
Welcome 4-H Leaders! 
 

Welcome to “Crafts of A Culture.” This project contains lots of information, 
fun facts, and activities to help your members learn. This project allows 
members to choose a culture/country they would like to study, via the crafts of 
the people. This project focuses on planning and improving goal setting skills. 
This guide provides you with project meeting plans (Skill Builders) that 
include a skills list, background information, activity suggestions, and ways to 
know if your members have learned the skills identified. In short, all the 
information and tools necessary to make this project a rewarding one for you 
and your members. 
 

The Leader Guide is written with the expectation that the project leader(s) 
will have a working knowledge about the chosen culture and it's crafts. If not, 
you may need to do some pre-work / research on the activities, or recruit 
assistance for certain sections. Be sure to try out activities, demonstrations or 
hands on work ahead of time to ensure you have an understanding of each Skill 
Builder - this also allows for any adjustments should an activity not work for 
you or if any equipment or supplies are unavailable.  

 

The 3D’s of Learning - Each Skill Builder has 
three sections of learning called “Dream it!”, “Do 
it!” and “Dig it!”. Below is a description of each. 
 

Dream it! Plan for Success - this gives 
members a chance to help plan their activities.  
A skills checklist, background information, 

important words, and activating questions are included in the Member Manual 
so they will be able to think about the topic and activity and decide how they 
will approach it. The Leader Guide contains in depth background 
information on the topics, material lists, suggestions, and time 
requirements for activities. Activating, acquiring, and applying questions 
are incorporated to engage members’ thinking through each step of the 
learning process. 
 

Do it! Hands on learning - this is where members are engaged in the 
activity planned / discussed in the Dream it! Section. Here members are 
doing the activities and leaders are observing, recording, and providing 
feedback on how well they are doing. Allow as much individual practice as 
required; you are assessing the progress and understanding of individual members. 
 

Dig it! What did you learn? - this simply means that members and leaders need to ‘dig into their 
learning’. For the learning cycle to be completed, both need to reflect on how things went and how 
well they did. For members, this involves self-assessment, giving feedback, creating meaning from their 
experiences, and thinking about what they would do differently next time. Once this is done, they will 
be in a good position to apply what they have learned to the next experience.  

 
The sequence of project meetings and specific skill building outcomes 

for members in this project are on the chart on the following page. 

4-H Crafts Series  

Crafts of A Culture 

 
Do It  

 
Dig It  
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Each section, Skill Builder (or Builder) in this project has activities that will help 
your project group learn to do by doing while learning new skills and having fun! 

What Skills Will The Member Learn? 

To complete this project, members must: 
• Complete the activities in each Builder OR a similar activity that focuses on the 

same skills as you and your members may plan other activities 
• Plan and complete the Showcase Challenge 
• Complete the Portfolio Page 
• Participate in your club’s Achievement (See the inside back cover for more  

information about 4-H Achievements). 

 Members will be able to... Activities Page 

Skill 
Builder 

1 
 

Nepal Recall 
 

• Review the elements of design 
• Review the principles of design 

• Malawi Memory 
• Qatar Colour 

6 
7 

Skill 
Builder 

2 
 

St. Kitts Pick  
 

• Select a culture 
• Choose which craft(s) to make 
• Set goals for the project 

• Your Place in the World 
• Crafty Choice 
• Lesotho Goal 

12 
12 
12 

Skill 
Builder 

3 

Japan Plan 
 

• Plan how to accomplish the selected goals 
• Indicate resources and a finish date 

• Polish Process 17 

Skill 
Builder 

4 
 

Vanuatu Do 
 

• Record your progress in achieving the goals 
• Keep track of time and costs 

• Mauritius Progress 
• East Timor Record 

20 
20 

Skill 
Builder 

5 
 

Mexico Go 
 

• Complete the project goals 
• Report what you learned about the culture 

• Finnish Finish 
• Guadeloupe Scoop 

24 
24 

When you successfully complete your builders, you will showcase what you have learned. 

Showcase  
&  

Portfolio  

• Explain success in using the skills listed 
above 

• Showcase Challenge 
• My Portfolio Page 

29 
31 

Skill 
Builder  

6 

Bangladesh Assess 
 

• Measure the success of the project  

• Bahrain Appraise 
• Celebrate Place! 

