National Camping School

First Year Camper Program Director


Session 14: Program Scheduling (60 minutes)

Learning Objectives:

By the end of this session, each participant should be able to:

· Determine the appropriate time blocks in the overall camp schedule to devote to the First Year Camper Program

· Identify the different elements of the First Year Camper Program schedule

· Identify different scheduling structures used in the First Year Camper Program and the advantages and disadvantages of each

· Understand the importance of ordering in the First Year Camper Program

· Understand the importance of having a “Mountaintop Event” in the First Year Camper Program

· Explain the importance of the schedule in maintaining excitement in the First Year Camper Program

· Understand the wide variety of administrative and logistical needs that are a part of the First Year Camper Program.
Materials for Distribution

· FYC Program Schedules

· Overall Camp Schedules

· Scheduling Worksheet

INTRODUCTION
We’ve discussed What to Teach and How to Teach, and now it’s time to talk about When to Teach—scheduling your program.  We’re going to talk about identifying available time for your First Year Camper Program and how to order the activities within that time.

THE OVERALL CAMP SCHEDULE
When you think about the topics you can teach in the First Year Camper Program, you need to temper that with the time available.  If you have three hours of program time a day, that’s only 15 hours of program time during that week.  What can you reasonably accomplish in that 15 hours?  What if you had 30 hours?  20 hours?  How do you determine the time you have?

The first step in scheduling is to figure out your boundaries—what and when is the time you have for your program?  This is largely influenced by your overall camp schedule, something that may not be within your control.  But, unlike a merit badge being offered at camp, the First Year Camper Program doesn’t need to be constrained to the instructional time set aside for merit badges.  It can, but it doesn’t have to.  So let’s look at some sample camp schedules and identify available program time.
Example 1: Bert Adams Scout Reservation, Atlanta Area Council

The schedule here (found in the appendix) leads to the following available time slots: Sunday night at 7, mornings from 8-12:30, and afternoons from 2-3:30 (the Water Carnival cuts into the later session on Wednesday afternoon).  There are other available times, of course, but those are the blocks that are available week-long.  What’s the take home message?  Sunday evenings are fair game.  So are program times set aside for troop/patrol activities.
Example 2: [TBD]

Example 3: [TBD]

[Note: Examples 2 and 3 are based on what is currently available.  The process is the same as in Example 1: look at the schedule and determine all of the time available for the FYCP.  Think outside of the box.]

Our First Year Camper Programs should be fun and exciting, and sometimes that means thinking outside of the box when it comes to scheduling.  At summer camp, time is at a premium.  Any adaptation we can make that allows us to find more time is a good one.

SCHEDULING ELEMENTS
Once we identify the block of time we have to work with, we can begin considering the elements that we use to fill it.  Program elements can be broken into three areas:
· Group

· Instructional

· Activity

Let’s discuss each briefly.
Group Time:

This category includes opening assemblies, closing assemblies, and troop meetings.  Any activity where the entire group is together, focused on being a group, falls under this category.  For the program at Bert Adams, there was an organizational session on Sunday night, where the scouts were assigned to patrols and were oriented to the way the program ran; that falls under the Group category.

Instructional Time:

This category is divided into two parts: instructional time in your area and instructional time in other areas.  The distinction between the two groups is important for scheduling, as the other areas will likely operate according to the camp schedule, and not to any schedule you establish for your program (if they do, though, that makes your job much easier).  Examples include handicrafts, aquatics, and scout skills periods.

Activity Time:

This is non-instructional time in either a large group or the smaller instructional groups (if you have them).  An example would be time allocated to cooking lunch, or to sports activities.  It’s different from Group Time in that it’s not focused on the group.

SCHEDULE CONSIDERATIONS
So, now we have a timeblock with which we can work, and we also have a structure by which we can organize the various activities we need to fit within that timeblock.  Let’s now look at some scheduling considerations to keep in mind as you further refine your schedule:

Full Day vs. Half Day

The first scheduling decision, if your timeblock allows, is whether to offer a program that spans the entire available space, or offer two identical programs that take up half the time—a morning and afternoon program.  Advantages are that you can lower your student to instructor ratio or run more scouts through.  A disadvantage is that you lose half of your instructional time.  A derived version of this is to have two groups, one of which is in the First Year Camper Area in the morning and the other areas in the afternoon, and vice versa.  This allows you to save on instructional staff without lowering your instructor-camper ratio, but is limiting in other ways.
The Beginning and the End
Another decision is how you would like to structure the beginning and end of the program day.  It can begin with scouts going immediately to their instructional area, with an opening assembly, with a troop meeting, or with some other group time element.  The same goes to the end of the program day.

