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About Washington Student Leadership

The Association of Washington School Principals (AWSP) sponsored its first student leadership conference in 1956. Since that time, AWSP has continued to grow and adapt its student leadership programs to meet the changing needs of both students and schools. Washington Student Leadership is recognized by the National Association of Secondary School Principals and the National Association of Student Councils as a model of excellence for its outstanding dedication to the development of successful student leaders.

Students and schools can access leadership training through a variety of means, including summer camps, regional workshops, curriculum materials and conferences. AWSP’s student leadership programs serve more than 10,000 students, coaches and advisers annually. 

Of all of its programs, the most popular are AWSP’s summer leadership camps, which include six high school camps and four middle level camps held at the Cispus Learning Center in Randle and the Chewelah Peak Learning Center in Chewelah as well as three cheerleadership camps held at Central Washington University in Ellensburg. Additionally, Washington Student Ledership serves Latino student leaders through La Cima Bilingual Leadership Camp and deaf and hard of hearing youth through the Deaf Teen Leadership Camp.
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Each of AWSP’s student camps and workshops utilize best practices and materials from the Washington Association of Student Councils (WASC). WASC is a student-led organization that promotes and provides leadership development opportunities to prepare and empower students to serve their schools and communities. Membership in WASC is open to students in all Washington state middle and high schools. WASC is governed by a board comprised of student representatives from local associations of student councils in the state. Two students from the WASC Board also serve as liaisons to the Washington State Board of Education.

Director



Susan Fortin susanf@awsp.org
Support Staff



Karen Johnson karenj@awsp.org




Ashlie Gates ashlieg@awsp.org
Curriculum and Communication
Joe Fenbert joef@awsp.org
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Icebreakers and Energizers
When selecting icebreakers and energizers, ask yourself the following questions:


What are my goals?


How large is my group?


What is my facility?


What supplies will be needed?


Is the level of activity and risk appropriate for the group?

1.   BACK TO BACK

Pair off and designate one person as “A” and the other as “B.”  Have all the “A”s form a circle, facing out.  The “B”s should find their partners and shake hands with them, forming another circle on the outside.  When the leader says “Kumquat,” the two circles start silently rotating in opposite directions.  The leader will then call out two body parts, such as “Knees to Toes.”  The partners need to find each other and “A”s knees need to touch “B”s toes.  After playing this for a few rounds (calling out different body parts each time), it becomes an elimination game, with the last pair to find each other and connect being eliminated.

2.   TWO TRUTHS AND A LIE

Each person thinks of three statements about themselves, two true and one not true.  Each person shares the statements and the group votes on the one statement they believe to be the lie.  The lie is revealed and the person can then give more information on their true statements if they choose.

3.   A FRIEND OF A FRIEND OF A...
A. Form group into pairs...ask the pair to introduce themselves and share their favorite food. 

B. Form a new pair...ask the pair to introduce themselves, share their favorite Disney character AND point out their "first" friends by naming them and identifying their favorite food. 

C. Form a new pair...ask the pair to introduce themselves and share a goal they have for the year AND point out their "second" friends by naming them and identifying their favorite Disney character AND point out their "first" friends by naming them and identifying their favorite food.

D. Continue the activity...It helps participants get in the flow of the activity by saying the lines "I have a friend whose name is ________ and whose  _______ is __________ and I have another friend whose....
4.   GRAB BAG

Prior to the session, the leader collects an assortment of items in a bag, such as a straw, rubber band, paper clip, piece of string, glue, tape, etc.  (You need at least the same number of items as the number of people in the group)  Group members blindly reach into the bag and take an item.   Each person then takes a turn to explain how the item they have reflects their personality or something about them.  Variation:  Group members explain how the item reflects a quality of leadership they possess.

5.   METAPHOR MIXER
Explain the concept of a metaphor to the group (one noun is used to describe another unlike noun, i.e. Love is a razor; Hope is a drifting feather.)   Point to three or four areas (depends on size of group) that will each represent a metaphor.  State metaphors, then have the participants move to the area that best represents them. A key phrase: "Move to the area that is like you the most, not to the area you "like" the most."  Once people get to their metaphor area, have them share with each other the reasons why the metaphor best represents them.  For the 15-minute version, after the share session, have each area prepare a group answer that explains their choice.  Take turns presenting each group answer. 

Possible Metaphors:

 • Paper— news; sand; recycled; notebook

• Boats—speed; tug; toy; sail

 • Cities—Paris; New York; Hollywood; Omaha 
• Chairs —rocking; beanbag; lawn; antique 

 • Automobiles—van; stock car; jeep; model-T 

• Trees—pine; apple; weeping willow; redwood
   3
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6.   KNOW YOUR NEIGHBOR
Team sits in a circle with one less chair than there are members.  The leader stands in the middle of the circle, points to someone who is seated and says, "Do you know your neighbor?"  The person pointed to must say the first names of the people sitting to the right or left before the person in the middle counts to three.  If they cannot, they trade places with the person in the middle.  If they are successful, the person in the middle rearranges the seating by saying: "I'd like to meet my neighbors who... came to camp…has a pet cat…likes to hike…was born in another state…is wearing blue…listens to NPR…plays a sport…All members to whom the description applies must find a new seat at least two people away from their current seat.  During this time, the person in the middle finds a new seat. 

7.   Look Up, Look Down
Ask the group to stand in a circle. On "look down," everyone looks down. On "look up," everyone looks up and looks directly at someone else in the circle. If two people are looking at each other, they both scream and cover one eye.  When a participant has both eyes covered, they sit down.  Play until one person remains standing or two people put each other out.

8. GROUP JUGGLE

Form a pattern where all members receive a ball or stuffed animal once as it is tossed around a circle.  Once the group has memorized the pattern, continue to add more objects into the pattern.  Ask the group to set a goal of how many objects they think they can “juggle” without any object hitting the ground.  

9.   Life Line
Divide into groups of two and make sure that each person has a paper and pencil.  Participants create a "Life Line in Progress" for their partner.  The line starts with the partner's birth date and continues through today's date.  Along this timeline, students record memorable events in their partner's life.  Positive events are recorded above the line and less-than-positive events are recorded below the line.  Students take turns introducing their partner to the group by selecting a few highlights from the "Life Line" to share.

10. Snowball Fight
On a piece of paper, each member of the group writes down a question they would like the other members of the group to answer.  After writing down the question, people crumple up their paper into a ball.  On the command of “snowball fight” group members start tossing the papers at each other.  On the “Stop” command, people pick up the snowballs closest to them and answer the question on their snowball.  

