
Central Kansas District Quiz Bowl Rules 
 
1. All team members must register between 12:30 p.m. and 1:00 p.m. 
 
2. Teams may answer a question at any time after the moderator begins reading the question.  (Please see #8 for 

rules on answering the question before it is fully read and the possible penalty given.)  However, once the buzzer 
is sounded by a team, no consultation (spoken or written) may go on among team members.  Consultation 
among members of the opposing team may continue.  Consultation among team members may occur only 
before they hit the buzzer.  If a team buzzes in and they continue talking, they will be warned the first time.  The 
second time, points for that question will automatically go to the opposing team. 

 
3. After a team member buzzes in, the first answer they state will be the answer accepted by the judge, even if 

answered correctly following the first answer given.  The opposing team will then be given a chance to answer 
the question. 

 
4. When a team buzzes in after the question is fully read and gives the wrong answer, the question will not be 

repeated for the other team. 
 
5. Multiple choice questions can be answered in one of two ways.  A team member may say A, B, C, D or the “word 

answer.”  However, if a team member incorrectly pairs the wrong letter “A, B, C, D” with the word answer, it will 
be an incorrect answer. 

  Example: Knitting would fall under what 4-H project? 
    A.  Visual Arts  C.  Clothing Construction 
    B.  Fiber Arts  D.  Citizenship. 
   
  A correct answer would be:  An incorrect answer would be: 
    B.          A.  Fiber Arts  
    B.  Fiber Arts or 
    Fiber Arts   
 
6. A round in the Junior Division will consist of 10 questions.  Questions 1-5 will be worth 10 points.  Questions 6-

10 will be worth 15 points. 
 
7. A round in the Senior Division will consist of 15 questions.  Questions 1-10 will be worth 5 points.  Questions 11-

15 will be worth 15 points. 
 
8. If the moderator is interrupted by a team buzzing in before a question is fully read, the moderator will say 

“interrupt” and allow the individual recognized to answer the question.  If the individual gives an incorrect 
answer, the team will lose 5 points.  The moderator will then re-read the question fully for the opposing team.   

 
9. Once the moderator finishes reading the question, teams will have 10 seconds to buzz in and 10 additional 

seconds to answer the question.  If no one buzzes in after 10 seconds, no points will be awarded, and the 
moderator will proceed to the next question.  Some questions may have a longer time allowed (30 seconds) to 
answer.  If so, the moderator will state this before the question is read. 

 
10. A team member must wait to be recognized before answering the question.  A team member cannot hit the 

buzzer and answer without being recognized.  If this happens, no points will be awarded, even if the correct 
answer is given.  The other team will then have the chance to answer the question for points. 

 
11. The Overall Club Champion will be determined by the club’s win/loss record.  If there is a tie, the total points 

scored will be used to break the tie.  Prizes for 1st, 2nd, and 3rd places in both the Junior and Senior Divisions and 
the Overall Club Award will be presented after the conclusion of the final rounds. 

 



12. Supervision will be expected from parents, sponsors, leaders, etc. 
 
13. Any and all final decisions will be made by the judge during the round. 
 
14. Participants will not be allowed to watch any rounds until they are finished participating in all rounds. 
 
15. Pictures will be allowed for purposes of documentation for record books, club reporter, etc.  However, no videos 

will be allowed. 
 
16. No one will be allowed to write any questions down or document questions in any other way. 
 
17. Any misbehavior from the audience will not be tolerated.  Individuals will get one warning and then be asked to 

leave.  Audience will in no way try to give an answer to a participant during a round. 
 
18. Any objections to the question/answer must be made by the team members and only before the 

moderator/judge moves on to the next question. 
 
19. Participants will each be given a sheet of paper and a pencil that they may use during each round, i.e., 

unscrambling letters to form a 4-H related word. 
 
20. Substitution of a member from the same club will be allowed.  The team age category will be determined by the 

oldest member of the team.  If an individual between the ages of 7-12 is placed on a Senior Team, for future 
Quiz Bowls, that individual will remain on a Senior Team. 

  Examples: Ages 7, 9 and 12 = Junior Team 
    Ages 13, 17 and 18 = Senior Team 
    Ages 10, 12 and 13 = Senior Team 
 
21. Teams will be allowed to choose a fun, short name for their team.  Be creative!  Of course, names including the 

name of the club or county/district area are also okay. 
  Examples: Boots & Jeans   2 Bucks & A Doe 
    3 Little Lambs   North Saline #1 
    The Green Machine  Jolly 4-H’ers Team 1 
         
22. A team can be made up of members from different clubs.  However, they must designate which club will receive 

the points.  If a team is made up of 2 4-H’ers from one club and one 4-H’er from another club, the club with the 
2 4-H’ers will receive the points.  Points cannot be divided up between two or more clubs. 

 
23. Any exceptions/changes to the rules will be handled by the Quiz Bowl Committee. 
 
24. Tie breaker questions will be awarded 5 points, if answered correctly. 
 
25. If a team receives a BYE in the rounds, that team will still play, receive points for correct answers and receive a 

win.  This will allow the team members to become familiar with the buzzers and will also allow for learning to 
occur. 

 
26. It will be determined based on how many teams sign up whether the rounds will be round robin or double 

elimination.  All rules apply to both.  In round robin, all teams will play each team once.  In double elimination, 
each team will play until they have lost twice.  

 
26. DON’T TAKE THIS TOO SERIOUSLY.  HAVE FUN!!  THIS IS A GREAT OPPORTUNITY FOR 4-H’ers TO COME 

TOGETHER IN A SEMI-COMPETITIVE SETTING AND LEARN ABOUT 4-H.  BE SURE TO ENCOURAGE MEMBERS ON 
YOUR TEAM AND EVEN MEMBERS ON OTHER TEAMS. 



Questions could come from anything that is listed on any of these websites. 

 

 

Central Kansas District 4-H 

https://www.centralkansas.k-state.edu/4-h/ 

 

Central Kansas District 

https://www.centralkansas.k-state.edu/ 

 

K-State Bookstore – 4-H Youth Development >> Clubs  

Click on the pdf button to view officer booklets.  Not all booklets can be viewed. 

https://www.bookstore.ksre.ksu.edu/Category.aspx?id=1&catId=261&Page=2 

 

4-H Name and Emblem 4-H Professional's Handbook (Revised 2017) 

https://nifa.usda.gov/sites/default/files/resource/Professionals-Handbook-2017.pdf 

 

Kansas 4-H Youth Development 

https://www.kansas4-h.org/ 

 

Kansas 4-H Foundation 

https://www.kansas4hfoundation.org/ 

 

Rock Springs 4-H Center 

https://rocksprings.net/ 

 

National 4-H 

https://4-h.org/ 
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Clothing Construction
The clothing construction project will teach you the basics, such as 
sewing a shirt or putting in a zipper. Learn to select appropriate fabrics, 
use patterns, sew quality seams and care for your garments. In advanced 
units, you can learn how to take the design of your choice and customize 
it for the perfect look, color and fit.