27 
27 

The Role of a Mentor 
 
Mentors are valuable people in our lives that support and encourage us and point us in the right 
direction. A mentor is a person that invests time, energy and knowledge into contributing to another 
person’s growth. Some of the important jobs that mentors take on are listening, role modeling, building 
self-confidence, providing challenges, and offering perspective.  
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4-H Project Series Skill Development Levels 
 
Each project topic series contains three levels of skill development: explore, discover, and master. 
 
Explore - each project series has one project outlining the fundamentals. All members will be 
expected to complete the Explore level project before moving into the Builder level of projects. It 
introduces the basic skills and terms needed by members for subsequent projects in that series.  
 
Discover - each project series has several project options and members are encouraged to take as 
many as they would like. At this level, members practice topic specific techniques and gain theme 
related skills through specialized builders. 
 
Master - multiple project options encourage members to specialize in a topic. They may branch out 
and take advantage of community options such as cooking for a canteen or participating in a food 
drive. The Leader’s role is look for opportunities for their members to have more authentic 
experiences by: working with other mentors, partnering with outside agencies, participating in 
exchanges, entering competitions, etc. Projects at this level may include the “Partner-a-Project” 
whereby pre-approved courses will allow members to advance their skills, while applying their 
learning to the 4-H program 

Showcase Challenge and My Portfolio Page 
 
At the end of the members’ section are the “Showcase Challenge” and “My 
Portfolio Page”. The Showcase Challenge page gets members to think about 
their accomplishments and explain or demonstrate how they were successful. 
There are a number of suggestions along with planning information to help them 
decide how they will best “showcase” their learning to friends, family, community 
members and/or fellow 4-H members. 

 

Record keeping is an important part of every 4-H project. “My Portfolio Page” is a graphic 
organizer used to keep track of members’ 4-H experiences. As each member learns skills, the evidence 
of learning (through participation and completion of the various activities) is recorded on the page. 
When the Portfolio Page has been completed and confirmed by the leader, then it becomes a record 
of the member’s completion of the project and participation in other 4-H activities beyond the project. 
 
4-H leader assessment of members will happen throughout the project as you assess the  
progress and understanding of individual members. You need to observe the members doing the skill 
and record what you see and hear. Your feedback should be positive and descriptive (not just “well 
done”). Share that feedback with members frequently so they can put your suggestions into action. 
How you choose to observe and record is up to you. Some methods are to create checklists, videos 
and notes while encouraging discussions, peer observations and questions. Recognize that members 
may improve over the course of a Builder and that records should be updated to reflect when they 
demonstrated their best learning. You are discussing how well members are meeting the skills 
checklists that are at the beginning of each of the project books, in each Builder and on the Portfolio 
Page. 
 
Projects promote technical, communication, meeting management, and leadership skills, as well as 
community involvement and real-world experiences. In addition to the specific skills members are to 
learn in each builder, the following general learning goals for members are important: Following 
instructions - Working with others - Using supplies safely - Using the key words - Improving with 
practice - Respecting timelines. 



4 

4-H LEADER TIPS FOR SUCCESS! 
 

♦ To complete, members must complete all the activities referred to on the 
“Project Completion Requirements” page OR alternate idea for an activity that 
would teach the same skill or an age appropriate variation. If activity substitutions 
are used, be sure to have the member make note in their manuals. 

 

♦ Depending on time available at each meeting, group size and abilities of group 
members, you may wish to break the Builders into more than one project meeting. 

 

♦ The internet has lots of interesting websites and educational activities. You may choose to use a 
search engine to explore the options available. We do not endorse any website or the safety or 
functionality of any products they may sell. Information/products will be used at your own 
discretion. 

 

♦ Safety is a number one priority. Care has been taken to create safe, age appropriate activities 
throughout this manual. As leaders, it is important for you to emphasize safety rules and manage 
or adapt activities in a manner that will safely match your members abilities. Ensure members 
have a good understanding of safe working and handling practices when using tools, that they 
use the appropriate safety equipment when necessary, and that appropriate supervision is 
provided. A quality experience needs to be a safe experience. 

 

♦ The multiple intelligences theory teaches us that people learn in at least 8 different ways. All 
individuals will be stronger in some ways of “intelligences” and weaker in others. It follows that 
the more ways we teach, the more members we will reach. Throughout this project, you will 
find a mix of writing, reading, hands-on work, artwork, self-evaluation, group discussion and 
performance. Teaching projects using a broad blend will help increase the learning potential of 
all members. 