11. QUESTION CAROUSEL

Form group into two circles, one inside the other, facing each other.  One person is designated to be the leader (starting with an adult leader then progressing to a student leader).  The leader, either as part of the circle or outside it, asks one of the circles to rotate a few places to the right or left, giving each person a new partner.  Both partners will answer the question given by the leader.  Rotate again and ask a new question. 

Sample questions:
What’s your favorite toothpaste?


Describe your family.


What’s your favorite food? 


What is something you value?

Where is your favorite place in the world? 

Describe yourself with five words.


What is something you are proud of?

Describe your family activity.
12. Name Toss With Ball

One member tosses a ball to another member in the group and states the name of that person as they throw.  After all in the group are fairly sure of names, add an extra twist by having the tosser state the name of the person who the receiver must toss to.
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Strategies for Generating Ideas
Brainstorming

Brainstorming is a method of generating ideas from as many people as possible in a short period of time. Remember these simple rules:

· Set a Time Limit:  It’s best to have a quick, intense session. The goal is to generate as many ideas as possible.

· Encourage Creativity:  Sometimes the strangest ideas become the best solutions. 

· Avoid Put-Downs:  Nobody likes to see his or her idea shot down before it has a chance to be developed.  Support all ideas that are related to the topic.
Tips for Success

· Warm up for brainstorming by practicing first. What are the uses for a spoon? How many uses can you generate in 60 seconds? Practice a second time with another common object.

· When brainstorming in a group, you may want to appoint more than one recorder. By alternating the ideas between three writers, they can keep up with the flow of suggestions from the group.

1-3-6ing

Brainstorming works well to generate lots of ideas quickly. One drawback is that sometimes ideas are heard only from the loudest, most vocal members of the group. For a broader representation of ideas from all members try the technique, 1-3-6ing.

Step 1
ONE

On your own


This is individual brainstorming.  All participants write down their ideas on the topic.  Be as creative and crazy as you can.  At this point, don't worry about the "workability" of each idea.

Step 2
THREE

With two others near you


Combine your lists.  Do not eliminate any ideas.

Step 3
SIX

Join with another group of three


Share your lists.  Prioritize by selecting the top five to ten ideas from your combined lists.  Put these top ideas on butcher paper.  Post your list.

Step 4
IDEA SHARING

Share lists with the other groups


A reporter shares the list of ideas with the entire group.  Ideas are clarified if necessary.  Duplicate ideas are eliminated.

Step 5
VALUE VOTING

Members vote for their favorite ideas


Adhesive dots or gummed stars work well for voting.  Three to five votes per person allow them to weigh their choices.

Step 6
TAKE ACTION

Make the project happen!


Rank order the results of the group vote.  Select committees and begin project planning.
                                                                5


Communication techniques
Talking Stick

An item (like a stick, book, or eraser) is passed from person to person.  You may only speak in the group when you have the item.  The talking stick holder may decide who talks next.  

Everybody Says

Just like its name, everyone has a chance to say what they think about a specific topic or idea.  All the other members of the group must listen as each person shares their opinion or a fact.  This works well when trying to reach a group consensus.

The Pros and Cons 

Many topics have just two sides or opinions.  If you are PRO, you want the idea to be acted upon.  The CON’s are against the idea.  Each side of the topic gets a specific amount of time (from 30 seconds for simple issues up to 2 minutes for complex issues) to speak on the issue.  Make sure that if you are the speaker, you state specific facts and reasons for your opinion. Speakers PRO & CON take turns.

Controlled by Chair 

Parliamentary Procedure uses the idea of the discussion being facilitated by one person.  Pick a person to "chair" the meeting.  Participants may talk only after being recognized by the chair.  This is a good way to keep a group focused and on task.


LISTENING: The SOFTEN Model
A good leader is a good listener.  They listen to all different groups of people in hopes of having a better understanding of issues, concerns, and ideas.  Use the SOFTEN model to improve your listening skills.


S
SMILE or SERIOUS whichever is most appropriate.


O
OPEN POSTURE facing the person who is talking.


F
FORWARD LEAN slightly toward the speaker.


T
TIME should be allowed for the speaker to talk without interruption.


E
EYE CONTACT should be made without staring.


N
NOD occasionally to show acknowledgement.
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Decision Making Strategies
FIST TO FIVE ... A quick technique used to assess the feelings of the group

STRATEGY:  State the topic under discussion and then on the count of 3, group members raise their hand to show their decision as follows:


Fist:
"No way, I'll fight the idea."


1 finger:
"I don't like the idea."


2 fingers:
"I'm neutral."


3 fingers:
"The idea is OK."


4 fingers:
"I really like the idea."


5 fingers:
"I'm wildly enthusiastic about the idea and will promote it."


After the show of hands, ask those who showed a fist or one finger to explain why they would block the idea.

ADVANTAGES:  No equipment or special materials needed. Easily observable. Several degrees of choice.  Identifies items that can be resolved quickly or need further discussion.

DISADVANTAGES:  Limited to one item of choice. Others may influence group members. Lack of private vote.

MAJORITY VOTING...A democratic approach to seeking a solution

STRATEGY:  Vote is taken by paper ballot, raising of hands, standing, voice vote (greater volume), or by machine.  One vote is granted per member.

ADVANTAGES:  Commonly accepted. It can take place in any situation. It takes little time.

DISADVANTAGES:  Tends to divide groups. It can create definite "winners" and "losers" and may alienate "losers." Those who lost the vote may not support the decision. If the vote is close, a recount is often necessary.

VALUE VOTING...Allows all participants to vote on many ideas

STRATEGY:  Each person has a designated number of votes (3-5), to be cast as s/he chooses. Often used as the final decision-making step in 1-3-6ing.

ADVANTAGES:  High degree of ownership. Allows for more than one choice. Highlights other positive ideas for future reference.

DISADVANTAGES: Time consuming. Requires voting materials (butcher paper, adhesive dots or stars).

CONSENSUS...Provides for total group support of the decision

STRATEGY:  The group discusses the issue to reach a decision which all can accept, one which is best for the group rather than best for the individual. Compromise may be needed, but in true consensus voting is not used. If it is impossible to reach a decision by consensus, you should have an alternative decision-making strategy ready.

ADVANTAGES:  High degree of group satisfaction and commitment to the decision.