Buymanship
Buymanship will help you understand your wardrobe; plan a clothing 
budget; select colors and styles that complement your body shape, 
proportion and balance; choose different shades of colors; compare 
fiber, care requirements, cost, brand and style; and analyze clothing 
advertisements.

Learning by Doing
Make fair exhibits; make items for community service; participate 
in Fashion Revue to model clothing construction or buymanship 
items.

Communications
4-H is famous for helping youth improve their communication 
skills. Being a better speaker, writer or record keeper will help 
you throughout your life. The communications project will 
help you interpret verbal and nonverbal information, develop 
effective public speaking skills, enhance written and spoken 
communication, defend a point, design a presentation, and more.

Learning by Doing
Discuss your other 4-H projects in an illustrated talk or 
demonstration to club members, write a thank-you note, run for a 
club office, complete a record book, or present a speech.

Dairy Cattle
Learn about raising and managing dairy animals by selecting, 
grooming and showing a heifer calf or yearling heifer. Along the 
way, you’ll learn about dairy cattle breeds and anatomy, judging 
and presenting oral reasons, animal health and welfare, and 
safe practices for handling milk and milk products. Members 
with mature cows learn about animal feeds and nutrition, milk 
production, and careers in the dairy industry. Specific projects 
include dairy bucket calf, dairy heifer and dairy cow.

Learning by Doing
Participate in Kansas All-Breeds Junior Dairy Show, Judging 
Contest, Skillathon and Dairy Quiz Bowl.

Dairy Goats
The dairy goat project is great for smaller properties since goats 
are typically easy to train and handle. Goat milk can be consumed 
by the family, fed to bucket calves or fed to other market animals. 
You might start with one doe, raise kids and eventually create 
your own dairy goat herd. Throughout the project, you can learn 
about breeds and anatomy of dairy goats, proper care and welfare 
of animals, record keeping and more.

Learning by Doing
Participate in local and state dairy goat shows or join a regional 
dairy goat organization.

Beef
Learn about raising, caring for and managing beef cattle as you 
start with a bucket calf and work toward building your own herd. 
You’ll learn about different breeds and anatomy of beef cattle; 
how to feed, groom and show your animal; how to judge beef 
cattle for market and/or breeding; how to produce high-quality 
beef; and how to use data and technology in an efficient beef-
cattle operation.

Beef Bucket Calf 
This project is open to 7- to 12-year-olds. Calves may be purchased or
orphaned but are to be bottle/bucket fed.

Market Beef
Select, raise and show a market steer or heifer.

Breeding Beef  
Select, raise and show a breeding heifer. Learn the value of performance 
data to make breeding decisions.

Learning by Doing
Exhibit at local beef shows, State 4-H Livestock Sweepstakes, 
(includes livestock judging, quiz bowl, Skillathon, and meats 
judging), Kansas State Fair State Beef Show, and the Kansas Junior 
Livestock Show.

Citizenship 
Take an active role in your community, country and world while 
learning about yourself and those around you. This project will 
encourage you to meet people and work with groups while 
learning about local, state and national governments. You also 
can make new friends from other countries and cultures through 
exchange programs.

Learning by Doing
Volunteer in your community; attend Citizenship in Action in 
Topeka; attend Citizenship Washington Focus in Washington, D.C.; 
participate in exchange trips or host youth from another country.

Clothing and Textiles 
Learn to create and sew your own clothing and accessories while 
exploring the world of fashion in Clothing Construction. Or, 
develop your sense of style and value through Buymanship. These 
projects build your confidence in managing your wardrobe or 
may launch a career in fashion.

Exploring your interests through 4-H project work is 
an excellent way to discover new skills and potential 
careers. While projects can vary depending on your 
local program and availability, this guide offers 
a starting point for each of the official state 4-H 
projects. Resources for each project can be ordered 
through your county or district extension office. 

Enjoy your 4-H project experience! 



Dog Care and Training
Whether you have a dog or hope to own one, this project will 
help you learn more about your family’s best friend, from basic 
care and grooming to advanced training commands. Learn about 
different dog breeds and choose the best breeds for your family. 
Explore dog behavior, body language and obedience training 
while learning about proper nutrition to keep your dog happy 
and healthy.

Learning by Doing
Show your dog at local shows and the Kansas State Fair 4-H Dog 
Show. Members without dogs may participate in quiz bowls and 
other activities that do not require dog ownership, such as the 
Kansas 4-H Dog Conference.

Energy Management
Through the Electric/Electronics, Small Engines and Power of the 
Wind projects, you will begin to grasp how we power the world 
today, as well as think about how to meet future energy needs. 
 
Electric/Electronics
Learn general electrical concepts as you experiment with making light 
switches and circuits, test voltages and even build motors. Study energy 
use, magnetism, electronics and transistors. Later, you can determine 
your family’s electrical usage; measure electric usage of appliances; test 
grounded outlets; explore electronics; build simple radios, microphones, 
computers and other equipment; and explore careers in electronics and 
engineering. 

Small Engines
Learn how small engines work as well as how to service them safely. 
You’ll start by learning the parts and cycles of engines and exploring the 
importance of clean air to an efficiently running engine. Later, you will 
learn to troubleshoot, repair and rebuild an engine; understand rules 
and regulations for small engines; and explore starting a small engine 
business or career.

Power of the Wind
Learn how wind can be used for sailing, lifting, pumping water and 
creating electricity. You’ll get to design and build a wind-powered boat 
and wind turbines; discover where and why the wind blows; and explore 
the wind in art and literature.

Entomology
If you’ve ever chased butterflies, caught a ladybug for a closer 
look or started a bug collection, the entomology project may be a 
great fit. You’ll learn the anatomy of an insect; make an insect net; 
and collect, pin, label and exhibit an insect collection. Later, you’ll 
study how insects move, learn about insecticides and explore 
insect behavior.

Learning by Doing
Plant a butterfly garden, catch and observe a spider in its web, 
conduct an insect survey and start an insect collection for exhibit 
at the fair.

Environmental Science
Our growing environmental science curriculum helps you not 
only learn about your environment, but also explore ecosystems; 
understand conservation; learn how water can be responsibly 
preserved, protected, used and reused; expand recycling efforts; 
and understand your ecological footprint.

