accept individuals for what they are, not for what they
suffer from. No condition should pose an insoluble problem.

With a little thought and attention to detail, young people suffering
from just about any medical condition or other less serious problem can
be fully intfegrated into your section programme. You might need to
make a little extra preparation to make things work well:

* Change the rules of the game so that everyone faces the same
degree of difficulty.

* Adapt an activity so that someone in a wheel chair can take part.

* Check the meeting hall for hazards for someone with poor eyesight.
* Avoid activities where things need to be written down or read if
someone in the section is dyslexic.

* Speak to the parents of the affected member so that you are well
aware of all of the aspects of the problem.

Having a wide variety of young people in your section makes life fun.
No two people are alike. Having someone with an extra challenge in
life can make your experience even more worthwhile. Making their
involvement in your section’s programme possible by a little thought
and extra preparation gives them the satisfaction of having
participated; it also gives you the satisfaction of helping to make it
possible. People with special needs deserve to be allowed to enjoy
what scouting has to offer. Everyone else will benefit from the
experience of having worked beside that person.

What have | learned in this module?

In this module you will have learned that most of us have some kind of
special need. These can very from minor things like having to wear
specs to more serious medical conditions. You, as a young leader will
have learned that those with special needs can take a full part in our
programme if we take the time to make little changes to how we do
things. At you next section meeting, think how you might change the
way a game or activity is played to allow someone with a special need
to take a full part. At your next section meeting watch how each type
of game is played and observe how young people react to them. See
if what the module taught you is correct!
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Module G - Programme Plans

What is the balanced programme?

A balanced programme is an exciting programme that allows young
people to experience a wide range of activities through a number of
programme zones. In this module you will learn that a balanced
programme lies at the heart of scouting, ensuring that young people
participate in a varied series of activities, which will help them to
develop and achieve their full potential.

So, what exactly is the programme?

The programme is everything that we do in scouting. That is, the
activities that we do, and the challenges, badges and awards that we
complete. The programme has its foundations in the values of the
scout promise and law and spans right across the five sections. There
are six key rules to bear in mind when running the programme. It should
be:

* Relevant and attractive

* Easy to understand and operate

* Progressive and accessible

* Appealing to a wide range of young people

* Meaningful and fulfilling

» Safe and enjoyable.

Above all though, the programme should be fun!

What activities do 6-14 year olds like? How varied can you make the
activities that they do?2 These are both questions that you should think
about. Also, remember that you are closer in age to the young people
in your section than the adult leaders. You should be able to realise
what they want from a programme fairly easily. After all, not very long
ago you were in their position!

Programme Zones

Programme Zones are designed to maximise a young person’s
development as they progress through the movement. They are vital to
planning a balanced programme. There are different programme
Zones for each section, although some are common to more than one
section. The programme zones for Beaver scouts, Cub scouts and
Scouts are shown in the table on this factsheet.

Methods

Another part of the balanced programme is the use of methods. Using
different methods to deliver an element of one of the programme
zones helps to make meetings and activities more interesting. Some of
the methods that you might use in your section
programme are:

» Games

* Visits EXPLORER
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 Activities (indoor and outdoor)
* Crafts

» Songs and stories

* Themes

What have | learned in this module?

When you have completed this module, you will be able to go back to
your section and play your part in ensuring the delivery of a balanced
programme. This will make sure that the young people in your section
have the opportunity to achieve maximum personal development.

EXPLORER
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Module H - Programme Plans Plus

As you probably remember, the aim of the Balanced Programme is to
maximise young people’s scope for personal development,

If you have been an active Young Leader for some time now, you may
have experienced running a Balanced Programme over the course of
an evening for your Section. In this module, we will build on those skills
and you will be infroduced to tools and methods that will help you to
run a Balanced Programme over a longer period. Hopefully after this,
you will be able to return to your Section and take an active part in
running a Balanced Programme over the course of three months.