DISADVANTAGES:  Time consuming. Requires effort from everyone.

CHANCE STRATEGIES...For low-level decisions between two alternatives that are equally appealing to the group

STRATEGY:  Rolling dice, cutting a deck of cards, flipping a coin, etc.

ADVANTAGES:  Quick and easy. Fun. Equal opportunity for either side to win.

DISADVANTAGES:  May seem silly. May not be taken seriously. Not for decisions that need careful consideration and input from members.
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PROJECT PLANNING TOOLS

The 11 W's of Project Planning

1.
WHAT are you planning to do?

2.
WHY do you want to do this project?

3.
WHEN & WHERE will the activity take place?

4.
WHO will benefit from the project?

5.
WHAT staff member(s) will need to approve?

6. 
WHAT funds are needed?  

7.
WHEN will the basic planning be done?

8.
WHAT committees are necessary?

9.
WHAT kind of publicity is needed?

10. 
WHO deserves a special thank-you?

11. WAS the project worthwhile?

DUTY BOARDS

Create a duty board using tag board and markers. Identify the items to be done for the project and write each item on a Post-It note. On each note also include the name of the person responsible and the date for completion, if appropriate. Move the Post-It notes across the board as the project progresses. This is an effective and visual project management strategy. Use this tool in conjunction with Planning Boards.

[image: image5.png]



8


Evaluation
EVALUATION and ETHICS

Consider this "Ethics Check" as you evaluate your leadership decisions and actions.

    1.  Is it legal?
Will I be violating either civil or criminal law, an established policy or the trust of the group?

    2.  Is it balanced?

Is it fair to all concerned in the short-term as well as the long-term?


Does it promote win-win relationships?

    3.  How will it make me feel about myself?

Will it make me proud?


Would I feel good if my decision were published in the newspaper?

           
Would I feel good if my family knew about it?

Evaluation AFTER an Event

Evaluation helps you get better. There are two things to consider: 1) the process and, 2) the product.  The process is how the group worked together during the planning phase of a project.  The product is the actual event or project.

Directions


a) Everyone involved in the project should be involved in the evaluation.


b) On a whiteboard, overhead or butcher paper list the following:
 
Hits: 
things that went well with the product or process 
Misses: things you would change with the product or process

Wishes: things you will do differently next time with the product or process

Hits



Misses


Wishes
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Public Speaking
Actions for great speaking…
1.
Breathe


The first thing all people do in tense situations is to stop breathing regularly.  If you stop and consciously breathe regularly, your body reads this as a signal that everything is okay. It starts to lessen all of the physical defense measures that can cause us problems.

2.
Stand correctly


When speaking, you should always bend your knees slightly.  When you lock your knees, it cuts off your blood supply and you could faint.  Keep your feet flat on the ground.  Pretend you are walking on ice where extra movement means you might fall.  We tend to sway when we are nervous.  Just keeping that in mind usually solves the problem.

3.
Speak very slowly


We all tend to speed up when we are in front of groups.  If you really slow down, your speaking speed and voice will come out as normal.

4.
Keep your elbows at your sides and use calm gestures


If you try to imagine your elbows glued to your sides, then your hands will stay relatively calm as you gesture (so your audience isn’t distracted).

5.
Mount your notes


If you must hold notes or materials, mount them on something heavy like tag board or in a binder.  This heavier material will keep your hands—and your notes—from shaking.

6.
Warm up


• Reach for the ceiling for a count of eight.  Do it twice if possible.


• Repeat the four consonants quickly: ba, ta, la, ga.


• Try a tongue twister.


• Inhale, hold the breath, and then exhale for counts of 8, 10, and 12.

7.
Practice!  Practice!  Practice!

As a rule, practice your complete presentation at least three times before going in front of a group.  Those speakers who seem the most natural and at ease are usually the ones who have practiced the most!

Microphone tips…


• Hold the microphone so its end points in the direction you want the words to go.


• Hold the microphone close to your mouth and speak straight into it.


• Speak slightly louder than normal.


• Speak slowly and distinctly.  Microphones can blur your words.


• Keep a hand over the microphone when not speaking to the audience.
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                              HUMOR AWARENESS
When telling a joke, consider two things: your audience and your comic ability. If your comic sophistication is that of a social satirist–utilizing humor for edification–you probably can joke about topics at the top of the triangle and not offend. You might even be able to change a person’s attitude by showing them the irony of a point of view.  Most of us fall well short of being a professional humorist; so sticking to jokes in the “green light” area of the triangle is the best bet. When attempting jokes for a diverse school audience, staying in the lower part of the triangle is especially important because of the broad nature of a school population. All ages, ethnic groups, races, religious affiliations, and personal attributes are represented. It is impossible to truly “know” this group of people like you would your family members. A school audience expects to be informed or entertained, but not offended. In the middle of the triangle are topics in the “yellow light” area. It is possible with some thought at the comic level to present a joke to a target audience​–a small, specific group of people with a common interest or bond–without offending.
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Pre-Performance Humor Checklist

· Identify the actual or symbolic targets ("the butts") of your jokes. Are these truly things to laugh at in your setting?

· What are the ratings of your jokes? (G--PG--PG-13--R--X)  

· Is the rating appropriate for the setting and audience?

· Review your skits (characters, props, dialogue) to make sure they do not perpetuate hurtful stereotypes regarding race, ethnicity, gender, age religion, sexual orientation, disability, socio-economic condition, etc.?
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Sensitivity to Others Continuum
The greatest sin of our time is not the few who have destroyed,

 but the vast majority who have sat idly by.

Nothing in all the world is more dangerous than sincere ignorance and conscientious stupidity.

Martin Luther King, Jr.


The Sensitivity to Others Continuum highlights the idea that as people 1) we need to heighten our awareness of what is hurting people (our sincere ignorance), and 2) we need to speak up when we know something is wrong (stop conscientious stupidity).  It is a difficult challenge.  Often it is easier to say nothing and do nothing rather than say, “Stop!”  It is sometimes difficult to face the reality and admit we have been insensitive.  The goal is to always strive towards sensitivity.

	REACHING OUT
	You go out of your comfort zone to help others, stop wrongs, get involved and do the right thing. 
· Accepting and APPRECIATING differences.

· Taking the time and really LISTENING.

· Verbally ENCOURAGING others.

· BECOMING  “Others-centered” rather than “me-centered.”

· Using your eyes and heart for SEEING people in need. 

· Being APPROACHABLE because you are trustworthy and honorable.