Learning by Doing
Organize a park, highway, or waterway cleanup; research an 
environmental topic of your choice and make a video or do a 
project talk; locate credible research on climate change to decide 
what you believe and why.

Exploring 4-H
This project is for first- and second-year members. It’s a great way 
to explore 4-H projects without officially committing. Members 
will be exposed to numerous project areas with the guidance of 
older members and adult volunteers. 

Family Studies 
Learn about growing and maintaining a healthy family by 
learning about child development, building family strengths and 
managing a household.

Child Development
Learn how children grow and develop physically, socially, mentally 
and emotionally. Observe how people express emotions, identify 
characteristics of friends, learn socially accepted manners and customs, 
and observe child behavior.

Family
Learn behaviors that develop friendships, develop respect for others 
and their belongings, understand the need for rules; express feelings in 
a positive way, cope with change and stress, learn physical changes of 
adolescence, study the effects of employment on family and lifestyle, and 
learn to use consensus and compromise.

Consumer Skills
Responsible financial management is an important factor in successful 
families. Learn to determine differences between needs and wants, 
develop a savings plan for a specific goal, practice comparison shopping, 
learn to manage a checking account, recognize target advertising, 
identify consumer rights and learn the value of employment. 

Learning by Doing
Partner with a peer to explore and discover solutions to today’s 
consumer topics, create an intergenerational community-service 
project, and establish a baby-sitting service.

Fiber Arts
If you’ve ever wondered how to crochet a scarf, embroider a 
pillowcase or make a quit, this project can help you learn these 
skills and more. Fiber Arts focuses on skills passed down through 
generations to provide basic family needs, such as apparel, home 
furnishings and decorations.

Crochet 
Learn single crochet, double crochet and many other stitches; advance to
hairpin lace.

Knitting 
Learn casting on, knit and purl stitches.

Needle Arts 
Learn embroidery, cross-stitch, needlepoint, candle wicking, crewel, 
lacework and applique techniques. 

Patchwork and Quiliting 
Learn to stitch, tie and design quilts.



Rug Making
Create latch hook and braided rugs.

Spinning
Make a hand spindle or prepare wool fibers.

Weaving
Learn parts of a loom or figure yarn needs for items.

Ethnic Arts
Learn textile art methods from different cultures that have been passed 
on throughout history.

Macramé 
Create ornamental knotting; learn terms, tools, techniques and cords.

Learning by Doing
Create items for fair exhibits or to donate to hospitals, shelters or 
nursing homes. 

Foods and Nutrition
In this project, you will have fun learning how to cook the basics 
and then advance to gourmet and international meals. Develop 
baking skills, learn about food preservation, explore the heritage 
of many foods and understand consumer buying skills. Learn how 
to make healthy snacks and modify recipes to fit a healthy lifestyle.
 
Learning by Doing
Enter a foods exhibit in the fair, plan and prepare snacks and meals 
for your family, incorporate exercise into daily life, and learn about 
food safety through activities like working in a club concession 
stand.

Geology
If you enjoy learning about interesting rocks or fossils, then dig 
into this project. Discover the types of minerals, rocks and fossils 
in your area and other geological formations across Kansas and in 
other states.

Learning by Doing
Geology field trips to various Kansas locations and collect, identify 
and display specimens. 

Health and Wellness
Health, exercise and recreation are vital parts of your daily lives. In 
these projects you can focus on physical activity, healthy eating, 
exercise, sports and recreation, or first aid.
 
Bicycle  
Learn and practice bicycle safety, identify parts of a bicycle, learn bicycle 
maintenance and repair, and practice safe riding at night and in adverse 
conditions.

Health
Learn basic first aid and create your own first aid kit; learn to choose 
nutrient-rich “power foods” for snacks; learn how to improve personal 
strength, flexibility and endurance; and design your personal fitness plan.

Outdoor Recreation  
Go enjoy the great outdoors. Learn about hiking, camping, finding shelter 
and backpacking; observe and care for nature; find your way using a 
compass, GPS, or landmarks. Apply the “Leave No Trace” ethic when 
backpacking and hiking.

Adventures 
Learn about different types of recreation identify personal areas of 
strength; and learn the benefits of recreation for your body and mind.

Home Environment
Interior design is all about making a house into a home. This 
project will help you experiment with colors, textures, light, sound 
and space to create the perfect feeling. You also can explore a 
career in interior design. 

Learning by Doing
Plan a room makeover, visit a design center and interview an 
interior designer.

Horses
If you love horses and want to learn how to safely handle, care 
and ride a horse that you own or lease at least 75 percent of the 
time the horse project is for you. In this project you will learn 
basic coat colors, breeds and horse anatomy; study horse health; 
participate in judging contests, quiz bowl and hippology; and 
give presentations. If you want to exhibit a horse in the District 
Show or State Fair, Achievement Level I is required to participate. 
Achievement Level I focuses on safe handling of horses. Then 
once completed Achievement Level I, Achievement Levels II, III, 
and IV can be taken to advance your educational knowledge 
of horses. 4-H Horse Identifications are due May 1 into the local 
Extension Office.
 
Learning by Doing
Visit a stable or farm; participate in the State Horse Judging 
Contest, State Horse Quiz Bowl, Horse Panorama, horse 
presentations and hippology; and exhibit at district and state 
horse shows.

Horseless Horse
If you love horses and do not own or lease a horse then the 
Horseless Horse project is for you. In this project, you can 
learn about horses, participate in judging contests, quiz bowl, 
hippology, give presentations, and can assist another 4-H 
member at horse shows and trail rides. In the Horseless Horse 
project a borrowed 4-H Identified horse can be shown locally in 
showmanship, only.

Learning by Doing
Visit a stable or farm; participate in the State Horse Judging 
Contest, State Horse Quiz Bowl, Horse Panorama, horse 
presentations and hippology; and attend district and state horse 
shows.

Leadership
Learn what it takes to be a leader through skills including 
understanding yourself, considering others’ feelings, being 
responsible, communicating, making decisions, and managing 
and working with groups. 

Learning by Doing
Join a Gavel Games team to run a meeting; volunteer for 
a committee; chair a committee; run for an office; attend 
Campference or the Kansas Youth Leadership Forum.



Meat Goats
The 4-H Meat Goat project is quickly growing as demand 
increases for meat products. You’ll learn how to select, raise and 
care for a meat goat; study breeds and anatomy; learn how to fit 
and show meat goats; recognize diseases; keep records; select 
breeding stock; learn key components in developing a goat herd; 
and evaluate feed ingredients.