 

♦ Projects are designed to teach many skills – such as how to make flour. However, the 4-H 
member is always more important than the subject matter. Stress cooperation in the activities 
where possible to develop teamwork and cooperation skills – valuable skills that will assist them 
in a number of settings. Ensure the work is completed in a manner that members feel good 
about themselves and their efforts. This can be done by assigning appropriate tasks or roles 
based on member’s individual abilities. Modelling and expecting supportive behaviour - that is, no 
“put-downs” – amongst members, or by other adults, also contributes to a positive experience. 
Remember, you are teaching the student not the subject.  

 

♦ There will be opportunity for experimentation and applying skills that members have learnt 
throughout this project. Experimenting can be frustrating, but learning through trial and error is 
an important life skill. Explain to members that it is alright to either go onto the next builder or 
do the builder again if they need the practice. Help the members work through their challenges 
until they are satisfied with the quality of their work. Creating inventive 4-H members will be 
very rewarding.  

 

♦ Celebrating success is an important but sometimes overlooked part of our lives. We encourage 
you to use the final section to empower the members by celebrating all they have learned in a 
fun manner. Anything that you do to add to the spirit of fun and the sense of accomplishment of 
each member will likely be remembered as the highlight of their 4-H year. 

 
 

Have fun and thanks for your belief in young people! 
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Skills Checklist 
 
• Review the elements of design 
• Review the principles of design 

Skill Builder 1: Nepal Recall 

Dream it! 
 
Background for Leaders 
 

The elements and principles of design are the building blocks used to create art. The elements of 
design are the tools that make up a painting, drawing, design etc. Good or bad - all paintings will 
contain most of if not all, the seven elements of design. The principles of design govern how the 
tools are used. If they are successfully applied, a good work of art should result. 
 
Resources 
 

http://www.johnlovett.com/test.htm or use a search engine with "elements and principles of design." 
The Explore and Discover levels of the Craft Series also contain the necessary information. 
 
Important Words 
 

Help members define the following words and listen for them using these words in their discussions. 
To increase the members’ understanding try providing a synonym members know or describe 
examples. The more personalized the examples the better. 
 

Age Considerations 
 

• 14 and up 
 
Thinking Ahead 
 

• What will you discuss with members? Gather observations and think of examples that will help 
support your discussion. 

 
Preparing for Success 
 

• Linking back to the Skills Checklist, help members identify how they will 
know they have been successful in learning from this builder. Discuss what 
success in these activities might look like, sound like, or feel like. 

 
 

Design 
Elements 

The use of colors, space, texture, and other components in an artistic representation. 

Design 
Principles 

The rules that govern the relationships of the elements used and organize the 
composition as a whole.  

Colour The quality of an object or substance with respect to light reflected by the object,  
usually determined visually by measurement of hue, saturation, and brightness of the 
reflected light.  
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Do it! 
 

Malawi Memory: Design Elements and Principles 
 

Time Required: 15 minutes 
 
Equipment/Supplies 
 

• Pencil 
• Optional: samples of art that demonstrate the elements and principles 
 
Instructions 
 

1. Have the members fill in the blanks with the correct design elements (line, shape, colour, 
texture, form and space). 

2. Have the members fill in the blanks with the correct design principles (balance, emphasis, 
movement, pattern, repetition, proportion, rhythm, variety, unity). 

 
Answers 
 
• FORMS are three dimensional shapes, expressing length, width and depth. Balls, cylinders, 

boxes and triangles are FORMS.  
• SPACE is the area between and around objects. It is sometimes refers to depth.  
• Light reflected off objects is called COLOUR. It is made up of hue, value and intensity. Hue is 

the  name of the COLOUR (red, blue, yellow, etc). Value is determined by how dark or light 
the COLOUR is. Intensity of COLOUR is determined by how bright or dull the colour is.  

• Surface quality that can be seen and felt is known as TEXTURE. These surfaces can be 
rough, smooth, hard, etc.   

• SHAPE is a closed line. It comes in many forms including geometric, organic or natural. It can 
be flat or express length and width.  

• LINE is a mark that is longer than it is wide. It can go in many different directions including 
horizontal, vertical, diagonal, straight or curved.  

 
• MOVEMENT is the path the eyes take to get to the focal area. It guides the viewers’ eye 

through the work of art. MOVEMENT can be directed along edges, shape and colour within 
the work.  