	COMMUNICATING
DISAPPROVAL
	You show disapproval by using words or physically removing yourself from a situation.
“If you plan on teasing him in class today, I’m not going to sit by you.”


	SILENT 
DISAPPROVAL
	You don’t agree with what is happening, but you feel powerless to do anything, or lack the courage.
“I didn’t do anything, I just watched.”


	SURVIVAL
	You are unable to do anything to help others because you are just trying to get through the day.  You are not feeling emotionally or physically safe.


	APATHY
	You are aware, but unconcerned or indifferent.  You don’t care enough about the situation to give it any of your attention.


	ACTIVE
APPROVAL
	You are the offender: bullying, tormenting, tearing down and encouraging others to be insensitive.
  


12

Stages of Group Development
“Within a group of 12 people, there are at least 144 possible combinations of relationships…When one person changes, each of the 144-plus relationships is affected.”

                                                                  Harrison Snow, The Power of Teambuilding

As a group works together, it usually goes through predictable stages. Understanding this and having strategies to deal with the results are factors in the success of a group.
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HOW TO AVOID OR RESOLVE CONFLICTS

CONFLICT AVOIDANCE


1.
Set aside personal differences and conflicts.


2.
Keep the group goal(s) uppermost in mind.


3.
Put yourself in the other's position and think of three good reasons for that point of view.


4.
Make everything you say or do positive.


5.
It is OK to disagree with ideas but not with people.

CONFLICT RESOLUTION


1.
Identify and state the problem/conflict.


2.
Express your concern/feelings with "I" statements, not "you" statements.


3.
Listen to understand--never interrupt.


4.
Check that you understand by briefly repeating what you heard in your own words.


5.
It is OK to laugh with each other, not at each other.


6.
Final resolution is achieved when:



a.  apologies are exchanged, and/or



b.  reconciliation occurs, and/or



c.  everyone reaches a solution they can "live with," and



d.  the solution allows for the group to proceed (carry on).

CREATIVE CONFLICT RESOLUTION

A Process for Seeing the Other Side

1.
STUDY YOUR POSITION


Discuss and plan with your partner what you wish to say and how you will present it. Present your position in a way that will ensure the opposing side will learn and understand the information.

2.
PRESENT YOUR POSITION


Present as a pair.  Be forceful and persuasive. Listen carefully and learn the opposing position. Take notes and ask for clarification on anything that is unclear.

3.
DISCUSS THE ISSUE


Argue forcefully and persuasively, presenting as many facts as you can to support your position. Listen critically to the opposing position and ask for facts that will support their point of view. Make sure you understand the facts that support both points of view.

4.
REVERSE POSITIONS


As a pair, present the opposing point of view, as if you were they. Add any new facts, if you know them. Be as sincere and forceful as you can.

14



Group roles
People in groups take on many different roles.  As leaders, be aware of these roles and how they can affect the group process.

Productive Roles

Task Initiator - Helps keep the group members on task and making progress.

Summarizer - Summarizes, restates and pulls together information.

Encourager - Encourages and accepts group members; is responsive to others.

Opinion Seeker - Asks others' opinions; seeks both information and feelings.
Harmonizer – Resolves conflicts between group members.


Non-Productive Roles

Blocker - Interferes with group progress. Takes negative positions, argues unduly, and is pessimistic.

Dominator - Tries to lead the group; monopolizes.

Withdrawer - Is indifferent or aloof: daydreams, doodles, reads, talks, etc.

Distractor - Draws attention from the group and task at hand.

Suggestions for working with non-productive group behavior

Blocker

· Try to determine if there is a hidden agenda and deal with that first.

· Talk to the person individually and ask to keep negative remarks to themselves.

· Get them to your side with praise and positive strokes.

· Ask them to explain why the idea won't work.  Ask for alternatives.

Dominator

· Call for others opinions.  Point out, "We've heard from ___, let's hear from ____."

· Give the person a specific responsibility, i.e. ask him/her to help or get others involved.

· Talk to the person one-on-one in a positive way.

Withdrawer

· Direct a question to the person requiring more than a "yes" or "no" answer.

· Ask their opinion, "I'm curious about how you felt about that, Sam?"

· Provide positive verbal and non-verbals so they know you appreciate them.

· Get to know names, skills, experiences, and draw them into the group.

· Designate responsibilities to them--note taker, time watcher, etc.

Distractor

· Suggest comments be limited to the subject at hand. Point out timeline if critical.

· Ask a specific question about the subject being discussed or give a specific task.

· Offer remarks or questions to bring the group back on task:


I'm lost.  Why are we discussing this point?


What, specifically, are we trying to accomplish?


How is this relevant?


We have only five more minutes for this topic/meeting.


We have a full agenda today.


We are running short of time; can you sum it up quickly?


We are getting off track; let's keep it to the subject at hand.

Discuss the distracter with an advisor and solicit help.

Send the distractor on an errand, or, as a last resort, eliminate the distractor from the group.
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Role of squad captain
Squad captains have a challenging role.  They are asked to be both a cheerleader and share the responsibility of guiding the team with the cheer adviser/coach.  Squad captains need to be someone all team members can relate to as well as someone that all team members can respect when a rule or expectation needs to be enforced.

Knowing what is expected of you will help you do your job better, and it will help your team be more successful.  Clarify your role in the following categories with your cheer adviser/coach.
      At practice

Beginning of season
In the community


       During games

Middle of season

During the school day
       Out of season

End of season

During team meetings





GENERAL JOB ROLE

1.  Encourage involvement of every member.
  • Set discussion and group rules so that everyone is heard and respected.

  • Recognize and use individual group member's abilities

  • Build positive communications; be aware of verbal and non-verbal cues.

2.  Remain neutral and sensitive to all squad members and their ideas.
3.  Guide the group toward its goal
          • Keep the group moving
• Check to be sure that individuals are agreeing
          • Suggest compromise
• Paraphrase
 4.  Recognize limitations of the group
          • Set issues and projects aside as necessary.
          • Ask for help when appropriate.
5.  Delegate
          • Remember:  Your role is to involve every member.
6.  Communicate regularly and openly with the Cheer Adviser or Coach  

CONDUCTING MEETINGS WITH THE CHEER ADVISER/COACH

Cheer Adviser/Coaches and Squad captains will need to lead meetings. Consider the following types of meetings.  By determining your meeting purpose ahead of time, you will more successfully meet your goals.


Informational:  
To generate ideas, gather information, or give out information.