Learning by Doing
Participate in Meat Goat Day at K-State, Livestock Sweepstakes, 
Kansas Junior Livestock Show and the State Meat Goat Show at 
the Kansas State Fair.

Performing Arts
Those who enjoy being in the spotlight on stage or being creative 
off stage may enjoy this project. Learn to express yourself in front 
of a crowd. 

Learning by Doing
Express yourself by creating and presenting a theatrical play or 
musical performance; participate in camp’s talent show, create a 
puppet show; create costumes, sets and props; and enter your 
local Club Days or other contests.

Pets
Whether you love fish, hamster or cats or other pets, these 
projects can help you learn more about your household friends 
and what different pet species need to stay healthy. 

Pets
Identify hazards for pets around your home, and learn about your pet’s 
feeding and care. Learn the symptoms and treatment of diseases as well 
as taxonomic classification.

Cats
Learn how to choose a cat, practice cat grooming techniques, study cat 
senses, begin to understand cat behavior, study cat diseases affecting 
people and learn about cat genetics.

Learning by Doing
Design a toy for your pet; create a commercial or a pet store 
scavenger hunt. 

Photography
Capture your friends, family and important events through 
photography.

Level 1 
Learn how a camera works, basic photo composition, organize a photo 
story and how to use a simple camera.

Level 2 
Learn shutter speeds and f-stops, the Rule of Thirds, and how to capture a 
point in time.

Level 3 
Use filters and a light meter and create still-life photos. See the differences 
between normal, wide angle, telephoto and zoom lenses.

Learning by Doing
Document your family or club activities through photos; enter 

a photo contest or fair exhibit; enter the photography judging 
contest at the Kansas State Fair.

Plant Science
Plant Science projects focus on raising a garden, growing 
flowers, forestry and field crops. This includes planning, planting, 
experimenting, understanding soils, seeds, insects, plant 
care, harvesting, weed identification and control, processing, 
exploring careers, and the relationship between trees, people and 
communities. 

Horticulture
Learn when, where and what to plant; learn the difference between cool 
and warm-season vegetables; learn plant parts and how they are used; 
learn how to use basic garden tools; study seed varieties and starting 
seeds indoors; study preventative pest controls; learn about specialty 
harvests and selling your produce; study plant pollinations; study food 
industry careers; and learn about biotechnology. 

Field Crops
Experiment with soil testing, grow and harvest crops, plant a wheat 
variety test plot, and learn about herbicides and fertilizers.

Forestry
Learn to identify trees, determine differences between trees and shrubs, 
learn about different trees and tree parts, graft a bud to a living tree, 
discover health benefits of trees, investigate forest changes and learn 
about forest health and learn forest conservation techniques. 

Learning by Doing
Participate in the Kansas 4-H State Wheat Expo; Crops 
Identification Contest at the Kansas State Fair; and Horticulture 
Judging Contest.

Poultry
This project is designed to help you learn about chickens and 
other poultry. You will learn poultry breeds and anatomy and how 
to care for and handle your birds. Learn how eggs are formed, 
how to select and judge broilers, make an egg candler, pecking 
orders; lead younger members in egg experiments; process 
chickens for food; and learn about biotechnology and poultry 
careers. 

Learning by Doing
Participate in the Poultry Judging Contest at the Kansas State Fair.

Rabbits
The rabbit project will allow you to learn to raise and care for your 
rabbits. Identify main breeds of rabbits and their anatomy, learn 
feeding and watering practices, learn to groom and show a rabbit, 
and care for newborn rabbits. It is best to enroll in the fall to 
prepare for receiving your first rabbit.

Learning by Doing
Join a 4-H Rabbit Judging Team; start with a doe and grow your 
project by selling rabbits.

Reading
This project encourages you to harness your love of reading to 
learn more abvout your 4-H projects, research new topics or 
entertain yourself. As Dr. Seuss wrote, “The more that you read, 



older).

Space Tech
Build model rockets, robots and explore space with telescopes. 
Discover the world of unmanned aerial systems, to safely and 
legally fly a drone.  Learn about computers and how to repair 
network devices. SpaceTech projects offer you the thrill of 
exploring the field of science and technology.

Rocketry/Aerospace
Discover how a model rocket works, study equipment and procedures for 
a safe launch, build and launch your own model rockets.

Astronomy
Study the different kinds and uses of telescopes, build a simple 
telescope, learn planet order by making a key ring bead system, build 
spectroscopes, distort light with lenses and prisms, and how to set up 
public viewings. 

Robotics
Learn about robot arms, legs, wheels or under-water propulsion; explore 
sensors, analog and digital systems; build basic circuits; design a robot; 
and program a robot to do a task.

Unmanned Aerial Systems
Explore the world from above the trees and discover new frontiers with 
Unmanned Aerial Systems (UAS). This project provides the opportunity 
to safely expand your understanding of UAS and the world around them. 
You can explore the uses and applications of UAS, including how they link 
to other projects such as geology, robotics, electronics, crop science and 
more.

Computers
Learn the basic components of a computer; identify the similarities 
and differences in office software applications; learn Internet safety. 
As you get older, learn to build, maintain and re-pair computers. Learn 
programming languages and network security. 

Learning by Doing
Teach your new SpaceTech skills to others; launch a rocket; build a 
robot and enter it at the county and state fair. 

Swine
If you want to learn about raising, caring for and managing a 
market or breeding hog, enroll in the swine project where you 
will study pork production from farrow to finish. Throughout the 
project you will identify different swine breeds and anatomy; 
types of feeds; identify symptoms, causes, and treatments of 
swine diseases; study breeding systems and performance data; 
and explore career opportunities in the swine industry.

Market Swine  
Select, raise and show a market hog.

Breeding Swine  
Select, raise and show a breeding gilt. As you grow in the project, you 
might manage your own breeding herd and sell market hogs to others.

Learning by Doing
Exhibit at a local swine show or participate in K-State’s Youth 
Swine Day; Kansas Junior Livestock Show; or the Kansas State Fair 
Swine Show. 

the more things you will know. The more that you learn, the more 
places you’ll go.”

Learning by Doing
Get a library card for your local public library, share a book review 
with others, and read with younger kids at an elementary school 
or after-school program.

Self-Determined
The self-determined project is just that—you decide what you 
do or study. Is there something you have a passion for that is 
not listed? This is your opportunity to create your own project. 
Research a sport, hobby or career—the sky is the limit.

Learning by Doing
Identify and pursue a personal passion or interest; set goals and 
evaluate the completion of your goals; and share your hobby, 
interest or activity with others. 