Static vs. Adaptive Programming
When you design your program, you can choose to have a standard program that everyone goes through, or you can have a program that adapts to the skill level of each troop.  The standard program option is fairly straightforward, but the adaptive program involves assigning a staff member to each troop (consistent with the camper-staff ratio, that is) and teaching only skills that they have not yet learned.  There are still standard group activities, but the instructional day consists of completing those presentations that fulfill the unlearned requirements.  The advantage is that you don’t need to worry about scouts feeling that the program is repetitive (though you can bypass this by having the scouts who already know the skills being taught assist in teaching it to others); the disadvantage is that it can be very staff-intensive.
Other Considerations
Other, more straightforward, considerations include methods of rotation (whether you want to cycle groups through teaching areas, keep them in one big group, or some option in-between), which Activities to include (like field games not in the instructional periods, cooking and lunch, etc.), and how long to schedule each class / rotation time.  These are mostly dependent on the individual program, so I won’t get into them now, unless you have questions on a specific one.

[If there are questions, answer them.  Otherwise, continue.]

SCHEDULE ORDER
The way you arrange and order the topics you teach is very important.  I want to touch on two broad topics: ordering requirements and ordering time.

Ordering Requirements:

When you make your schedule, you will invariably come to the point where you have to decide what to teach in various periods.  The key considerations are to not overload the allotted time and to build on previously-learned knowledge.

The first is self-apparent: don’t schedule 90 minutes of instruction for a 60-minute period.  That just doesn’t work, as your scouts won’t learn the requirements well and probably won’t enjoy it.

Building on previously-learned knowledge is another way of saying progressive programming.  Let’s take two examples: orienteering and cooking.

First Class Requirement 2 requires that Scouts take a mile-long orienteering course.  Your program might allow scouts to take a mile-long orienteering course in the afternoons, as opposed to having it be part of the program day.  In order to provide Scouts with multiple opportunities to complete the course, it should be offered starting on Monday.  In order for scouts to have the greatest chance of success, they need to be taught map and compass skills before attempting the course.  Thus, map and compass skills need to be taught on Monday, before they have the opportunity to go on the course.  
If you are going to add cooking to your program, you shouldn’t begin with a complex meal.  Begin small—hot dogs, for example, or chicken salad, and progress to tacos and then to something more complex.  Build on the knowledge they gained the previous day.

A related point that needs to be made is that you shouldn’t assume that the rank requirements that group topics together group them by a specific logic.  The perfect example of this is the first aid requirements.  The rank requirements do not group first aid requirements by topical areas (e.g., wounds, heat/cold, muscles and bones), which is the way that they should be taught to maximize learning.

Ordering Time:

The other big topic is ordering time.  I suggest breaking up your time, when possible.  Scouts, especially 11 and 12 year-olds, get bored quickly and easily.  Three hours of instructional time, in the same group, in the same place, won’t hold their attention.  Consider alternating scout skills instruction with other activities, such as first aid, handicrafts, aquatics, and lunch, so that the scouts are regularly moving on to different activities.  Add games and other fun activities—perhaps a song, cheer, or other fun item.
THE MOUNTAINTOP EVENT
A big part of Scouting is providing youth with a Mountaintop Experience—something they’ll remember and talk about for years.  Examples include a trek at Philmont, a cruise at Seabase, or a Jamboree.  Ideally, scouts participate in a progression of Mountaintop Experiences, and the First Year Camper Program needs to have an event that is one of them.  For many programs, this event is the overnighter.  A hike leads the scouts to the overnight site, where they set up camp, have a campfire, roast marshmallows, and cook breakfast in the morning.  Perhaps they—and even you—might get to sleep.  If an overnighter doesn’t fit into your First Year Camper Program Philosophy, you still need to have a Mountaintop Experience.  One possibility is the five-mile hike with map and compass.  Held on the last day of the program, at each mile mark you could have a challenge station where Scouts apply the skills learned over the course of the week.  This provides them with a fun opportunity to reinforce their knowledge.  That’s what a Mountaintop Experience should provide.  Are there Mountaintop Events that you hold at your camp?
[See if the participants have other Mountaintop Events.  If so, ask them to tell the group and add them to the syllabus.  If not, continue.]