Planning a Programme

Coming up with imaginative programme ideas can be difficult. Luckily
there is several different idea generating tools you can try. Why not
also try brainstorming with some others2 Brainstorming is a technique
where you let your mind go blank and write down any ideas that come
into your head — no matter how silly they may be. You can then
remove the impractical suggestions and develop the others.

Get a bag of junk from your house. Include all sorts of bits and pieces
e.g. toothbrush, cassettes CDs, chalk, strange hat, pen, video tape,
cameraq, coins, telephone, yoyo, a Swiss army knife, fork, spoon, cuff
links, make up, false moustache etc. Tip them all out on the floor and
try to generate six ideas from each item. Take the toothbrush for
example. Here are some suggestions that came to my mind when |
thought about ‘tooth’:

* Dental hygiene

* Visit a dentist

* Find out how false teeth are made.

Other ideas came from thinking about ‘brush’:

* Painting and the artist badge

* Painting and decorating

* Brushing leaves in the garden and gardening

Hopefully you get the idea. Some of the suggestions above may not be
practical, but most are and could be included in your Section
programme.

Ensuring a Balanced Programme
Once you have generated some programme ideas, you will need to
use a Balanced Programme Checker to make sure that over a period
of time you are covering all of the Programme Zones. Ask your Section
Leader to show you the Balanced Programme checker that they use.
This makes it very easy for you to see if you are
giving the young people in your Section the
maximum opportunity for development.
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Longer term programme planning

When planning a programme for longer than one evening meeting,

you need to take a number of things into consideration:

« The time of year (for outdoors activifies)

o The weather (for outdoor activities)

« What events your Group, District or County/Area have planned

« What Challenges or Activity Badges your Members want to
complete

When you have considered all of these elements, you need to ensure
that the programme is balanced across the three-month period and
that each of the Programme Zones has been included in your long
term plan.

What have you learned in this module?

When you have completed this module, you should feel confident
about returning to your Section. You should feel at ease helping out
even more with programme ideas and putting them into practice. The
two programme planning modules should help you to make a start on
the first two Missions that the Scheme asks you to undertake.
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Module | - What did they say?

The importance of good communication

Successful leadership relies on good communication. But what does
this mean in practicee Communication is the act of sharing of
information. There are many ways to share information, some of which
are better than others. Many things in life depend on good
communications. For example:

e If you catch a bus or a train, you need to know at what time and
from where it leaves, and when it will arrive. How is this information
communicated to you? What would happen if there were no
published timetables?

* When you get to the frain station, the station announcer keeps you
up to date on which plat form each train will depart from. Have you
ever been frustrated when the announcements are so garbled that
you can't understand a word that is being said?

These are simple examples which demonstrate the value of good
communication. Think of some other examples in your own experience.

As a Young Leader, good communication is essential. How will you
understand what your Section members want without good
communication? Remember communication is a two way process.
You need to know what the young people want and enjoy, and this
means you have to listen to them.

Listening to other people

Do you always feel that people listen to you? Do you always listen to
what other people say to you? Even when you think you have listened
to someone you may not have taken in or understood what it is they
are trying to say. Most people have played Chinese Whispers. In this
game a simple message ('Peter likes fish on Tuesday, but Mary prefers
beef") is passed from person to person by whispering, so that only the
next person can hear it. The message, when it reaches the last person,
often bears little resemblance to the original message. Try whispering
the sentence above to the person next to you. Get him or her to pass it
on in a similar way and so on. Ask the last person to say the message
out loud. Did the message change?¢ Did the change of words alter the
meaning?¢ Why did this happen? Think about the different components
of good communication. First the message has to be put across clearly,
in a way that can be understood by the person listening, who must be
listening in order to take it in.
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So good communicating is not just about learning to talk to people, it
also involves learning to listen to them.

Ways of communicating

There are many ways of passing on information. For example:
* Talking to people face to face

 Talking on the telephone

* Writing instructions or messages

* Text messaging

* Using e-mail or the Internet.

