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How to be happy though rich - or poor.
A canoe trip is like the voyage of life.
An old 'un ought to hand on piloting hints.
The only true Success is Happiness.
Two steps to Happiness are: Taking life as a game and giving out Love.
The Burmese are an example of a happy people.
Happiness is not mere pleasure nor the outcome of wealth.
It is the result of active work rather than the passive enjoyment of
pleasure. Your success depends on your own individual effort in the
voyage of life,
And the avoidance of certain dangerous Rocks.
Self-education, in continuation of what you have learned at school, is
necessary.
Go forward with confidence.
Paddle your own canoe!
 Preface, Rovering to Success, Baden-Powell, 1922

The Introduction Bit
 As the cover may have indicated, this is a toolbox, on how to run a Venture
Group. One of the most important things to remember is that it is only a guide. It is
designed to be a suggestion which can be adapted by a Venture Group to suit their
own needs.
 Each Venture Groups is unique. What works for one, will not necessarily
work for another. The successful use of this guide depends on your willingness to
apply some or all of the ideas to your own group.
 The main aim of Scouting and its educational system are central to this
toolbox. The Scout movement aims to contribution to the development of young
people so that they may become active citizens and improve society. Scouting
achieves it’s aim through a non-formal educational system called the Scout
Method. By taking on increased responsibility, by running a varied programme of
scout activities, and by fulfilling your Scout Promise, your Venture Group will be
very successful and very beneficial for all involved.
 So please, read through this. Take on board the suggestions. Consider
ways in which you can adapt it to your own group. Good luck, and keep scouting.
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The Venture Group
A Venture Group (some people call them Units, either term can be used) is
an essentially self-governing peer group of late and post adolescents (16+).
In Venturing, the youth members themselves (that’s you) are supposed to
take over the running of your group. The Venture Group is a place where
you can practice known skills and develop and learn new scouting and life
skills, while experience adventure and challenge.

In a Venture Group, the members have greater autonomy and can thus
pursue a larger range of challenges which are suited to their interests and
needs. Venture groups are mainly made up of members who have been
involved in Scouting for quite a while, but there usually also others who have
joined Venture Scouts directly. This dynamic allows you all to learn from one
another.  .

It is essential that everyone feels membership and ownership of the Group.
Each Venture Scout should have their own role in the Group and should be
an active member who enjoys and gets fulfillment from scouting.

The key to operating a good Venture Group involves making sure that
everyone:

 Knows his/her responsibilities
 Is listened to and respected
 Honours her/his commitments
 Keeps to the Scout Method & works by the Promise and Law

It is important that the Group is organised. That is what this toolbox is about:
be organised and making scouting happen. Organisation does not mean
formality, it is just a way of making the Venture Group work. The best way
to achieve this is to have a good structure in which everyone has a part to
play. Since you are older and have other commitments (school/college,
relationships, work) a structure with clearly defined roles means that the
Venture Group can work, and can work very well. This guide suggests
model which your Group can follow or adapt.
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‘[Venture] Scouting is a
Preparation for life, and also a

pursuit for life.”
- Baden-Powell, 1928



Group Charter
On of the most important aspects of Scouting is it’s value system which is based
on the Scout Promise and Law. These values make Scouting different to other
youth associations. On a personal level, the Promise is a voluntary commitment to
do one’s best to adhere to the Scout Law, an ethical code of behaviour. In terms
of your Venture Group, the Scout Promise and Law are expressed in the form of a
Group Charter or Code of Conduct.

The Group Charter is a formal value-set. Its strengthen lies in the fact that it is
drawn up by the members themselves and reflects their understanding of the
Scout Law and Promise. It is a living document and can be amended and changed
as the Venture Scout Group wishes. The Charter should be taken seriously and
should be the ethical compass for the Group. All members should agree to its
content and sign a copy.

The code is not supposed to be a list of strict rules, but a common set of standards
which you have set for yourselves and one to which all members are expected to
follow as best they can.