Decision Making:  To make a decision by majority or consensus.


Action Planning:
To develop a plan for implementing a decision

Tips for Meetings:

1. Create an agenda and goals for the meeting.

2. Establish a code of cooperation for meetings.

3. Determine a communication strategy and decision-making strategy before discussion.

4. Consider the room arrangement and place of the meeting based on the goals. 
                                                                                              

                                                                                             16

TEAM MISSION: What are we about?
To build an effective team, input from each member is essential.  The thoughts of each member can easily be incorporated into a team philosophy.  This common vision can provide a focus for the year.
	Who are we?


	What does it take for us to be effective?



	Why are we here?


	What kinds of things get in our way?



	What are our goals?
	How can we overcome obstacles?



	How do we reach our goals?


	What is ultimately the most important thing about being on the team?
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Teambuilding & recognition
”…within a group of twelve people, there are at least 144 possible combinations of relationships…When one person changes, each of the 144-plus relationships is affected.” Harrison Snow, The Power of Teambuilding

To keep a squad unified, remember to praise sincerely and show appreciation often. Also, use the teambuilding activities to perfect your teamwork.

Ideas for Recognition
PIPE CLEANER AWARDS
Give each person a pipe cleaner (chenille stem).  Have them shape it into a symbol that represents the contributions of another member of the group.  Draw names, or assign partners so that each person will receive an award.  Allow time for members to publicly present their award.

PAPER PLATE PERSONALITIES
Give each person a paper plate.  Have them think of a celebrity personality (Peter Pan, Mother Theresa, Mia Hamm, Cher, etc.) that represents the positive contributions of a teammate to the squad.  Decorate the plate with the name of the teammate, their positive attributes and the name of the celebrity personality.  


BUDDIES
Each week pair up with a different person on your squad and make plans for just the two of you to hang out.  Then share what you did and what you learned about each other at practice at the end of the week.


Rotating Silly Trophy Award
To keep things light and on the fun side, create rotating silly trophies: Worst Hair On Game Day, Distracted By Crush, Made Us Smile, Saved the Day, In Most Need of Chocolate, Ms Injury, Way to Go, etc.

Teambuilding Activities
PLAY DOUGH PICTIONARY
Each squad member draws a slip of paper with a name of an object on it. They then must mold the clay into this object and present it to the squad. The squad attempts to guess the name of the object.

TRUST RUN

The squad lines up in parallel lines facing each other with extended arms that barely touch the fingertips of the person across from them. One team member at a time runs as FAST as they can through the gauntlet of arms.  The squad waits until the last second to drop their arms straight down.

BAG OF OBJECTS
Place an object in front of each squad member. Members need to tell the squad how the object relates to them. Give the squad a few minutes to think (no talking) and then ask each member to share.


TEAMWORK
Each squad member chooses a partner. The squad then forms an inner circle and an outer circle with one partner in each circle. When instructed, one circle rotates clockwise and the other counter-clockwise. When the command for a stunt is given, the partners must quickly find each other and perform the stunt.  The last pair to perform the stunt is out and become judges for the next round.
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Cheers and chants

CAMP CHEER

Step back (pause) make way (pause)

The Tigers (pause) are here to stay

We’ll put you to the test

Cause the Tigers (pause, pause) are the best

STUNT CHEER

Fight Tigers fight (pause)

We’re here to win tonight (pause)

Back (pause) again (pause)

Come on team let’s win let’s hear it

Come on team let’s win


GAME DAY CHEER 1 

Hey hey it’s time to ﬁght everybody yell 
Red and White (pause) Red and White (pause)
Hey hey let’s do it again everybody yell 
Go Fight Win (pause) Go Fight Win (pause)
Go Fight Win

GAME DAY CHEER 2 

Let’s yell it (pause) to–gether (pause) 

Help our team to win 

Yell go big Blue and White     

Go big Blue and White    

 Now let’s go Tigers ﬁght 

Let’s go Tigers ﬁght      

Put it together and shout it out 

Go big Blue and White     

Let’s go Tigers ﬁght      

Go big Blue and White     

Let’s go Tigers ﬁght     

GAME DAY CHEER 3 

The Tigers (pause) are here (pause)
so stand up and cheer (pause, pause)
Yell for the Red and White (pause)
Red and White (pause)       
This is our year and we’re coming after you
Yell it let’s go Tigers (pause)  
Let’s go Tigers  


Additional cheers will be distributed and taught at each camp session.

CHANT 1 

Go (pause) go Tigers (pause, pause) 

Here we go (pause) 

CHANT 2 

Down the court here we go 

Come on Tiger’s let’s score (pause)  

CHANT 3 

Turning up the heat (pause) 

The Tigers (pause) can’t be beat    

CHANT 4 

D (pause) ef (pause) e – ns – e (pause) 

Defense for  a vic–to–ry 

CHANT 5 

Tigers (pause) unite (pause) 

Fight Tigers ﬁght (pause)

CHANT 6 

Sack (pause) that quarter–back 

Push through that line (pause)

CHANT 7 

We are the best (pause) 

Ti–gers (pause) oh yes (pause)

CHANT 8 

Take it (pause) to the top of the key 

We want a three (pause) 

CHANT 9 

Down the ﬁeld let’s score 6 more 

Down the ﬁeld let’s score (pause)  

CHANT 10 

We want a touch–down 

Go (pause) big Blue (pause) 

CHANT 11 

Move the ball let’s score 2 more 

Move the ball let’s score (pause) 

CHANT 12 

Stand up (pause) and ﬁght (pause)  

We’re gonna rock the house tonight 

CHANT 13 

Shoot two (pause) in the hoop 

Shoot two (pause) let’s go (pause)  

CHANT 14 

Hey hey let’s go Blue 

Let’s go big Blue (pause)
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Spirit competitions

Successful spirit competitions can energize a crowd. Follow these tips to ensure that spirit competitions are organized, safe and fun!


Participants 
When organizing a competition look for creative ways to select participants.  You will lose the audience quickly if competitions are always held using the same team captains and student officers. Try these combinations to promote good sportsmanship and healthy, fun competition. Selecting students to participate in a spirit raising activity is also a good way to give recognition. 


Siblings or twins 

Cousins 


Foreign exchange students


Players’ parents

Captains of teams 

New students


Club presidents 

School secretaries 

Administrators


Cast members in a play

Random students

Academic achievers 
Another technique is to have teachers nominate students demonstrating school spirit at games, assemblies and at school to participate in competitions.

