
4 Hour Session or 3 1.5 Hour Sessions
Explore everything that is the Canadian Path. Giving you the confidence to run great weekly 
meetings, camps and beyond. Discover the routines that engage you and your youth to 
build great programming
Scouting Essentials aims to help Scouters in their Program Delivery and Section Scouter 
role by using the Scouting Method to introduce to key concepts of the Canadian Path to 
bridge theory and practice.

*Take a break between sessions

Session 1

Session 2

Session 3



Plan:
Agenda

Supplies

Do:
Gathering Game: 



Welcome and Ice Breaker (10 minutes)



Section Opening (5 minutes) Videos and then practice
Beaver/Colony Opening

Review Promise, Law & Motto using the alternative promise.

Colony Promise, Motto and Law

Pack Promise, Motto and Law

Troop Promise, Motto and Law

Weekly Meeting Structure (15 minutes)

Games:

Communication: 

Problem-Solving: 

Trust Building:



Conflict Resolution: 

Leadership Development: 

Goal Alignment: 

Bonding and Camaraderie: 

Feedback and Reflection: 

Stress Relief and Morale Boosting: 

Activity:

Section Codes of Conduct (15 minutes)

.



 

 

 

 

 

Activity: 
In Patrols, Scouters will brainstorm and create a sample Code of Conduct. Provide poster paper and markers.
How can you take the COCs created in Patrols and turn them into a Section one?  
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Resources (15 minutes) 

Activities: 

Scouter Development Map 



Communication Tool (15 mins)

Review:
Review (10 minutes)

Section Closing (5 minutes)
Do a Section closing can be found in the Scouter Manual on page 128

Plan:
Agenda



Supplies

Do:
Welcome & Icebreaker (10 minutes)

Section Opening (5 minutes)
Do a Section opening can be found in the Scouter Manual on page 127
Review Promise, Law & Motto highlighting that we have 2 promises to choose from

Patrols / Small Teams (15 minutes)

Activity:



Activity:

Game Storming (15 minutes)
Game storming is a great way to introduce youth-led planning in a fun and age-appropriate way. 
Most of these activities still work with pre-reading youth. Discover some key tricks, activities and 
tips to bring fresh and creative adventures from your youth. As Scouters, supporting this 
development in youth is a game changer, explore how we Plan-Do-Review an Adventurous Youth 
led program. fun, pretty simple and what Scouting is all about!
Embracing the Chaos

Reprogramming Youth with Sincerity



Think Patrol

Activities:

BIG Picture
With banner paper, have the kids draw some of their ideas. Some ideas will grow to great 
adventures. Others may be great stand-alone activities.

Fill in the Picture
Example, if we are skating, draw the rink. Have Beavers contribute what they would like to do in 
the rink. Or if it were a hike, have the Beavers draw stick people and contribute what activities
we can do within the space.

Tell A Story
Using an idea for an adventure the Beavers would like to do. Use Plan-Do-Review to help build 
it. Scouter becomes the narrator for this tale and has the Beavers fill in the blanks on how the 
adventure will work. Ask them open-ended questions about where we are going, what we should 
bring, what to wear. Fun prop to add - a tickle trunk of costumes and adventure gear. Or have the 
youth act out their idea.

Adventures in a Comic Book
Have youth create a comic of their ultimate camp, adventure, or event. Youth can individually 
create a three- or four- panel comic strip (Scouters can provide a template), or a Patrol could 
work together on a whole comic book.
**This is also a great review activity. Have them do it after a camp or adventure, highlighting 
their favourite moments or activities.



Mind Mapping
This is an easy way to gather ideas around one adventure or an entire cycle of adventures but will 
require more Scouter support with youth who are emerging readers and writers. Using a 
whiteboard, poster board, or computer program, start with a theme and then create branches off 
the main theme as ideas expand.

Tip: YouTube has many videos that demonstrate mind mapping.

High Flying Ideas/Snowball Fight
Each youth receives a piece of paper. They draw part of an adventure or activity they would like 
to do. (Older youth may choose to write words instead, but it is often more fun for people of 
ALL ages to use pictures!). Fold your picture into a paper airplane. When everyone is ready, toss 
the airplanes to each other. Grab a new airplane, unfold it, and then add something to the 
adventure that had already started. Repeat this for two or three rounds and then share the 
adventures with each other and see if there are any common themes.

If folding airplanes is too advanced for your youth, simply crumple up the paper into a ball and 
have a snowball fight instead!

Saga Adventures (15 minutes)

Start with YES! 

Examples of Saga Adventures:
Pirates

Movie Maker

Remember



Activity:

Review:
Review (10 minutes)

Section Closing (5 minutes)
Do a section closing can be found in the Scouter Manual on page 128



Plan:
Agenda

Supplies

Do:
Welcome & Icebreaker (10 minutes)

Section Opening (5 minutes)
Do a Section opening can be found in the Scouter Manual on page 127
Review Promise, Law & Motto highlighting that we have 2 promises to choose from

Section Leadership Teams/Councils (15 minutes)



Activity:

Planning Your Year (15 minutes)

Scouter Tip:



Activity:

Balancing Your Program (15 minutes)



Scouter Tip:



Activity:

Review:

Review (try to leave extra time for review compared to previous sessions)



Section Closing (5 minutes)