An Example of a Group Charter:
1. Venture Scouts are expected to have full and proper uniform

and will wear it upon request.
2. Venture Scouts are expected to attend all meetings and activi-

ties of the group, unless they submit their apologies.
3. The atmosphere and behaviour of the group is one of friendli-

ness and welcoming.
4. The law of the group is the Scout Law and Promise.
5. Bullying of any kind will not be tolerated. Any member who is

caught or is reported will receive one formal warning only. A
second incident may result in the termination of their member-
ship, with no refund.

6. It is expected that all Venture Scouts keep their Scout skills up
to date. New members should be taught these skills.

7. No matter what the venue we leave it clean and tidy. Tidying up
is the responsibility of every member.

8. The group will participate in Scout Group activities when re-
quested and agreed with the Executive.

9.  Venture Scouts should observe these simple rules during unit
activities: No Drink, No Drugs and No Smoking in front of
others.

“The boy is not governed by don’t, but led on by do.
The Scout Law is devised as a guide to his

actions, rather than as repressive of his faults.”
- ‘Aids to Scoutmastership’, Baden-Powell
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Structuring Your Group
There are many ways in which a Venture
Group can organise itself. The suggested
format in this toolbox can be modified to
suit the Exec Model, the Council Model or
the Crew Model. It is up to each group to
decide how they will implement these
guidelines.

The Executive Committee
The Venture Scouts elect a Chairman, Sec-
retary, Treasurer and other Members at the
beginning of the year. This committee as-
sumes the responsibility for the running of
the Group. It is particularly suited to a large
group, which can then rotate all the posi-
tions each year. The formal structure of the
Exec enables decision making and en-
sures that the programme is run.

The Venture Council
Everyone in the Group accepts equal re-
sponsibility for the actions & activities of the
Group. The Executive effectively becomes
the Group. There is increased opportuni-
ties with a strong emphasis on activity/
project leaders. It is up to the Venture
Council, which includes all members to
ensure that every person is assuming an
equal amount of responsibility.
 The Venture Council is name given
to the formal decision making & organisa-
tional structure of the Group. The Venture
Group is the name given to the people
involved in the section.

Venture Crews/Patrols
If you have a particularly large Venture Group you may decide to split the Group
into a number of crews . A Venture Crew functions like a Beaver lodge, a Cub six
and a Scout patrol. The crew system is particularly appropriate if you have
members in an established Venture Group and then receive new members
freshly from the Scout section. Each crew can then function as a small community
within the larger framework of the Venture Group. It is a lot less daunting for new
Venture Scouts to enter a system like this and may help prevent a membership
leakage. The Leaders of each Crew along with other elected members could then
form the Executive Committee.
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The Exec Model
The Exec Model, or an adapted version, is a means of running a Venture Group,
whereby a small group of Venture Scouts (6-8) take on roles and responsibility.
A smaller group is more effective and can provide guidance and direction for the
group.

While the Exec is a management team, it  should not create a hierarchy or two-tier
system in the group. The Exec ensures the running of the group. Teams larger
then 10 are not effective at making decisions and without specific areas of
responsibility being assigned to people work tends not to get done. The remaining
members of the group will take on specific jobs as activity leaders throughout the
year.

In a larger group the main positions of responsibility could be filled by the older
Venture Scouts who can then provide leadership and teach skills to the younger
members.
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The Exec can be elected at an AGM at the beginning of the year (If you choose
you could go for a shorter term of six months). This meeting should also decide on
the goals and general objectives of the group for the year. These goals should
then form the basis of the group plan for the year. It is then the duty of the Exec to
implement the plan as successfully as they can.

The Exec/Council could consist of:
Chairperson, Secretary, Treasurer, Programme Co-Ordinator, Training Co-Ordi-
nator, Group Council Representative, County Rep, Service Project Co-Ordinator
and Quartermaster.

The Scout Group or Scout County should ensure that the Exec members are
provided with training, both general leadership and management training as well
as specific training for areas of responsibility such as programme or finances.

The Exec should meet separately to the group meetings every four-six weeks. All
members should make reports, these along with the minutes of the meeting
(barring any sensitive matters) should be circulated to all. The Exec should invite
representatives of the Group Council to attend a meeting with them to discuss
matters of importance for the Venture Scouts.