Activating Strategies 
 
• Have the members create a word web with what they know about design 

elements and principles. A possible answer might be: 
 

 

9 principles 

repetition 

pattern 

balance 

symmetrical asymmetrical radial 

6 elements line 

form space 

shape 

Helps make 
things look 

better 

Design 
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• EMPHASIS is the part of the design that catches the viewers' attention. Usually, 
EMPHASIS is used to direct and focus the viewers' attention to the most  

      important part of the design. EMPHASIS is also known as contrast.   

• PATTERN is the repeating of an object or symbol all over the artwork.  
• BALANCE refers to the feeling of equilibrium and can be symmetrical, 

asymmetrical radial. In symmetrical BALANCE, the elements on one side of the 
design are similar to the other side. In asymmetrical BALANCE, the sides are 
different but still look balanced. In radial BALANCE, the elements are arranged 
around a central point and may be similar.  

• PROPORTION is used to describe the relationship of certain elements to the whole and to 
each other. For example when drawing the human figure, PROPORTION refers to the size of 
the head compared to the rest of the body.  

• RHYTHM creates a mood by having  elements of design used repeatedly to create a feeling of 
movement. Variety is essential to keep RHYTHM exciting and active, and moving the eye of the 
viewer around the craft.   

• MOVEMENT works with pattern to make the artwork seem active. The MOVEMENT of 
elements of design creates unity within the artwork.  

• VARIETY is the use of several elements of design to hold the viewers' attention and to guide the 
eye through the craft. A craft that is made up of many different colours, values, lines, textures and 
shapes would be described as complex. Complex crafts increase visual interest. 

• UNITY is the feeling of harmony between all parts of the craft creating a sense of completeness. 
It could be accomplished by using repetition and gradual changes.  

 
 

Qatar Colour 
 

Time Required: 15 minutes 

 
Instructions: Have the members look at this website (they could do this activity before or after the 
meeting) or you could print off the pdf. 
 

http://www.utextension.utk.edu/4h/projects/AdditionalResources/Linedesign/ColorWheel.pdf  
 
Ask them to define the terms analogous, complementary, and 
monochromatic. You may wish to test them further by asking 
them to give examples of each. 
 
Answers: 
 

Analogous: colours next to each other on the colour wheel. For 
example, yellow & yellow-green. 
Complementary: colours opposite of each other on the colour 
wheel. For example, red & green. 
Monochromatic: one hue of different values and intensities. For 
example, dark purple to light purple.  
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Dig it!  
 

Discuss the following question with the members: 
How will you know if you have incorporated the elements and principles of design 
into your crafts?  

 
Which elements and principles of design can you find in this picture below? 

 
 
 
 
 
 
 
 
 
 

 
Have the members choose and name two elements and two principles to illustrate in the space in their 
manual. 

Leader’s Notes 

What’s next? 
 

Skill Builder 2 helps members choose where this project will take them. They will decide on the craft(s) 
and goals that will define their project. Before the next meeting, they may want to research some 
different cultures so that they can have it narrowed down to three possible choices. 

Elements: 
Shape, Space, and Line. 
 
Principles: 
Emphasis, Movement, Pattern, 
Repetition, Rhythm, Unity, ... 
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Skills Checklist 
 
• Select a culture 
• Choose which craft(s) to make 
• Set goals for the project 
 

Skill Builder 2: St. Kitts Pick 

Dream it! 
 
Background for Leaders 
 

There are 6912 living languages in our world today, over 200 countries, and there are many different 
crafts that represent each. Encourage the members to peruse a world map, or use the internet for a 
more in-depth search. There are fun facts and pictures throughout the members' manual and they 
may also serve as inspiration. 
 
Important Words 
 

Help members define the following words and look for members using this vocabulary in their 
discussions. Ask for sentences that "show you know." When members construct novel sentences 
they confirm their understanding of a new word. Have members use as many terms per sentence to 
show that connections are useful. Members can also create impromptu speeches using these terms. 

Age Considerations 
 

• 14 and up 
 
Thinking Ahead 
 

• What will you discuss with members? Gather observations and think of examples that will help 
support your discussion. 

 
Preparing for Success 
 

• Linking back to the Skills Checklist, help members identify how they will know they have 
been successful in learning from this builder. Discuss what success in these activities might 
look like, sound like, or feel like. 