Sheep 
In this project, 4-H members can enroll in either market or 
breeding. Throughout your 4-H years, you will learn to identify 
sheep breeds and anatomy, manage and train sheep for show, 
learn safety and management practices for maintaining a flock, 
identify symptoms and treatment of diseases, study nutritional 
requirements, study technology’s impact on sheep production, 
and explore career opportunities in the sheep industry. 

Market Lamb 
Select, raise and show a market lamb; member must obtain ownership of
the animal; market ewes should not be returned to a breeding flock.

Breeding Sheep 
Select, raise and show a breeding ewe or purchase a flock of breeding 
ewes.

Learning by Doing
Exhibit at a local sheep show the Livestock Sweepstakes, or Kansas 
Junior Livestock Show.

Shooting Sports
If you want to learn to shoot an air rifle, shotgun or bow and 
arrow, you should check out the 4-H shooting sports project. This 
project teaches gun safety, care and safety of shooting sports 
equipment, hunting practices, and provides an opportunity to 
test your skills. To participate, youth must be 8 years of age as of 
January 1 of the current year.

Check with your county or district extension office about a 
certified program. Local certified shooting sports coordinators 
and instructors are required for each discipline. Disciplines include 
BB gun, air rifle, air pistol, archery, shotgun, hunting skills, muzzle 
loading, small bore rifle, small bore pistol, and western heritage. 

Learning by Doing
Demonstrate safe use of air rifle, shotgun, bow, etc., through 
practice, talks, demonstrations and exhibits. Exhibit shooting 
sports skills at local and district events. State matches for the 
different disciplines are held in the fall and spring, or participate in 
the Instructors Junior Apprentice Training Program (ages 14 and 



Visual Arts
Encourage your creative skills in learning how to draw, paint and 
work with different media. Explore art techniques, study art history 
and culture, or challenge yourself to discover new artistic talents. 
The visual arts project teaches artistic skills and the elements and 
principles of design. Projects include ceramics, leather and more, 
depending on your local 4-H program.
Learning by Doing
Practice drawing, painting and printing techniques in paint, 
pencil, chalk, charcoal or mixed media; learn sculpture techniques; 
make something from wood, leather, paper or clay; weave a 
basket or wall hanging; etch glass or metal; make jewelry and wire 
sculptures; create mosaics or nature crafts; discover new media. 
Enter your best work in the fair and teach others the new skills 
you’ve learned.

Wildlife
Kansas wildlife is an important part of the state’s heritage and 
environment, ranging from buffalo to birds and fish to deer. In this 
project you’ll learn about wildlife behavior, habitat requirements, 
how wildlife species fit into nature’s scheme, how they are 
managed and how they relate to humans. Some local units also 
offer sport fishing as an additional project.

Learning by Doing
Enter a sport fishing contest; create wildlife habitat; participate 
in the Hunting, Fishing and Fur Harvesting School; and enter the 
Wildlife Habitat Evaluation Contest.

Woodworking
Whether you want to build a bookshelf or a whole house, you’ll 
need similar skills, tools, fasteners and joints. In this project you’ll 
learn how to accurately measure and mark boards, use various 
tools, safety practices, identify types of lumber, and select wood 
based on grain. As you get older, you’ll learn to use power tools, 
discover technology in tools and explore career opportunities.

Learning by Doing
Select and build an item to exhibit at the fair; use your new skills 
to volunteer or help a neighbor; and teach others something you 
learn in the woodworking project.

Brand names appearing in this publication are for product identification purposes only. No 
endorsement is intended, nor is criticism implied of similar products not mentioned. 

Publications from Kansas State University are available at www.ksre.ksu.edu

Publications are reviewed or revised annually by appropriate faculty to reflect current research and 
practice. Date shown is that of publication or last revision. Contents of this publication may be 
freely reproduced for educational purposes. All other rights reserved. In each case, credit the authors, 
Publication Title, Kansas State University, Month Year.
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K-State Research and Extension is an equal opportunity provider and employer. Issued in 
furtherance of Cooperative Extension Work, Acts of May 8 and June 30, 1914, as amended. Kansas 
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4-H uses the Danish system of judging 
 

Danish System 
(K-State Research and Extension 

Post Rock Extension District) 
 
 

 
* All exhibits receive a ribbon. 
 
* Exhibits are judged in comparison with an ideal standard, not to each other. 
 
* Exhibits are placed in 4 ribbon groups - purple, blue, red, or white. 

 
Purple - outstanding on all standards. 

 
  Blue - exceeds the minimum standard; may have minor flaws where 

          improvements can be made. 
 
  Red - meets all minimum standards; may show visible signs of needed 

          improvements. 
 
  White - meets minimum standards; obvious improvements needed. 
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What is 4-H? 
 

4-H is an educational out-of-school, volunteer-led, family oriented program for boys & girls, 7 to 
19 years old.  4-H is for everyone, regardless of race, color, national origin, sex or handicap.  4-H 
is for rural and urban youth. 
 
Kansas 4-H provides educational strategies and opportunities for youth and adults to work in 
partnership as they develop life skills to become healthy, self-directing, contributing members of 
society.  A life skill is an ability that one can use in everyday life.  There are five basic life skills 
the Kansas 4-H program focuses on: 
 1.  A positive self-concept. 
 2.  Sound decision making, along with the ability to apply those decisions. 
 3.  An inquiring mind. 
 4.  Healthy interpersonal relationships. 
 5.  Concern for the community. 
 

4-H Motto 
 

“To Make The Best Better” 
 

4-H Pledge 
 

I pledge my head to clearer thinking, 
My heart to greater loyalty, 
My hands to larger service,  

And my health to better living, 
For my club, my community, my county, and my world. 

 
4-H Membership & Ages 

 
4-H membership is open to all boys and girls who are 7 years old before January 1 of the current 
4-H year, and have not passed their 19th birthday before January 1 of the current 4-H year.  
Kansas 4-H attracts both rural and urban youth.  Interested youth may join by completing the 
online enrollment (information can be obtained from 4-H club leaders).  New members may join 
4-H anytime during the year, but they may be limited on their participation due to established 
deadlines.   
 
Beginning in 2017, Kansas 4-H Youth Development will be asking families to invest in the 
present and future of the program.  With a $15 annual program-enrollment fee, each child will 
have access to a wide array of development opportunities at the local, regional, and state level.  
These structured, hands-on, relevant educational programs will continue the tradition and history 
of Kansas 4-H in building skills, confidence, and experiences that 4-H youth will carry with them 
for the rest of their lives. 
 