TEAMS
When organizing groups or teams for competitions, look for fun people to participate. This serves in a small way to recognize groups in school as well as provides new faces for assemblies. 



Yearbook vs. Newspaper


Team managers vs. Coaches 



Cooks vs. Custodians


Honor Society vs. Key Club



Class Officers vs. Club Officers

Choir vs. Band 


SPIRIT COMPETITION Checklist
□
Safety  



In what ways might a participant be injured?  Take steps to eliminate the potential injury.

□
Risk

Is it a high risk or low risk activity? What type of risk will participants be taking: social, emotional, intellectual or physical?  Are the appropriate students participating?

□ 
Variety of Students 



What social groups are represented?  Are new students involved in each spirit competition?

□ 
Simple  

· Can the participants accomplish the task without any prior practice or understanding or does it require rehearsal or explanation for participants prior to the event?

· Can the rules be clearly communicated to the participants, judges, and spectators?

· Is the event fair and easy to judge?

□
Brief  



How long will the event take?  Have you timed it in rehearsal? Will it fit the time allotted?

□
Tasteful


Is it appropriate for the audience? Is it in good taste and without stereotypical or put-down humor?

□
No Surprises  


Do the administration, advisers, and participants know your plan? Do you have permission of the participants prior to the activity? 
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crowd involvement
During appropriate times at games and assemblies you will want to involve the crowd as active participants. Don’t encourage behavior at an assembly that cannot be carried over to a game. Take these suggestions and use them to fit your needs and your philosophy.
Hand Jive
The crowd follows the movements led by cheerleaders or others. The crowd can stand, sit, and sway as they participate. If small enough, invite entire classes (or small groups) to the gym floor to perform for the audience. If large enough, have opposing bleachers perform for each other.
Sample Hand Jives:
Sprinkler

Tootsie Roll
Washing Machine
Raise the Roof
Pee Wee Herman
Pepper Grinder
Jell-o Arms
Cowboy

Hand Flaps
Stir
Two Snaps

Will Smith
Twist

Disco Point
Lawn Mower
Pulp Fiction

Elbow Slide
Swim

Monkey

Brady Bunch
 

Crowd Response Cheers 

Use cheers that require the audience to spell out a word or to respond to parts of a cheer.  Remember to check with your administration to determine if signs or placards are legal to use at games.  If not, use as a teaching tool during the assembly.  In the spirit of good sportsmanship, avoid cheers that encourage a response from the visiting team.

Games

Make up easy games in which the audience can participate.  Have the audience volley beach balls, play “Name that Tune”, or send items along rows of bleachers for a race.

Skits 

Give the audience (or specific members/sections of the audience) parts in a skit.  On cue, all females respond or all sophomores growl, etc.  It will take 30 seconds to teach them what you want them to do, but it’s a great way to have them involved.

Fun Songs

Use crazy, old, or silly songs and have the audience sing-a-long. Tie them in with your theme if possible (i.e. “YMCA,” “Hokey Pokey,” “Itsy Bitsy Spider”).


Fact or Fiction

Pose various statements to the audience that might be true or false. The crowd guesses by standing if they think it’s true and sitting if they think it’s false. Use fun things to stump the crowd. Ask the staff to participate by providing statements about themselves that may be true or false.

Boomba Hey

One part of the crowd yells, “Boomba,” the other yells, “Hey,” on cue.  The crowd yells louder, softer, faster or slower on cue.

Finish the Line 

Assembly leaders start the audience off with a line from a well-known commercial or movie. The crowd attempts to finish the statement or song.  “Here’s a story, of a lovely lady...”
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More crowd involvement
Balloon Bop

Have the group keep a balloon or balloons in the air with a body part.  Call out different parts of the body to keep the crowd on its toes.


That’s Me!  

Students stand up and yell, “That’s me!” in response to questions posed to the audience.
Story With Sound Effects

The crowd is instructed to make specific noises when they hear specific words. A story is read which includes the cue words.  This is effective when a narrator is used for a skit.

Spirit Towel

Throw a “Spirit Towel” in the air. When the towel is not touching a person, everyone yells.  When someone touches it, everyone stops.  The towel can be passed around in the crowd. 

Spirit Stick

Design a “Spirit Stick” with school colors on each end. When one color is up, the crowd is loud.  When the other color is up, all is quiet.


Stomp/Clap Pattern

Teach the crowd a foot stomping and hand-clapping pattern. Utilize drummers in the band to help with extra sound effects.

Signs

Make signs to be shown to the crowd to get them to yell, for example: “ Go” and “(Your Mascot)”

Got Spirit Claps

Change the type of clap the audience uses to show enthusiasm. Examples include: 
Ketchup clap

Sprinkler clap

3 claps & a snap

Golf clap
Clam clap

Mosquito clap

Z formation snap

Fireworks clap
Round of Applause
Mime clap

Clock clap

Rocking boat clap

Handshakes

Ask the crowd to greet the people around them using one of the following special handshakes:
Salmon Handshake
Loggers Handshake
Cardiac Handshake
Coffee Handshake
Dog Handshake
Cat Handshake

Create a handshake based on your mascot!

My Bonnie

Sing this familiar tune, except every time you come to a word that begins with the letter “B,” switch positions. If you are sitting, stand up.  If you are standing, sit down.  For added fun, start the females sitting and the males standing.
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Lead the crowd…Lead the Way


Being a successful sideline cheerleader takes a lot of effort, practice and commitment. Below are a few ideas to get you started so you have an amazing group of fans that respond to what you ask them to do.

1. Keep your sidelines simple: “Go Defense!” Simple sidelines are easier for the crowd to understand, remember and yell along with you.

2. Teach your crowd the hand motions and the words to your sidelines. If you are introducing a new crowd involvement chant from camp, teach it at a pep assembly first.

3. Use signs! Make the signs big and easy for your crowd to see.

4. Yell “last time” to inform the crowd (and each other) that this is the last time to yell the sideline. Nobody wants to be that one voice that yells when no one else is yelling.

5. Have several crowd involvement chants that ask the crowd to respond with words or use hand motions with you. Your crowd is there to support the team and they want the cheerleaders to LEAD the CHANTS.

6. Time out chants should involve the crowd. They should be yelling with you or responding to your chant.  You are the leader of the crowd…give them something to follow. 
7. BE ENTHUSIASTIC! You are the epitome of spirit. The more you get into what you are doing, the more the crowd will feed off your excitement and confidence.
8. Be Loud!!! You must be the 6th player on the court or 12th man on the field. If you want your crowd to yell loudly, then you must lead by example.