 
Activating Strategies 
 

Have the members consider the following questions: 
1. What culture do I want to study? 
2. What craft(s) do I want to make? 
3. What craft skills do I have?  
4. Is there someone in my community who has skills they will share with me? 
5. Is there a library that I can use for resources?  
6. Is there a craft store that I can use as a resource?  
7. Do I have access to the internet?  

Decision The act of making up one's mind. 

Resources Material or immaterial items that help people learn. 

Skills The ability, coming from one's knowledge, practice, aptitude, etc., to do something well.  
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Do it! 
 

Your Place in the World 
 

Time Required: 20 minutes 
 

Equipment/Supplies: 
 

• A computer/internet 
• A library 

Instructions 
 
Encourage the members do a quick search to find out about their three possible cultures/countries 
that they would like this project to focus on. They should look up the main crafts from the culture 
that they would like to make and state a reason why they are interested. If there would be a mentor 
in the community that they will try and get to help them with the project, they should also list that. 
At the end of this activity, they should choose the culture that they want this project to be about.  

 

Crafty Choice 
 

Time Required: 10 minutes 
 
Instructions: 
 

Have the members name and describe each of the crafts that they will learn 
to make in this project. They can draw a picture or paste one in if they wish. 

 
Lesotho Goal 
 

Time Required: 15 minutes 
 

Instructions: 
 

Lead the members through creating their goal(s) for the project. Concrete project goals will help 
members progress through their work and help them measure success. The most effective goals are 
SMART - specific, measureable, achievable, realistic, and timely. A good example goal would be:  
 

"I will learn how to make 12 decorated pysanky by meeting monthly with my mentor,  a Ukrainian 
lady who lives in my community. I will complete 3 per month in order to receive a completion certificate 

at achievement. I will learn why pysanky are important in Ukrainian culture. " 
 

S - Specific: Goals should be straightforward and emphasize what you want to happen. This helps us 
to focus on what is going to happen, why it is important and how we are going to do it.  
 
M - Measurable: Establish concrete criteria for measuring your progress. This will help you stay on 
track and reach your goal. Choose a goal with measurable progress so you can see the change occur.  
 
A - Achievable: Do you have the attitude, ability, skills, time and financial capacity to reach the goal? 
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Dig it!  
 
Ask the members the following questions:  

How do you feel about your choices?  
Do you feel that you will be able to follow through with the choices you have made?  

 
They should also clearly state in the banners which culture and crafts they will cover over the next 
four Builders. 

 Specific Where — monthly meeting 
How — learn skills from a lady in the community  
When — monthly between now and achievement 
Why — to learn skills I have always wanted to learn 
Who— myself and my mentor, a Ukrainian teacher 

 Measurable I know I have accomplished my goal when I have 12 completed eggs  and 
have receive completion at achievement. 

 Achievable I have given myself time to learn how to do this and 4 months to complete 
12 eggs at 3 eggs per month.  

 Realistic I have always wanted to know how to decorate pysanky.  
 

 Timely My deadline is to be completed before our achievement date.  

R - Realistic: Are you willing and able to work toward this goal? Your goal is 
probably realistic if you truly believe that it can be accomplished.  
 
T - Timely: A goal should have a set time frame. Putting an end point on your 
goal gives you a clear target to work towards. If you don’t, the commitment is too 
vague and it tends not to happen.  

Encourage the members write a goal in pencil in their book. They can use the checklist to SMART 
test the goal. If it does not meet any of the five criteria, the goal should be edited until it passes. If 
members want to have multiple goals they can attach extra pages to their project book. 

What’s next? 
 

Skill Builder 3 helps members plan out their project in order to achieve all their goals. They will set 
deadlines and research resources to help them successfully complete the project.  

Leader’s Notes 
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Skill Builder 3: Japan Plan 
Skills Checklist 
 
• Plan how to accomplish the selected goals 
• Indicate resources and a finish date 
 

Dream it! 
 
Background for Leaders 
 

Planning is an important skills for members to develop. Planning not only improves productivity, but 
also reduces stress. Remaining task-oriented will help members make informed decisions. Planning 
helps eliminate bad habits (ex. procrastination) and removes the fear of failure, as one is more likely to 
succeed when there is a solid plan in place.  
 
Important Words 
 

Help members define the following words and look for members using this vocabulary in their 
discussions. Have members describe the words in terms of their experiences to solidify. 

Age Considerations 
 
• 14 and up 
 
Thinking Ahead 
 

What will you discuss with members? Gather observations and examples that will help you. 
 