4-H Age & 4-H Year 
 
Some 4-H events require age limits.  4-H age is determined as the child’s age prior to January 1 
of the current year.  The 4-H year begins October 1 and ends September 30 of the following year.  
Members must re-enroll each year by December 1 with their club to remain on the district 
mailing list.  Re-enrollment consists of updating your personal information and selecting projects 
for the year. 
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4-H Enrollment Deadlines 
 
Youth may join 4-H at any time during the 4-H year (October 1 through September 30), 
however, participating in some parts of the 4-H program may require enrollment or ownership 
deadlines.  These deadlines are to ensure that exhibits or presentations reflect knowledge and 
skills gained in the 4-H project experience.   
 
Any 4-H member wishing to participate in the 4-H Club Day contest must be enrolled by 
December 1.  In order to exhibit at the county fair, the enrollment deadline for returning 4-H 
members is December 1, and for new 4-H members, the deadline is May 1.  All 4-H members 
have the opportunity to add and drop projects.  This deadline is May 1.  This will allow for 
mastery in the project(s) for which the 4-H member has enrolled. 
 

4-H Newsletter & Website 
 

The 4-H Newsletter is published monthly and distributed by the Central Kansas District  
4-H Extension Offices.  Each enrolled 4-H family in the district will receive a copy monthly.  
The Flash is also available on the District website. 
 
The website for the Central Kansas District is http://www.centralkansas.ksu.edu and the website 
for the Central Kansas District 4-H program is http://www.centralkansas.ksu.edu/4-H.  

 
Selecting a 4-H Project 

 
A 4-H project is a learning experience for the 4-H member.  Each 4-H member should select at 
least one project each year and complete the records for the project.  In choosing a project, the  
4-H’er will consult with his/her parents and 4-H leaders.  The 4-H’er should base the project 
selection on: 

1. His/her own interests, needs, and capabilities. 
2. His/her family situation. 
3. Suitability of the area in which he/she lives. 
 

Once chosen, the member will attend project meetings (if available).  These meetings will be 
conducted by project leaders at the club or district level who will schedule meetings and notify 
members of these meetings by club announcements or in the district monthly 4-H newsletter.  
Each member is encouraged to exhibit a completed project from his/her 4-H project at the fair. 
 
Projects may be added or dropped until May 1 of the 4-H year and this information should be 
submitted through 4HOnline (the online enrollment program). 
 
Early in a member’s 4-H career, he/she should consider developing a project plan.  This means 
selecting projects which compliment each other, giving the 4-H’er a deeper understanding of 
his/her basic project area.  The first two years of membership should be used for exploring the 
youth’s interests. 
 

http://www.centralkansas.ksu.edu/
http://www.centralkansas.ksu.edu/4-H
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4-H Records 
 
4-H records are an educational tool for enhancing the 4-H members’ learning.  When the 4-H’er 
joins, he/she will receive a green 4-H record book cover in the new member packet from the 
organizational leader.  The basic records are available on-line at the District website: 
http://www.centralkansas.ksu.edu/4-h under the Awards & Recognition page:  

 
Record Keeping Materials 

Permanent Record 
4-H Personal Page 

 
The Personal Page is where the 4-H member writes basic information about himself/herself for 
the current year.  The Permanent Records are where the 4-H member summarizes the year’s 
activities and events, both 4-H and non-4-H.  Each project has an individual record sheet 
(Central Kansas District 4-H Project Record) and is available on-line. 
 
Filling out records regularly during the year helps ease the pressure when books are due at the 
end of the 4-H year (in September).  Parents are advised to oversee the member’s work but it is 
best if the book is completed by the member. 
 
Kansas Award Portfolio (KAP) is another form of project records when the 4-H’er wants to 
apply for Area Champion in an individual project or may be completed instead of the project 
records and submitted to the Organizational Leader.  These forms are also available on-line at the 
district website.  The KAPs for District Champion are due in September. 
 
4-H Records need not be typed by younger members; however, if the 4-H’er is 13 or older it is 
highly recommended that the records be typed or computer generated. 

 
Who’s Who in 4-H 

 
4-H member:  A boy or girl participating in an Extension-designed or supported youth program 
is considered a 4-H member and is encouraged to participate in any other Extension-designed or 
supported youth program.  Club members are ages 7-18 (4-H age). 
 
Parents:  Parents are very important to the success a child will have in the 4-H program.  Parents 
are encouraged to attend monthly meetings with their child.  All club and districtwide events are 
open and parents are encouraged to attend. 
 
Organizational Club Leader:  A volunteer who is responsible for the organization of the club; 
helps with club goal-setting and program planning; promotes participation in club and outside 
the community programs, and assists club officers. 
 
Project Leader:  A volunteer who helps teach 4-H projects to 4-H’ers.  This person is often a 4-
H parent who agrees to provide leadership within a project.  This may also be a Teen Leader or a 
person from the community who has knowledge in a particular subject matter area.  Specific 
responsibilities include:  help select project, teach or provide teaching over a named period, and 
encourage participation in outside-the-community experiences. 
 
Central Kansas District:  An Extension District which consists of Saline and Ottawa Counties. 
 

http://www.centralkansas.ksu.edu/4-h
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Extension Agents:  Professionals responsible for conducting educational programs for 
Ottawa/Saline County residents.  Central Kansas Extension District (CKD) and Kansas State 
University employ the Extension Agents.  CKD has 7 agents—three agriculture agents, two 
family & consumer science agents, a horticulture agent, and a 4-H agent.  The Salina Extension 
Office is located in the Science Center on the Kansas State University Polytechnic Campus, 2218 
Scanlan Ave, Salina.  The phone number is 785-309-5850.  The Minneapolis Extension Office is 
located in the basement of the courthouse in Minneapolis.  The phone number is 785-392-2147. 
 
District 4-H Council:  A group which consists of up to four 4-H member representatives and 
two adults from each 4-H club in the District.  They meet six times a year.  The group plans 4-H 
activities and events for the District and develops the annual 4-H Council budget. 

 
Committees 

 
• There are opportunities for 4-H members and parents to serve on 4-H committees at the club 

and District level.  Committees plan and supervise events and activities, helping members 
develop a sense of teamwork.  Parents and adult supervisors may also serve to help 
committees be successful.   

• Members may volunteer to serve on a committee or they may be appointed.   
• All members should serve on at least one committee each year.  
• Clubs may have standing committees, which are appointed each year and serve throughout 

the entire year, such as hospitality, fundraising, membership, and program committees. 
• Special committees appointed during the year may plan a club tour, fair booth, or 

achievement program. 
 

4-H EVENTS 
 
There are numerous 4-H events throughout the year for members of all ages.  A few are outlined 
here.  More are outlined monthly in the 4-H Newsletter.  All of the events listed here are 
designed for participation by even the youngest 4-H members. 
 