9. Use strong, simple motions for your sidelines. Your cheer team should have precise motions for all sidelines.

10. Control your crowd. Know and practice what you and your team will do if your fans begin to yell inappropriate comments at a game. One strategy is to divert their words to a sideline that does not have the same beat or rhythm as their negative words or phrase.  Another strategy is to simply over power them with your voices! 
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community service 
“To do for the world more than the world does for you – that is success”                    








Henry Ford

Why Serve?

• To strengthen leadership skills

• To address real needs in the community

• To feel good about helping others

• To meet new people and form new friendships

• To explore career interests

• To learn and grow in skills and knowledge

• To improve relations between the school and the community and between adults and students
Four Steps to Service Learning

Preparation:  With guidance from your cheer adviser/coach: 
1) Identify a need

2) Acquire important information
3) Develop a plan

4) Collaborate with appropriate communitymembers

Action:  Take action to provide a meaningful service. 

Reflection:  After the service project is finished…
· Record the difference that was made

· Discuss your thoughts and feelings 

· Evaluate the plan for future improvements

Demonstration:  All projects should be shared with others by:
· Reporting to other students, faculty, and/or community members.

· Informing the local school or community newspaper to spread the word. 
Ideas for Service Projects

In the Community, Cheerleaders can . . .

· Collect food for a food bank 


      ●  Teach youth camps
· Adopt a grandparent, school, or classroom

      ●  Help at a health fair

· Organize a community clean up


      ●  Sponsor a child for the holidays
· Teach elementary after-school enrichment activities.
      ●  Coach youth football cheerleading teams
· Help and entertain at community events

      ●  Decorate the town for homecoming

· Cheer on the runners and walkers at walk against cancer       ●  Host a foreign exchange student for a day

· Participate in local community parades/events

      ●  Perform at excellence in education night 
· Help at a grand opening: Papa John's Pizza, Les Schwab Tires, and other new businesses
At School, Cheerleaders can . . . 
· Perform skits at assemblies
· Organize a campus pride day 
· Cheer at football, volleyball, soccer, wrestling, and basketball.
· Make posters, run-through signs, bulletin boards for all sports or activity groups
· Give treats to players or visiting cheer squads
· Host luncheon for sports team or other clubs in your high school
· Have an ice cream party to thank the pep band members 
· Help with freshmen orientation, open house, academic planning night, award banquets, coronation, and assemblies
· Decorate the stadium and locker rooms for homecoming
· Create a sportsmanship program
· Give out spirit items at games
· Help booster club with fundraisers, or in the concession stand
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promotion & publicity

You can have the best event in the world…but it will not be a success unless people know about it.  Use the tips below to ensure that your hard work in planning translates into high participation. 

Advertising basics
GraB People’s Attention 

Visuals should be interesting, colorful, and creative.  Their appearance should draw you to read them.

Plan Ahead
· Who is the audience?     

· How will you advertise:  Posters?  Flyers?  Announcements? Gimmicks?

· What quantity will you need?  Where will they be placed?

· When will you need to finish the design work?  What’s the printer’s deadline? 

· When will you put the advertisement up?  When will you take it down?

· Do you need to get permission?

INCLUDE ESSENTIAL INFORMATION

Keep basic information direct and to the point.  A reader should be able to get all the information as they walk past the poster in the hallway.


What is the event?     Why are you having it?     When will it take place? Where is the location?

PAY ATTENTION TO DETAIL
· Check and double-check spelling.
· Draw pencil guidelines for lettering.  Remember to erase when done.
· Never slant words down.  Slanting up for effect is more effective.
· Use yellow as an accent.  It is difficult to read as text on white or light paper.
Gimmicks 

· Have a third dimension by creating the illusion of the poster jumping towards you.

· Utilize different materials for signs such plastic tarp, burlap, cotton, or parchment.

· With permission, write on car and building windows with water-soluble products.

· Try using a theme (travel, circus, nature, nautical, etc.) to tie your advertising together.  

· Think beyond the basics:

· Place advertising stickers on cans or bottles in the vending machine.

· Create a business card that advertises an event. Copy on perforated business cards.

· Hand-deliver personal invitations.

· Write a message on a masking tape or blue painters tape and stick in on the ground or wall.

· Tie a message on a helium balloon’s string that hangs two feet above eye level. 

· Put your advertisement in a fortune cookie.

TECHNOLOGY
Stencils: Use your computer to make stencils. Select a special font and make each letter of the alphabet as big as possible.  Select outline as the lettering style—this will save on your printer ink.  Print each letter of the alphabet as a page.  Cut out and transfer to tag board.
Poster Machines: Some schools have commercial poster-making machines that will produce banners or increase an 8" x 11" paper to a much larger size.  This works well for graphics.  Also available are machines that produce letters and shapes by making a die cut.


Artwork: Make an overhead transparency on a copy machine of artwork or clipart then use an overhead projector to size it on your poster.
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SIGNS
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resources

Web sites:

· American Cheerleader Magazine 
Focusing on cheer training, fundraising, competitions, and more.
www.americancheerleader.com

· Cheer, Coach & Adviser 
Building better cheer programs one coach at a time.
 www.cheercoachmagazine.com 

· Inside Cheerleading
Designed to help you enjoy, train, perform, and live cheerleading to the max!
www.InsideCheerleading.com

· Ms. Pineapple's Cheer Page 
Cheerleading cheers, chants, stunts, quotes, and more.
www.mspineapple.com 


· National Spirit Group.com 

Resources and information on cheerleading

www.nationalspiritgroup.com

· Spirit Works
Dedicated to sharing ideas of how to improve school climate.  Contains tons of ideas: games, activities, spirit competitions, float construction ways to involve more kids, fundraising and more. 
www.spiritworks.com


· Varsity.com 
Covers skills, safety, news, and fun for cheerleaders, dancers, and their coaches.
www.varsity.com
MAGAZINES:

Fabulous magazines filled with thousands of ideas on fund raising, team building, skill development, Q & A sections... just about anything you need to know.