Preparing for Success 
 

Linking back to the Skills Checklist, help members identify how they will know they have been 
successful in learning from this builder. Discuss what success might look like, sound like, or feel like. 
 
Activating Strategies 
 

Have the members go back to the last builder and review their goal(s). In this Builder, they will break 
up their goal into steps and set a completion date for each step. For each step, members will research 
supports and resources to help them be successful. If the members need more guidance, the following 
example may help. 

Time Frame A period of time during which something has taken or will take place. 

Description of Steps Possible Resources to Use Completion 
Date 

1 Learn the story behind  
pysanky.  

 
2 Find someone to teach 

me to make pysanky. 
 
3 Practice technique. 
 
4   Work on my pysanky. 

Look for web sites, check the local library for books. 
Learn about the different patterns used on the eggs.  
 
Talk to Mrs. Kolosky about teaching me to make 
pysanky. 
  

Practice using a stylus and creating designs on the eggs.  
 
Work on 3 eggs a month for January through April. 

October 15  
 
 
By 2nd meeting 
 
 
December 1 
 
By achievement  
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Do it! 
 

Polish Process 
 

Time Required: 30 minutes 
 
Instructions: Aid the members in breaking up their 
project goals into manageable steps, research 
resources, and set a timeline. 
 
 

 
 
 

Dig it!  
 
Have the members consider the following questions: 

• How do you feel about your plan?  
• Do you feel that you will be able to follow through on what you have said you will do?  
• Do you think you will be rushed? 

Leader’s Notes 

What’s next? 
 

Skill Builder 4 will help the members record their progress as they begin learning about their chosen 
culture and crafts. Hopefully your members have found mentors or appropriate sources to start on 
their craft. 
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Skill Builder 4: Vanuatu Do 

 

Dream it! 
 
Background for Leaders 
 

There are multiple ways to record progress while achieving goals. 1) A learning journal is like a 
diary that is written in after research or craft making and records challenges and successes. It is 
amazing what one can learn by taking a few moments to really think about the experience and 
reflecting those thoughts on paper. It is great to review at the end of the project and see what 
progress one made as well. 2) Use a calendar that logs time and expenses. People usually 
underestimate the amount of time and money that they have contributed. Sometimes people work at 
a craft in short amounts of time and then underestimate how long it took them to complete.  
3) Prepare a photo journal. Pictures are worth a thousand words so recording crafting experiences 
through photos is very effective. 4) Start a resource library where information pieces are collected 
that were used as references during the culture and craft searches. 
 
Important Words 
 

Help members define the following words and look for members using this vocabulary in their 
discussions. A few strategies you can use include; 
• Teach synonyms by providing a synonym members know. 
• Also, teach antonyms. Not all words have antonyms, but thinking about opposites requires the 

members to evaluate the critical attributes of the words in question. 
• Provide non-examples. Similar to using antonyms, providing non-examples requires students to 

evaluate a word's attributes. Invite students to explain why it is not an example. 
 
 
 
 
 

Age Considerations 
 

• 14 and up 
 
Thinking Ahead 
 

• What will you discuss with members? Gather observations and think of examples that will help 
support your discussion. 

 
Preparing for Success 
 

• Linking back to the Skills Checklist, help members identify how they will know they have been 
successful in learning from this builder. Discuss what success in these activities might look like, 
sound like, or feel like. 

 
Activating Strategies 
 

Discuss different strategies for recording progress. Four that are covered in this project are a learning 
journal, a calendar, a photo journal, and a resource library.  

Learning Journal A written account of an activity that can be looked back upon to discover 
what learning has taken place. 

Skills Checklist 
 
• Record your progress in achieving the goals 
• Keep track of time and costs 
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Do it! 
 

Mauritius Progress 
 

Time Required: 10 minutes 
 
Instructions: Have the members write a journal entry about one of their chosen 
crafts. It might be about the history of the craft or  describing their challenge in 
creating it.  

 

East Timor Record 
 

Time Required: 20 minutes 

 
Instructions: Members will keep track of their money spending by recording the date, the 
description of what they bought, and the amount of money spent. Make sure members remember 
to include everything that goes into their project (internet, gas, craft show fee, …). This chart 
should be used throughout the entire project, not just for this builder.  
 

 

Dig it!  
 
Ask the members to attach a picture of them learning about their culture or craft. They need to fill 
in the blanks about what is in the picture and what they want people who read the manual to 
notice. 