Club Meetings:  Traditional monthly meetings with all members, leaders, and parents present 
for the individual 4-H club. 
 
Project Groups:  Another form of group within the District based upon one single project 
subject matter; including Hoofbeats (horse) and K-9 Capers (dog). 
 
Project Meetings:  Meetings of a small interest group, conducted by a leader, usually separate 
from the monthly club meeting.  These meetings may be club level or districtwide. 
 
National 4-H Week:  The first full week in October each year is set aside to recognize and 
promote 4-H.  Clubs may have window displays, booths or special promotion of 4-H in the 
community. 
 
4-H Celebration of Achievements:  The 4-H Celebration of Achievements is a time to 
recognize 4-H members for all of their achievements throughout the year.  Membership 
Achievement Pins, Club Seals, Project Medals, and other special awards are given out at this 
event.  A dessert bar is held during this event, which is sponsored by the Salina Downtown Lions 
Club.  This event, typically in November, is held in Minneapolis on even years and in Salina on 
odd years.  Everyone involved in 4-H is encouraged to attend. 
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Gavel Games & Model Meetings:  These are parliamentary procedure exercises to teach 
members about proper parliamentary procedures in a fun format.  These exercises are divided by 
age groups and are judged.  The event is usually held in January. 
 
4-H Club Day:  4-H Council event, held in February or March, that provides 4-H members the 
opportunity of developing public appearance skills.  Youth are encouraged to give project talks, 
demonstrations, or sharing talks.  If a public presentation is presented, youth may also participate 
in instrumental or vocal solos or a dance performance.  The presentation is evaluated by a judge 
and presented a purple, blue, red, or white ribbon.  Members giving sharing talks will receive an 
evaluation and a participation ribbon. 
 
Judging Schools and Contests:  Learning events where 4-H’ers evaluate stated problems and 
rate the best solutions which are given.  The contests & schools are divided by age of the 
members.  Topics covered may include General 4-H Information, Family & Consumer Science, 
Livestock, Photography, Dairy, Horse, Meat Utilization, and Horticulture.  Judging contests and 
schools may be held together to enable greater participation and teach younger members the 
proper judging techniques. 
 
Rookie Camp at Rock Springs 4-H Center:  A 2-day, 1 night experience for 4-H’ers in 1st or 
2nd grade.  It is held at Rock Springs 4-H Center near Junction City.  The camp is organized by 
the camp association which includes Butler, Leavenworth, Marion, McPherson, Rice, Sedgwick, 
and Shawnee counties and the Central Kansas District.  Teen 4-H members serve as camp 
counselors. 
 
4-H Camp at Rock Springs 4-H Center:  A 4-day, 3-night experience for 4-H’ers in 3rd to 7th 
grades, held at Rock Springs 4-H Center near Junction City.  Teen 4-H members serve as camp 
counselors.  The same Extension Units are involved as with Rookie Camp.  
 
Ottawa County Fair and Tri-Rivers Fair:  The annual events where 4-H’ers exhibit an end 
product of their current 4-H projects for evaluation.  Judging is done by conference evaluation 
method where the 4-H’er visits with the judge.  The Ottawa County Fair is held in mid to late 
July, and the Tri-Rivers Fair is held in early August.  Exhibits are awarded purple, blue, red, or 
white ribbons, based upon the judge’s decision.  Purple winners are eligible for State Fair if their 
4-H age is 9 or older and they meet the special requirements for eligibility in that division.   
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OTHER CLUB LEVEL VOLUNTEER POSITIONS 
 

There are several other positions available at the club level.  Your club may or may not have 
anyone in these positions so you may want to check with your club’s Organizational Leader(s). 
These positions are ways for the Organizational Leaders to share the load and may offer you 
additional resources for answers to your questions.   

• New Family Coordinator:  Welcomes visitors, explains 4-H to new and visiting 
families, and distributes 4-H information. 

• Project Leader Coordinator:  Organizes project leaders, explains & trains new project 
leaders, collates needed 4-H materials for members, and distributes materials to members. 

• Record & Awards Trainer:  Keeps members informed of Achievement Awards and 
requirements to receive the awards, trains members in the fundamentals of completing  
4-H records & Kansas Award Profiles. 

• Demonstration Trainer:  Trains members & adults concerning the fundamentals of 
presenting demonstrations & talks, coordinates 4-H Club Day entries and provides 
guidance for youth. 

 
Awards 

 

The object of awards in 4-H is to recognize 4-H’ers for their accomplishments and to help them 
learn the process of goal setting and evaluation.  The awards process is optional for each 
member.  Some of the awards are outlined here: 
 
Record Book Seal:  Annual award given to those members completing a record book and a 4-H 
checklist.  Seals are white, red, blue or purple and reflect the member’s 4-H involvement 
applicable to their age. 
 
Member Achievement Pins:  There are 10 Member Achievement Pins available for 4-H 
members with different requirements for each pin.  The basis for selection is increasing 
involvement in the 4-H program.  The application forms are available at the District website and 
members are encouraged to access this information early in the 4-H year to assist them in setting 
goals necessary to merit the next available pin.  Members are allowed to receive only one pin 
each year. 
 
District Champion:  Award presented to the members who completed a Kansas Award Portfolio 
(KAP) for individual projects and are judged to be the top in that project based on comparison 
and ranking of the portfolio against that of their peers.  These awards are presented at the 4-H 
Celebration of Achievements Program in November. 
 
Ribbons:  4-H uses the Danish system of ribbon awards.  In this system, the ribbon placings are 
defined as follows: 

• Purple – Outstanding on all standards 
• Blue – Exceeds the minimum standard; may have minor flaws where improvements can 

be made 
• Red – Meets all minimum standards; may be visible signs of needed improvements 
• White – Fails to meet minimum standards 

 
 
 
 
 
 
 
 

K-State Research and Extension is an equal opportunity provider and employer. 



 
 

 
The Essential Elements of 4-H Youth Development 

 
The National 4-H Curriculum Collection is designed to engage youth in learning opportunities that 
promote positive youth development. In 4-H, the critical components of a successful learning 
experience are a sense of Belonging, Independence, Mastery, and Generosity.  Across each curriculum, 
the 4-H Essential Elements (Belonging, Independence, Mastery, and Generosity) are embedded 
through the learning experience. In each facilitator’s guide, opportunities are provided to put the 
Essential Elements into practice. It is your role, as the facilitator, to foster growth of the Essential 
Elements through the learning experience.   
  