SCHEDULES AND INTEGRATION
We mentioned earlier that if you integrate with other program areas, you have to make sure you’re compatible with their schedule.  This coordination needs to be done by someone (probably you), and it needs to be done before the camping season begins.  Who else should be involved in the process of integrating the schedules?  To whom do you need to communicate the first year schedule?  Unit leaders (boys and adults), first year campers, program areas, the camp program director, who else?

What are some effective ways to communicate this schedule?

APPLICATION
To help you develop your program schedule, we have developed a worksheet that takes you through a scheduling process.  It’s not the only way, but hopefully it is a way that will be useful to you.
CONCLUSION
Program scheduling and planning are very important; hopefully this session helped structure your thinking about these important functions.

At this point, are there any questions?

[Answer any questions that may arise; also refer to the questions written in Session One.  If any questions are asked that will be addressed in latter sessions, add those to the question list.]

Program Scheduling Worksheet
Scheduling a program can be a difficult task.  This worksheet sets out an algorithm that will hopefully simplify your task.  Because all programs are different, it may not perfectly fit yours.

1. The daily timeblock
How much time will you devote to your program each day?  Part of this involves the available time, but another part involves determining if you will try to run two different groups though each day (e.g., a morning and afternoon session).  Write down the available time per session per day below:

	Day
	Sunday
	Monday
	Tuesday
	Wednesday
	Thursday
	Friday

	Time Available
	
	
	
	
	
	


2. Beginning and ending each program day
What event (if any) do you want to use to start the program day?  

To end it?


3. Activities and Group Events
What other group events and activities do you want to have (e.g., Mountaintop Experience, non-instructional games, lunch)?  List if the item will be a daily activity or a one-time activity.








4. Teaching Topics
Which topics (from the What do we Teach session) do you want included in your First Year Camper Program (e.g., Methods, Ideals, Rank Requirements, Merit Badges, Camp Lore, and Camp Program Opportunities).  List if the topic will be taught in its own period (e.g., a merit badge) or as part of another activity (e.g., teaching the ideals through an opening assembly).











5. Rank Requirements
Identify the upper-level groups of rank requirements that you would like to teach (e.g., aquatics, first aid, map and compass, woods tools).  List if the topic will be covered every day (e.g., aquatics) or once (e.g., map and compass).










6. Merit Badges
Identify the merit badges (or group of badges, such as handicrafts) you would like to teach.  List if the merit badge (or group) will be covered every day (e.g., swimming) or only once (e.g., basketry).








7. List the thematic periods for each day
Collecting data from the above questions, make a general list of the topics that will need to be covered each day (e.g., Troop Meeting, aquatics, handicrafts, first aid, scout skills, lunch)









8. Set times for the periods
First, identify how long your opening and closing activities (if any) will last:


Subtract that time from your available daily program timeblock:


Determine what the length of the other periods need to be (if you don’t plan on rotating groups through various activities, you can have different-sized periods).


9. Determine what will be taught in each thematic period each day
Thematic periods that take place at other areas (e.g., aquatics, handicrafts) don’t necessarily require you to decide what is taught each day.  Thematic periods that take place at the First Year Camper Program area (e.g., first aid, scout skills) do.  List below the requirements you plan to cover each day in the various thematic periods:

Day

Thematic Period

Requirements












10. Mountaintop Experience
What Mountaintop Experience would you like to have?

When will it occur in your schedule (it’s fine if you need to shorten instruction on one day to fit the Mountaintop Experience in)?






This isn’t a comprehensive method, and it’s likely that it won’t work for all programs.  Hopefully it will assist your thinking when you approach your program. 
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