What’s next? 
 

Members will continue to work on their crafts and discover more about their chosen culture with  
their mentor. The next Builder will explore the calendar and resource library form of recording 
progress.  

Leader’s Notes 
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Skills Checklist 
 
• Complete the project goals 
• Report what you learned about the culture 

Skill Builder 5: Mexico Go 

Dream it! 
 
Background for Leaders 
 

Members will continue on with the creation of their crafts and recording of their learning in this 
builder. You will want to check in and ask for an update as to how they are progressing with their 
mentor. Make sure to check the goals and steps to assess for progress.  
 
Important Words 
 

Help members define the following words and listen for them using these words in their discussions. 
To increase the members’ understanding try providing a synonym members know or provide 
examples. The more personalized the examples the better. 

 
Age Considerations 
 

• 14 and up 
 
Thinking Ahead 
 

• What will you discuss with members? Gather observations and think of examples that will help 
support your discussion. 

 
Preparing for Success 
 

• Linking back to the Skills Checklist, help members identify how they will know they have been 
successful in learning from this builder. Discuss what success in these activities might look like, 
sound like, or feel like. 

 
Activating Strategies 
 

• Have the members fill out the calendar for one month with what they need to do to complete 
their project. The upper right square is for the numbers of the dates. There is also space at the 
top of the calendar to write the name of the month. Each entry should include the time working 
on the project (example 7 - 9 p.m.) and what will happen during that time.  

Resource Library  A collection of all the resources that one uses to aid in their learning.  
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Do it! 
 

Finnish Finish 
 

Time Required: 15 minutes 
 
Instructions: Assist the members in recording all the sources they have used to 
learn about their chosen country and culture. This includes paper, electronic, and 
human sources.  

 

Guadeloupe Scoop 
 

Time Required: 15 minutes 
 
Instructions: In this activity, members use the journaling style of record keeping to make note of 
what they have learned about their chose culture or country of origin.  
 

Dig it!  
 
It is time for the members to become the mentors and think about three key things they have 
learned that they would pass on to their mentee. There is space to record these in their manual. 

What’s next? 
 

The final Builder will help the members assess how their project went and what changes they should 
make for the next project they take. Members should finish their crafts before the next meeting.  

Leader’s Notes 
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Skills Checklist 
 
• Measure the success of the project  

 

Skill Builder 6: Bangladesh Assess 

Dream it! 
 
Background for Leaders 
 

Assessment plays a major role in how people learn, their motivation to learn, and how they are 
taught. Assessment is embedded in the learning process and plays a constant role in informing 
instruction, guiding progress, and checking for achievement. Evaluation, although used 
interchangeably, actually means giving a mark or a value at the end of a project. Assessment looks at 
the whole picture and can be used to make decisions that support further learning.  
 
Important Words 
 

Some examples of how to use the “important words” to increase the members understanding are: 
• Ask members to form a mental image of the new word. 
• Get members to use a dictionary and show them the range of information it provides. 
• Have members describe (rather than define) the new word in terms of their experiences. 

Age Considerations 
 

• 14 and up 
 
Thinking Ahead 
 

• What will you discuss with members? Gather observations and think of examples that will help 
support your discussion. 

 
Preparing for Success 
 

• Linking back to the Skills Checklist, help 
members identify how they will know they 
have been successful in learning from this 
builder. Discuss what success in these 
activities might look like, sound like, or feel 
like. 

 
Activating Strategies 
 

Help members through the thinking process as they consider the following questions: 
• Why is it important to reflect? 
• What new crafting skills did you learn? 
• What questions should you ask yourself? 
• What can you gain from reflection? 

Assess Assessment provides all with valid information and is used to improve 
learning. Assessment is ongoing and requires looking at all sources. 

Metacognition The awareness and understanding of one's thinking and cognitive processes.  

Akabeko - A 
Japanese bobble 
head red cow 
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Do it! 
 

Bahrain Appraise 
 

Time Required: 15 minutes 
 
Instructions: The members will answer the following questions in their manual. 
1. What was your original goal?  
2. Did you achieve your goal? 
3. Did your plan change? If yes, how did it change?  
4. What was the most successful part of your project? 
5.  What was the most challenging part of your project? 
6.  Project planning skills look great in a résumé/professional portfolio. What words would you use to 

describe how you put the plan together and illustrate the skills you learned?  