It should also be agreed that the Exec has formal decision-making responsibilities
when to comes to matters of discipline and conflict within the group.



Roles of Exec/Council Members
Chairperson
The Chairperson's aim should be to utilise the interests and release the potential
energies of all the members, and to see that the committee develops a common
view of its purposes and shared responsibility for leadership. The Chairperson
should play the role of a motivator.

Roles of the Chairperson:
 Facilitate the Exec/Council meetings.
 Organises meetings
 Encourages the full participation of all members
 Public representative of the Committee to the Community.
 Clear all documents that set out policy or have financial implications for the
Venture Group.
Ensures that all tasks undertaken by the Executive or individual members are
completed.

Secretary
A Secretary needs to be a practical person who will pay attention to detail and likes
to get things done. The Secretary will need to work closely with the Chairperson.

The Secretary has a number of responsibilities:
 Organising and following up meetings
Looking after the overall administration of the group
Maintaining a set of minutes which are accurate, copied and circulated to
members.

Treasurer
The Treasurer is in charge of the money. He or she reports the state of financial
affairs to the Exec.

The Treasurer is responsible for:
The proper handling of the finances of the group

 Collection of fees issuing receipts for every amount received, and paying
these and all other money to the relevant person
Maintain accurate accounts,
Keeping the committee regularly informed of the financial position - income,
expenditure.

A Guide to Running a Venture Scout Group                                                                         Youth Programme Toolbox



Programme Co-ordinator
It is the role of the Programme Co-ordinator not to organise programme but to
ensure the successful running of the programme. The overall goals for the year are
decided at the AGM, and it it is then the duty of the Exec through the programme
co-ordinator to make it achieve these goals.

Programme Co-Ordinator Responsibilities:
 Ensures  the running of a quality programme
 Organises and manages teams of Ventures to run the programme.
 Supports these teams, as needed
 Ensures the Programme meets the standards set by the group

Training Co-ordinator
The role of the training co-ordinator is to get all Ventures trained in numerous skills
(Scouting skills and life skills) to an agreed standard and to ensure that this
standard is kept.

Role of the Training Co-Ordinator:
 Organise appropriate training for the group
 Encourage the personal progression of each member
 Liaise with Programme Co-Ordiantor
 Co-Ordinate Service/Experience Internships/projrcts in other Programme
Sections/Scout Groups if required by any member.

Group Council Representative
They are responsible for representing the views of the Executive to the Group
Council. There representation should be based on the decisions of the
Exec/group. They will work closely with the Venture Scout Programme Scouter(s)
in representing the section at Group Council.

County Venture Scout Rep
This member represents the views of the group at the Scout County Venture
Scouting Committee. They should be involved in organising the Scout County
Venture Programme and work with the Scout Committee the represent the views
of youth members at County Management Meetings.

Other Possible Roles:
Service Project Co-Ordinator
The idea of service projects, be they local, national or international, is an estab-
lished part of the Venture Scout Programme. If the project warrants it, a person
may wish to head up the initiative.

Quartermaster
This person would be responsible for storing and maintaining the equipment, as
well as getting it ready for activities.
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Leading an Activity
Each activity, or series of activities, will have an activity leader who will lead
a team. This team will plan, do and review the activity. It is the duty of the
activity leader to ensure that an activity happens; even if they cannot attend
themselves. The Activity leader should work closely with the Porgramme
Co-Ordinator to ensure a successful activity is run.

Planning
An overall programme is planned at the beginning of each term. This
programme should be focused on achieving the goals set by the group and
is to be followed as closely as possible. The activity or event should have
specific objectives. The Programme of the activity/event to be handed to
Programme coordinator at least a week before Programme date.

Doing
The activity leader and her/his team is responsible for running the event.
After talking the talk, it’s time to do the do.

Reviewing
It is important to review and evaluate activities, as you need to see if you
achieved the objectives of the event and it helps you plan for future activi-
ties. Reviewing should be done by both the group and individuals.