· Inside Cheerleading

· American Cheerleader

· Cheer, Coach and Adviser
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LEADERSHIP quotes

· "It is not fair to ask of others what you are not willing to do yourself."
  Eleanor Roosevelt
· "Have a vision.  Remain kind.  Don't take counsel of your fears."  
Colin Powell
· "There is no 'better' or 'worse,' only different.  That difference has to be respected whether it's skin color, way of life or ideas."  
Kote Kotah, Chumash Native American
· "I am only one; but still l am one.  I cannot do everything, but still I can do something; I will not refuse to do the something I can do."
Helen Keller
· "Both tears and sweat are salty, but render a different result.  Tears will get you sympathy, sweat will get you change."
Jesse Jackson

· "Loneliness is the most terrible poverty."
 Mother Teresa
· "The ultimate victory in competition is derived from the inner satisfaction of knowing that you have done your best and that you have gotten the most out of what you had to give."
Howard Cosell.
· "The journey of a thousand miles begins with one step."
Lao Tzu
· "Character isn't inherited.  One builds it daily by the way one thinks and acts, thought-by-thought, action-by-action.  If one lets fear or hate or anger take possession of the mind, they become self-forged chains."
 

Helen Gahagan Douglas.

· "I never notice what has been done.  I only see what remains to be done."
Marie Curie
· "Sometimes we stare so long at a door that is closing that we see too late the one that is open."


Alexander Graham Bell
· "There are two ways of exerting one's strength: one is pushing down, the other is pulling up."
 

Booker T. Washington
· "Success can make you go one of two ways.  It can make you a prima donna, or it can smooth the edges, take away the insecurities, let the nice things come out."


Barbara Walters
· "Do not follow where the path may lead, go instead where there is no path and leave a trail."
Unknown
· "Yesterday is a canceled check; tomorrow is a promissory note; today is the only cash you have--so spend it wisely."
Kay Lyons
· "Our greatest glory is not in never failing, but in rising every time we fall."
Confucius
· "The victory of success is half won when one gains the habit of work."
Sarah Bolton
· "Give all the credit away."
John Wooden
· "If you're too busy to help those around you succeed, you're too busy."
Unknown
· "Far away there in the sunshine are my highest aspirations.  I may not reach them, but I can look up and see their beauty, believe in them, and try to follow where they lead."
Louisa May Alcott

· "Either we're pulling together or we're pulling apart."
Unknown
· "Life will always be to a large extent what we ourselves make it."
Samuel Smiles
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Students involved in programs of Washington Student Leadership will have the opportunity to increase their understanding and/or effectiveness in the following processes:
A.  COMMUNICATION SKILLS

Students will have the opportunity to:
1.
Improve speaking skills in small or large groups.

2.
Improve listening skills in small or large groups.

3.
Improve group skills necessary to get others to listen.

4.
Increase poise while working in groups.

5.
Increase awareness of the importance of public relations.

B.  GROUP PROCESSES

Students will have the opportunity to:

1.
Increase their awareness and effectiveness in group processes and skills as they apply to various situations.

2.
Increase their understanding of different leadership styles as they apply to various situations.

3.
Increase their understanding of the concepts of conflict resolution.

4.
Increase their ability to apply effective motivation and involvement techniques.

5.
Increase their understanding of appropriate group decision-making processes.

6.
Increase their understanding of effective goal setting.

7.
Increase their understanding of the importance of identifying and utilizing available resources.
8.
Increase their understanding of the concepts of group dynamics.

9.
Increase their understanding of appropriate evaluation and/or debriefing techniques.

C.
MANAGERIAL SKILLS
Students will have the opportunity to gain an understanding of:
1.
The essential elements necessary in planning, conducting and evaluating meetings, skits, assemblies, fund-raisers, and other projects.

2.
Various problem-solving techniques.

3.
The value of delegation of authority, involvement techniques, and methods of motivation.

4.
The principle of chain of command.

5.
Time management, task analysis, and pre and post time lining.

6.
Respect for established procedures, legal parameters, and financial and budgetary management.

7.
Various goal setting and prioritization techniques.

8.
Position functions.

D.   SELF-AWARENESS
Students will have the opportunity to:

1.
Increase their self-esteem and self-concept through an increased understanding and awareness of self.

2.  
Increase their understanding of self through self-inventory, values clarification, goal setting and evaluating experiences.

3.  
Increase their skills in areas of assertiveness, risk-taking, conflict resolution, and time management.

4.  
Increase their self-help skills in areas of stress management, coping with failure/success, and dealing with criticism/praise.

E.   HUMAN RELATIONS SKILLS
Students have the opportunity to:

1.
Increase their understanding of the values of positive reinforcement, trust, and honest communication.

2.
Increase their awareness of social, cultural, ethnic and racial diversity, and develop strategies to promote respect and acceptance of diversity.

3.
Increase their understanding of techniques used to develop positive school and community climates.

4.
Increase their understanding of the lonely/alienated students and ways to increase their sense of belonging.

5.
Increasing their awareness of good sportsmanship and the ways it can be generated.

6.
Increase their awareness of sexism and sexual equality in leadership.
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Break away from the traditional view that a poster must be rectangle or square.  





Stage 1�FORMING











Stage 2 STORMING





Who made you the boss?�Conflict is a normal part of Storming. As group roles and goals are clarified, power struggles, disagreement, and miscommunication occur. During this phase use good conflict resolution techniques (see below) and do not overreact to the natural tension in the group. 








REFORMING








Each time a group comes together, it cycles through the four stages. The better your team, the faster you move through forming, storming and norming to performing.








What are we going to do?�When Forming a team, goals are vague and conflicts are minimal. During this “honeymoon” time, individuals are cautious as they explore their role in the group and get acquainted with the other team members. 








What great things can we do now that we are a team?�Pride, ownership and success are seen in the Performing stage. A spirit of “we can do this” electrifies the group. Individuals are committed to group goals, responsibility is shared, and any conflicts are resolved rapidly. 








Stage 4�PERFORMING





Stage 3


NORMING





How can we work together?�During the Norming stage, group issues are resolved. Differences cause less conflict and are viewed as opportunities to find common ground. Feelings are shared openly and straightforward. As more group agreements are made, support is felt and the group becomes focused.  


   











Always Add A Border


Borders "lift" your visual off drab walls.


Borders can create the illusion of movement.


Borders should be at least one inch on all sides.


Leave a slightly larger empty space above the bottom border. 








Lettering


should be�visible from a�distance of�30 Feet








Vary


Style of Lettering


(but no more than three!)





REVERSE LETTERING�WORKS TOO





Posters can be verrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrrry long too.





��   Try a Picture  





GOALS AND OBJECTIVES 
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