 

Celebrate Place 
 

Time Required: 30 minutes 
 
Instructions: 
 

Have the members create a plan to celebrate their learning. There is a place to record the plan in the 
manual. There is also room for members to attach two pictures that showcase their chosen culture 
and crafts. They may wish to include their mentor in one of the pictures.  
 

Dig it!  
 
Discuss these questions with the members: 

• After reflecting and evaluating your success, how do you think you did? 
• Are you happy with the craft article(s) you completed? Will it last? Was it worthwhile? 
• Were the elements and principles of design successfully integrated?  

 
Review the skills checklist with the member to make sure that all skills have been covered. 

What’s next? 
 

Congratulations on leading the members through six Builders and helping them master their chosen 
craft. The Showcase Challenge and Portfolio Page are the sections that the members still need to 
complete to finish this project.  

Leader’s Notes 
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Showcase Challenge 

Have members use their member manuals to help them in organizing what they 
have learned. The form of presentation can vary according to the wishes of the 
leaders and member’s ability. Information could be presented in many forms, some 
of which are: posters, pamphlets, written reports, speeches, computer 
presentations, displays, etc. Suggestions are listed on the Showcase Challenge page 
at the back of the member manual. The best results are almost always obtained 
when members are allowed to present their information in the style of their 
choice. 
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Portfolio Page 
Once members have completed all the Builders, they will have a lot of information recorded in their 
manuals. These are products of their learning. As a final project activity, members and leaders will 
pull together all this learning in completing the portfolio page in the Member Manual. There is a 
skills chart that lists the skills members are expected to complete by the end of the project. Leaders 
must indicate how they know the member was successful at a particular skill. Leaders will find 
evidence if they think about what they have observed members doing, what discussions they have 
had with members, and what members have produced. If leaders think that members need to go 
back and improve on any skill, this chart helps them clarify what needs to be done.  

In the Member Manual 
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4-H Achievement 
 

4-H Achievement is… a 4-H club celebration when 
members have completed their projects. Achievements 
are planned by the club to give recognition to members 
and leaders for their accomplishments in their 4- H 
projects and club activities.   
 

A 4- H Achievement can take many different formats: from choosing a theme, to 
member project displays, to members using their new skills for the event  
(entertainment, food, decorating, photographer, etc.), to members presenting their 
project to the whole group, the options are endless and open to the creativity of 
the members and leaders in each club!  
 
Clubs may also plan their Achievement to promote 4-H to the community or to recognize 
sponsors and others who have helped the club. 
 
Members and leaders - be sure to check your project books for the project completion 
requirements, so you will be ready for your club’s Achievement celebration! 

For more information about 4-H and the many  
4-H opportunities available please visit 

 
http://www.gov.mb.ca/agriculture/4-h/ 

If you have any questions, comments or suggestions  
for this or other 4-H projects contact: 

 
Manitoba 4-H Projects 

Manitoba Agriculture Food and Rural Initiatives 
1129 Queens Avenue 

Brandon, MB R7A 1L9 
 

Email: 4h@gov.mb.ca    
 

Phone: 204-726-6613 
Fax: 204-726-6260 

 
 
 

This manual is for educational use only and is not intended as professional advice. 



4-H Motto 
 

“Learn To Do by Doing” 
 
4-H Pledge 
 

I pledge, 
My HEAD to clearer thinking, 
My HEART to greater loyalty, 
My HANDS to greater service, 
My HEALTH to better living, 
For my club, my community, and my country. 

What is 4-H? 
 

4-H is an international youth organization involving more than 7 
million members in 80 countries around the world. 
 
In Canada, 4-H began in 1913 in Roland, Manitoba as a community-
based organization dedicated to growth and development of rural 
youth. Today’s 4-H program reaches both farm and non-farm youth 
across Canada. The motto of “Learn to Do by Doing” is embodied in 
the program, as 4-H focuses on skill development as well as personal 
development of life skills such as communications, leadership and 
citizenship. 

Manitoba 4-H project material is developed by 
 

Manitoba Agriculture, Food and Rural Initiatives (MAFRI) 

4-H Quality Equation Principles 
 

Quality People 
• Promote responsibility, respect, trust, honesty, fairness, 

sportsmanship, citizenship, teamwork and caring. 
Quality Experiences 

• Provide members with personal development and skill 
development experiences. 

Quality Projects 
• Promote and value quality effort. 
• Promote high quality, safe food production within industry standards. 