The Activity Leader should write a log of the event with includes an evalua-
tion. Logs should be completed within 2 weeks  of the end of your pro-
gramme date (or if another date is approved by coordinator).
Logs should:
 Details and account of activity
 Activity Objectives
 Photos/ receipts/ maps/ leaflets/ things collected included
 Review/ what you would change?
Recommended length :
 1. Meeting (1/2 A4 pages)
 2. Activity (2/3 A4 pages)
 3. Weekend (3/4 A4 pages)

Programme
The Programme Cycle is the way in which we implement the Youth
Programme in each Scout Group. Throughout the Programme Cycle
Scouts will decide and organise their own programme experience,
working in small teams and supported by the Scouters. There are
three phases in a Programme Cycle:

• Planning
• Doing
• Reviewing
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Support Tools
There are several other things which you can out in place which will ensure the
successful running of your group.

Good Communications:  It is essential that the group has good communications.
The secretary should ensure that all members have each others mobile numbers
and email addresses. It would also be advisable to set up a text group so that the
Activity Leader or Exec Member can inform everyone about activities, or changes
to plans. Similarly, the group should have an email address which all documents,
activity sheets and logs can be sent to. On-line workspaces such as google
documents could also be used. As with all on-line activity, be sensible about the
information you make available.

Venue and Store: If your Scout Group has the facility to do so, a Venture Scout
room is a great way of giving a Venture Group its own space of which they can then
take ownership and do with it what they want, put up photos and store gear.
Painting and decorating the Venture room is a great first activity and its upkeep
extends responsibility to the Venture Scouts. If it isn’t kept clean, its purpose is
defeated completely.
If your Scout Group does not have the facility to allot a room to your new Venture
Group then they should have at the very least a large box in which to store
equipment and anything else that the Venture Group needs to store. All Venture
Groups should have a box like this to own. If your Group has a number of Venture
Crews each should have its own box.

Identity : Having a solid group identity can strengthen the Group a lot. A simple
symbolic framework which all members can identify with adds to the Group by
uniting the members and giving them a sense of ownership. Your symbolic frame-
work - eg: Brownsea Island, Vikings, Yanomamo Indians - can be reflected in your
meeting place, signs and any clothing you may produce for the group - such as
branded hoodies. It can also from a central part of the programme with ideas of
personal progression through the Group being tied to the theme.



Scouters - Adult Leadership

An essential part of Scouting is the dynamic between young people and
adults. The role of the Venture Scout Section Scouter is most difficult; the
Venture Scouter is a mentor that is supposed to guide the group, but let it
run itself. Adults help Venture Scouts to live worthwhile experiences that
contribute to their full development, walking with them rather than pushing
or pulling. He or she should make sure that the group has an organisational
structure and can identify the resources it needs. Put very simply the role
of the adult is to ensure that

 Activities are ethical and safe
 The members remain motivated and focused

‘He has got to put himself on the level of the
older brother, that is, to see things from the boy’s

point of view, and to lead and guide and  give
enthusiasm in the right direction.’

- Aids to Scoutmastership, Baden-Powell,

What qualities do you need to consider when looking for an
adult leader?
Young people want

 Challenging physical activities with their peers
 Recognition of their maturity & the opportunity to accept
responsibility

 The opportunity to socialise
 Independence
 To explore and experience their world
 To help their community
 A sense of belonging and identity

Young people need
 Consistent adults that understand them and their needs
 Character and ethical education far removed from the

classroom
 Positive & encouraging adult role models, male and female
 Leadership opportunities & experience
 Opportunities to develop their personal skills & to experi-

ence realistic challenge
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Scouting Ireland Youth Programme
www.scouts.ie/ventures
Scouting Ireland,
National Office,
Larch Hill,
Dublin 16,
"ire.

This resource was based on materials produced by the 55th
Cork, Carrigaline Venture Scout Group and would not have been
possible without their generous assistance. It was complied by
Venture Scout Team, Nov 2008, on behalf of Scouting Ireland’s
National Youth Programme Committee.