Belonging 
Youth need to know they are cared about by others and feel a sense of connection to others in the 
group. As the facilitator, it is important to provide youth the opportunity to feel physically and 
emotionally safe while actively participating in a group. Create a safe and inclusive environment and 
foster a positive relationship with youth learners. Use discussion questions that encourage youth to 
learn from each other, synthesize and use ideas collaboratively. 
 
Independence 
Youth need to know that they are able to influence people and events through decision-making and 
action. They learn to better understand themselves and become independent thinkers. Throughout each 
curriculum, youth are given opportunities to develop and reflect upon thoughts and responses to the 
challenges, explorations, and investigations. Youth begin to understand that they are able to act as 
change agents with confidence and competence as a result of their learning.     
 
Mastery 
In order to develop self-confidence youth need to feel and believe they are capable and they must 
experience success at solving problems and meeting challenges. Youth need a breadth and depth of 
topics that allow them to pursue their own interests. Introduce youth to expert knowledge and guide 
them toward their own sense of mastery and accomplishment. 
 
Generosity 
Youth need to feel their lives have meaning and purpose. Throughout each curriculum, youth are 
encouraged to broaden their perspectives, find relevance in the topic area and bring ideas back to their 
community.   
 
Adapted from 4-H Essential Elements of 4-H Youth Development, Dr. Cathann Kress, 2004. 
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Targeting Life Skills In 4-H i 
 

Marilyn N. Norman and Joy C. Jordanii 

Life Skills 
A skill is a learned ability. Life Skills are those 
competencies that assist people in functioning 
well in the environments in which they live. 
Youth development professionals are concerned 
with helping youth become competent in the life 
skills that will prepare them for transition to 
adulthood. Helping youth meet their basic needs 
and develop the competencies important to their 
immediate and future success is the role of the 
youth development professional.  4-H focuses on 
developing skills that are healthy and productive 
for both youth and their communities. 
 
Positive youth development programs identify the 
skills within the five targeted competency areas 
that are appropriate to the age of the youth in the 
program and offer experiences to teach these 
skills. Because skills are best learned through 
practice, many experiences that teach or reinforce 
skills must be provided. Mastery of any skill 
requires opportunities to try, make mistakes, and 
try again. 
 
Skills are learned in sequential steps related to the 
age and stage of development of the young 
person. Consequently, it is important to 
understand the developmental tasks and  
characteristics common to the ages of the youth  
with whom you work.  
 

Youth development professionals, are expected to 
have and apply this knowledge.  
 
The 4-H Framework 
 
4-H uses a framework based upon the 4-H Pledge 
to organize the delivery of experiences that 
support the growth and development of youth. 4-
H refers to this framework as a “Targeting Life 
Skills Model” (Hendricks, 1998).  This model 
addresses the skills within the five competency 
areas that youth development traditionally 
addresses. These are noted in the following 
description of the model. 
 

i This document is 4-H S FS101.9, one of a series of the Florida 4-H Program, Florida Cooperative Extension Service, Institute of Food and Agricultural 
Sciences, University of Florida.  This material is based upon work supported by the Cooperative Research, Education, and Extension Service, US 
Department of Agriculture, and K-State Research and Extension, Kansas State University, under special project number 99-EYAR-1-0747. This 4-H 101 
Handbook was developed by the 4-H 101 Design Team chaired by Andrea Hutson, USDA/Army Youth Development Project, CSREES/Virginia Tech 
University.  It was adapted for Florida by Marilyn N. Norman and Joy C. Jordan, State 4-H Program.  Please visit the 4-H Website at http://4h.ifas.ufl.edu 
 
ii Marilyn Norman, Associate Professor in Family Youth and Community Sciences, and State 4-H Program Leader, and Joy C. Jordan, Associate 
Professor in Family, Youth and Community Sciences, Institute of Food and Agricultural Sciences, University of Florida, Gainesville. 
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In this framework, two of the competencies have 
been combined in order to fit the four-category 
structure of the pledge. The important point, 
however, is that the skills needed for positive 
growth and development are addressed through 
4-H delivery format. Because these skills are 
inter-related, the categories in which they are 
placed could vary with organizational structures. 
 
 
4-H Focus of Youth Competencies 
 
HEAD: Knowledge, Reasoning and Creativity 
Competencies 
Thinking: using one’s mind to form ideas and 
make decisions; to imagine, to examine carefully 
in the mind, to consider. 
Managing: using resources to accomplish a 
purpose. 

HEART: Personal/Social Competencies 
Relating: establishing a mutual or reciprocal 
connection between two people that is 
wholesome and meaningful to both. 
Caring: showing understanding, kindness, 
concern and affection for others. 
 
HAND: Vocational/Citizenship Competencies 
Giving: providing, supplying, or causing to 
happen (social responsibility). 
Working: accomplishing something or earning 
pay to support oneself through physical or mental 
effort. 
 
HEALTH: Health/Physical Competencies 
Living: Acting or behaving; the manner or style 
of daily life. 
Being: living ones life; pursuing ones basic 
nature; involved in personal development.

 

Life Skills Developed Through 4-H 
The following chart lists the specific skills that lead to mastery in the four categories and eight subcategories of the 
4-H Targeting Life Skills Model. 
 

 
HEAD 
Thinking 
Learning to learn 
Decision-making 
Problem solving 
Critical thinking 
Service learning 
 
Managing 
Goal setting 
Planning/organizing 
Wise use of resources 
Keeping Records 
Resiliency 

 

 
HEART 
Relating 
Communications 
Cooperation 
Social Skills 
Conflict Resolution 
Accepting Differences 
 
Caring 
Concern for others 
Empathy 
Sharing 
Nurturing 
relationships 

 
HANDS 
Giving 
Community Service-

volunteering 
Leadership 
Responsible 
Contribution to group 
 
Working 
Marketable/useful 

skills 
Teamwork 
Self-motivation 

 
HEALTH 
Living 
Healthy life-style 
choices 
Stress Management 
Disease Prevention 
Personal Safety 
 
Being 
Self Esteem 
Self responsibility 
Character 
Managing feelings 
Self Discipline 

 
 

 
The following graphic represents a system for targeting skills that lead to mastery of targeted 
competencies. These are life skills and it is these skills that 4-H addresses. It is important to know this 
4-H framework as well as the structure as a youth program uses to organize the competencies it 
targets.  By understanding both structures, professionals, volunteers, and parents will know the 
expectations each organization has for staff and participants and will be able to partner more 
effectively. 
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Targeting Life Skills Model for 4-H 

 
Hendricks, P. (1998) “Developing Youth Curriculum Using the Targeting Life Skills Model” 
http://www.extension.iastate.edu/4H/skls.eval.htm  
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