You may be able to think of other examples.

Consider how these might be useful in different circumstances. What
are the best ways of communicating with the young people in your
Section? Whichever method you use will depend on the information
you are trying to put across, but it is always important to give clear
instructions, remembering that each individual will hear and
understand things differently.

Imagine you are a Section Leader teaching a new game to the young
people in a Section. Think of the things, which might affect the way
they listen to you. How might you overcome these? For example, is
there background noise? Would it be easier to teach a few people at
a time? Are there better ways of explaining the rulese

Consider what might best suit the young people in your Section.

* Asking them to tell you when they have ideas about what they would
like to do

* Asking them to discuss ideas in groups, then passing them on to you

* Encouraging them to tell you what they think of the activities they
have done

» Setting up a regular meeting with some of the young people to hear
their views and pass on information to them.

Communicating in the sections

Look in your Section essentials file. Your Section leader will have a copy.
What are the mechanisms available for communicating with the young
people in your Section?

Look at:

* supporting your Beaver Scouts' conftributions on page 14 of Colony
essentials

* Pack Leadership Forum on page 49 of Pack essentials

* The Troop Forum on page 35 of Troop essentials

EXPLORER
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Making your views count

What role will you play in ensuring good communications in your
Section? You may feel you have a useful role to play in communicating
the views of the young people to the Section Leaders.

Consider how you might improve your own listening and
communication skills.

What have you learned in this module?

Communication in both directions is key to the success of any Colony,
Pack or Troop. You need to make young people understand you and
you need to understand them! If this happens, you are more likely to
deliver the fun experience that your Members are looking for. You will
be happy in the knowledge that you have done a good job.
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Module J - Awards and Badges

The following is from the Scout Association Fact sheet FS200202 The 6-25
Programme as there is no official Module J fact sheet. However the
following information is very relevant in explaining the theory of the
awards and badges across the sections.

The Scout Association has a contfinuous training Programme that aims
to promote the growth and development of young people from 6 — 25.
By working through the five fraining Sections, the Programme can be
delivered in a way that is appropriate to the needs of the young
people in each age range, and builds on what has gone before.

A Firm Foundation

At the heart of the Programme lie the six areas of personal
development. These are Body, Mind, Faith and Beliefs, Relationships,
Community and Surroundings. Leaders help young people to grow and
develop in each of these areas through their involvement in the
Balanced Programme. The Balance Programme therefore provides the
framework for the week by week meetings and all the other activities
that Scouts of any age can take part in.

It's all about participation.

The Balanced Programme is all about joining in, or participating. There
is much less emphasis on passing tests, and a much greater emphasis
on encouraging young people to learn from taking part. This simplifies
the number of records that a Leader needs to keep, for each
individual. The Balanced Programme has three essential components,

The Programme Zones

These are essentially areas of activity. Each Section has its own set of
Programme Zones, and they range from five in the Beaver Scouts to
eight in the Explorer Scout/Scout Network Programme. Each Section
includes Zones that cover activities such as outdoors, community,
fitness, international and beliefs and attitude. Leaders, planning their
Section’s programme, need to visit each Zone regularly, to ensure they
deliver a Programme that is balanced. Sometimes the meeting night or
event will cover activities from just one Zone, while some meetings will
draw activities from a variety of Zones. There is no specific list of
activities that need to be included in each Zone. Leaders are free to
select activities that they feel are appropriate and will appeal to the
young people in their Section.
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The Methods

Each Section has a range of methods that help leaders explore each
Zone in an imaginative way. While they vary slightly from Section to
Section, most include methods that will involve using games, making
things, going on visits, helping others, using the outdoors and following
themes. The range of methods helps to bring as much variety into the
programme as possible.

Underlying Ways of Working

These can best be described as what would be apparent to someone
walking in on the meeting. They would see lots of activity, and young
people having fun. They would see teamwork and commitment, and
as the young people get older, evidence of leadership and increased
responsibility.

Membership Award

The Membership Award prepares a young person to join Scouting and
is common to all Sections. The Award is presented when the young
person makes or reaffirms their Promise.

Joining-in Awards and Participation Awards

For taking part in the Programme, young people receive a special
badge that is awarded on the anniversary of their first joining Scouting.
It is a chance to celebrate what has been achieved through their
involvement in the Programme. In the Beaver Scout and Cub Scout
Sections this is called the Joining-In Award, while in the Scout Section it
is known as the Participation Award. In Explorer Scouting, and the
Scout Network, the badge is replaced by a certificate, that records
both what the young person has achieved during the year, and the
opportunities that exist for the following year.

Challenges

Every Section has a number of Challenge Awards. They grow naturally
from the activities in the Programme Zones, and challenge the young
people to use the skills they have learnt. By undertaking a challenge
either individually, or as a member of a group, members can earn
either a badge in the Colony, Pack or Troop, or a certificate in the
Explorer Scout and Scout

Network Unit. The Challenges in the Unit coincide closely with the Duke
of Edinburgh’s Award. Challenges are the route to the ‘top’ Award in
each Section.
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The Chief Scout’'s Award

All the Sections have a top or key Award - in fact the Explorer Scout
and Scout Network Sections share three between them. For Beaver
Scouts, the top Award is the Chief Scout’s Bronze Award. To achieve
this, a Beaver Scout will need to have gained two Challenges, and
complete a personal challenge, something agreed between the
Beaver Scout and their leader. The top Award for a Cub Scout is the
Chief Scout’s Silver Award. This time the Cub Scout must gain three
Challenges (one of which must be the Outdoor Challenge) and
complete a personal challenge. Scouts need to achieve five
Challenges, (one of which needs to be the Outdoors Challenge),
together with the personal challenge. In the Explorer Scout and the
Scout Network Sections the three key Awards coincide with the three
Duke of Edinburgh Awards. They are the Chief Scout’s Platinum Award,
the Chief Scout’s Diamond Award and the Queen’s Scout Award.

Activity Badges

Beavers, Cubs, Scouts and Explorer Scouts, all have a range of Activity
Badges. While these are an optional part of the Programme, they can
be used to complement and extend the Balanced Programme. In
addition there are 4 ‘staged’ Activity Badges, each with five levels that
can be taken by any Scout under 18 years at any time. They are IT,
Musician, Nights Away and Swimmer. These are the only staged
badges.

Group Awards

Group Awards are yet another way of helping Leaders to achieve a
Balanced Programme. They can only be achieved by members from
two or more Sections working together. There are three Awards, The
International Friendship Award, The Environment Award and the Faith
Award. There is considerable flexibility in what can be achieved, but
the Group Award must include a project that is worked on over a
period of three — six months.

Moving-on Award

This infroduces a young person to the activities and fraining
programme of the next Section, and members will normally begin the
Award during their final six months in the Section. It includes the
requirements of the Membership Award, so once achieved, there is
nothing further to do to become a member of their new Section.
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What is really different?

The main difference between the current Programme and what has
gone before is not so much in the activities that young people are
involved in, but how Leaders plan and organise the programme. A
Leader who is working through the Programme Zones and regularly
awarding ‘Joining In’ or ‘Participation Awards’, will be delivering good
Scouting. For others, the Challenges and Group Awards, and the wide
range of Activity Badges will all help to add a little extra spice that will
extend and complement the Balanced Programme. The Programme
with its emphasis on participation is easier for all Leaders to manage.

Module K - First Aid Masterclass

In order to complete this module and to become an asset to your
Group it is asked that you complete a 1éhour First Aid course.
Completing this course will not only complete the requirements for this
module but will also gain you your First Aid Stage 5 activity badge. This
course is run each year as part of the County Explorer Scout
Programme.

EXPLORER

31



Mission Impossible!ll!

The projects in the Young Leaders' Scheme support and enhance the
training modules. The following different missions allow you to put some
of your skills and knowledge into practice. By doing so, you will gain in
confidence and become an integral part of the leadership team within
your Section and Group.

Guidance

In deciding on how to tackle each project, you should meet with the
Young Leader’s Leader and with the Leader of your Section. Discuss
how the project will be planned and developed. Identify what help
you will need and how it will be provided. Give thought at an early
stage as to what the objectives of the project are and how success will
be measured.

Timescale

The missions should be completed in numerical order and no more
than one should be completed over the course of a 12 month period.

Reporting Back to the Unit

When you have completed each mission you have to report back to
the Young Leaders Unit what you have done. In preparation for this you
should ask yourself:

« What have | done to complete this mission?

« Why did | do what | did in this mission?

« What did | want to achieve from this mission?

« What did the Section members get from me doing this work?e

« What did I learn from the work | have done?

« What would | do differently next time is | was to repeat the mission?
« How do | feel about it now its all over?

Final Comment

Remember, when completing the missions, you should:

o Use the information from the Young Leaders' Scheme modules you
have completed as well as asking your section and Unit leaders
assistance

« Not be afraid to ask for help and support

« No more making brews or drinks — YOU ARE a leader now!

« Have fun!
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Mission 1

To achieve the Mission you need to complete the following activities
1. Plan and run three indoor meetings for the Section with which you

are working

« Each meeting must come from a different Programme Zone and
should conftribute towards the badge work of the Section.

o Use elements from the Programme plans and Programme plans plus
modules to help you produce these parts of the Balanced

Programme.

Indoor Meeting One

Programme Zone Covered
Description of what you did

Leaders Comments

Leaders Signature
Date

Indoor Meeting Two

Programme Zone Covered
Description of what you did

Leaders Comments

Leaders Signature
Date

Indoor Meeting Three

Programme Zone Covered
Description of what you did

Leaders Comments

Leaders Signature
Date

33
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Mission 2

To achieve the Mission you need to complete the following activities

1. Plan and run three outdoor activities in the Section that you are

working with.

« Be original! Use a new method to deliver the acfivities.

o Use elements from the Programme plans and Programme plans plus
modules to help you produce these parts of the Balanced
Programme.

QOutdoor Meeting One

Programme Zone Covered \
Description of what you did

Leaders Comments

Leaders Signature
Date

Qutdoor Meeting Two

Programme Zone Covered \
Description of what you did

Leaders Comments

Leaders Signature
Date

Qutdoor Meeting Three

Programme Zone Covered \
Description of what you did

Leaders Comments

Leaders Signature
Date

2. Create a way to record the badge work covered during your three
mission activities. This must be presented to
your Young Leaders leader to review
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Mission 3
To achieve the Mission you need to complete the following activities

1. Plan and run three meetings of the Sectional Forum. This may
include:

e Running the meeting.

Organising for someone to take notes/minutes/points of action
Setting the agenda

Deciding who should attend, and inviting them

Making everyone feel involved and valued for his or her
confribution.

Ask the sectional leaders for the Agenda’s and Minute templates that
they currently use, so your records will fit in with theirs.

Sectional Forum Meeting One

Forum Meeting Date
Agenda Produced
Meeting Minutes Produced
Leaders Signature

Date

Sectional Forum Meeting Two

Forum Meeting Date
Agenda Produced
Meeting Minutes Produced
Leaders Signature

Date

Sectional Forum Meeting Three

Forum Meeting Date
Agenda Produced
Meeting Minutes Produced
Leaders Signature

Date

2. Take appropriate action based on the decisions made at these
meetings. Draw up a plan for each action, including:

o A description of the job to be undertaken

o The tasks involved - including timescales

o Details of support required

« What the desired outcomes are.

So this means that you have run the meeting and something now
needs to get sorted. In producing your plan as for your sectional
Leaders or Young Leaders help. These actions
plans will need to be shown for this to be
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Mission 4
To achieve the Mission you need to complete the following activities

1. Take responsibility for part of the organisation and running the
Section in which you are working. This could include any of the
following:

o Taking responsibility for planning the programme

« Delivering the content of a Challenge or Activity Badge

o Taking responsibility for record keeping in the Section.

ltem Selected

Plan Produced

Plan Executed
Objective Achieved
Leaders Signature
Date

2. Plan and lead a planning meeting, including:

Working with the Section Leader to integrate your sessions into the
overall programme

Covering all the Programme Zones

Delivering a wide range of indoor and outdoor activities.

Meeting held

Plan Produced

Plan Executed
Objective Achieved
Leaders Signature
Date
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Other Explorer Scout Badges

Within this section you will find a brief explanation of what other
badges are available to you in Explorer Scouting. Beside each option is
a brief description of what is required for each badge type. For a more
in depth explanation contact an Explorer Scout Leader or check the
Scout Base website at http:\\www.scouts.org.uk and look under the
Explorer Section

Platinum, Diamond and Queen Scouts Award

These are the progressive awards of the Explorer
Scout section. For a quick comparison on what
these awards are please see the table below

Explorer Scout Badges Duke of Edinburgh
) ey

@ Platinum Bronze

Award %@
Diaomond .

ﬁ&") Award Silver
Queen
Scouts Gold
Award

To help make the transition to the Explorer Scout badge scheme
please bring your old Scout Record card (and D of E book) to a unit
meeting.

Activity Awards
These are the equivalent to Scouts Proficiency Awards
or for those of you new to Scouting these are awards
which show your standard in a particular skill such as

, © Climbing, snowboarding, juggling or mechanics. The
choice here is endless. In total there are 24 to gain and you will be
encouraged to try as many as possible whilst you are at the unit.

Staged Activity Awards

The badges are in six stages, which get harder the
higher the level that you attempt. It is hoped by
following the standard Unit programme an Explorer
Scout will obtain at least
three of these badges.
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Explorer Belt
@ This award is different in many ways to the awards
described previously. The badge is firstly strongly
connected to International Scouting. Due to the nature of
this award it is usually coordinated at a county level. So |
guess you are how wondering what you do to get the belt. Well in a
nutshell fravel 100 miles in 10 days in a foreign country. During your stay
you will be tasked to do some minor projects and some major projects
such as "get your haircut" not really hard but things to make you get to
know the local country. This is an award your leaders would hope you'd

get.

>

% Moving on Award

B ¥ | There are two of these, one is the last badge that your Scout

et | cOdler presents fo you and the second is the last award
your Explorer Scout Leader presents to you before you move on to the
Scout Network.

Duke of Edinburgh Awards

The Duke of Edinburgh's Award (or D of E) is an award
for personal achievement that can be obtained by
anyone aged from 14 to 25. Around 225,000
participants are taking part in the Award programme
at any fime, although only half obtain an Award,
taking on average around a year. It is popular in the
United Kingdom and the Commonwealth. It is run by
the International Award Association, and various branches of the
scheme you can complete this award either with the Young Leaders
unit or your school.

There is a lot more information on badges but hopefully this gives you a
little insight to get you going. However if you want more try
http://www.scouts.org.uk/explorers/resources
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Meeting Log

As you develop as a young leader it would be a good fime to keep a
record of what you have achieved and learnt on each section night.
This invaluable resource then can be used to assist you recollect if an
idea worked or if a night bombed when you are putting a programme
together in the future. This log will also be of great benefit to you for
several other aspects of your life, these being;

When applying for a leaders warrant

Signing of your Service element of the Duke of Edinburgh’s award
scheme

Attending college or university interviews

Logbooks are a great source of showing what you have done use the
rest of this logbook to store these records.

A blank record template can be downloaded from the Explorer Scout
website on the following link

http://www.blackpoolscouts.org.uk/Pages/explorers/downloads/YounglLeaders.htm

And Finally....
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