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Introduction

This programme module may be delivered as a standalone module leading to certification in a QQI minor award. It may also be delivered as part of an overall validated programme leading to a Level 5 QQI Certificate. 

The teacher/tutor should familiarise themselves with the information contained in Laois and Offaly ETB programme descriptor for the relevant validated programme prior to delivering this programme module.
The programme module is structured as follows:
	1. Title of Programme Module

	2. QQI Component Title and Code

	3. Duration in hours

	4. Credit Value of QQI Component

	5. Status

	6. Special Requirements

	7. Aim of the Programme Module

	8. Objectives of the Programme Module

	9. Learning Outcomes

	10. Indicative Content

	11. Assessment
a. Assessment Technique(s)
b. Mapping of Learning Outcomes to Assessment Technique(s)
c. Guidelines for Assessment Activities

	12. Grading

	13. Learner Marking Sheet(s), including Assessment Criteria


Integrated Delivery and Assessment
The teacher/tutor is encouraged to integrate the delivery of content where an overlap between content of this programme module and one or more other programme modules is identified. This programme module will facilitate the learner to develop the academic and vocational language, literacy and numeracy skills relevant to the themes and content of the module. 

Likewise, the teacher/tutor is encouraged to integrate assessment where there is an opportunity to facilitate a learner to produce one piece of assessment evidence which demonstrates the learning outcomes from more than one programme module. The integration of the delivery and assessment of level 5 Communications and level 5 Mathematics modules with that of other level 5 modules is specifically encouraged, as appropriate. 
Indicative Content
The indicative content in Section 10 does not cover all teaching possibilities. The teacher/tutor is encouraged to be creative in devising and implementing other approaches, as appropriate. The use of examples is there to provide suggestions. The teacher/tutor is free to use other examples, as appropriate. The indicative content ensures all learning outcomes are addressed but it may not follow the same sequence as that in which the learning outcomes are listed in Section 9. It is the teacher’s/tutor’s responsibility to ensure that all learning outcomes are included in the delivery of this programme module.
Title of Programme Module
Adventure Activities

Component Name and Code 
Adventure Activities 5N4646

Duration in Hours
150 Hours (typical learner effort, to include both directed and self-directed learning).

Credit Value
15 Credits 
Status
This programme module may be compulsory or optional within the context of the validated programme. Please refer to the relevant programme descriptor, Section 9 Programme Structure.

Special Requirements
There are no specific validation requirements.

Aim of the Programme Module
To equip the learner with knowledge, skill and competence in the principles and practices underpinning adventure activities, i.e., risk management, the reflective practitioner model, effective team working and group dynamics and to enable the learner to assist in the delivery of adventure activities. 

Objectives of the Programme Module

· To explore with the learner how reflection in adventure activities is an important process within personal development and growth and understanding of the adventure experience.
·  To facilitate the learner in understanding the role of group dynamics and team working in adventure activities, by looking at soft skills such as listening and conflict resolution. 
·  To create an awareness in the learner of risk and risk management in adventure activities.
· To provide learners with opportunities to organise adventure activities.
· To assist the learner to develop the academic and vocational language, literacy and numeracy skills related to Adventure Activities through the medium of the indicative content.
· To enable the learner to take responsibility for his/her own learning.

Learning Outcomes of Level 5 Adventure Activities 5N4646
Learners will be able to:

1 Explain how adventure activities can contribute to the development of personal growth and team-building skills.

2.	Identify opportunities in the natural environment for organising adventure activities, simple expeditions and challenges.

3.	Explain how a structured reflection process can enhance participants’ personal development and understanding of the adventure experience.

4.	Explain the role and importance of group dynamics.

5. 	Evaluate how risk and perceived risk make adventure activities a powerful medium for personal growth and team-building. 

6.	Identify the key steps for risk management when designing an outdoor programme.

7.	Demonstrate effective listening skills in a group as a means of establishing effective group relations, and a climate of group support.

8.	Demonstrate a strategy for resolving conflict in a group using an adventure activity.

9.  	Use adventure activities to complement and develop other recreation activities.

10.	Organise and deliver adventure games that work as ‘icebreakers’ in a group.

11.	Organise and deliver team-building activities.

12.	Plan, carry out and review a suitable adventure activity.

13. 	Carry out a structured review of an adventure game with participants.

Indicative Content 
This section provides suggestions for programme content but is not intended to be prescriptive. The programme module can be delivered through classroom based learning activities, group discussions, one-to-one tutorials, field trips, case studies, role play and other suitable activities, as appropriate.


Section 1: Adventure and Risk Management
 Learning Outcomes 2,5,6,9,11 and 12

Facilitate the learner to:

Identify the key steps for risk management when designing an outdoor programme. See Ch 16 Martin, Bruce et al (2006).  Outdoor Leadership: Theory and Practice.  Human Kinetics. For example:

Practical aspects of risk management:
· Accident Potential (Risk vs. Severity Matrix)
· Reducing Accident Potential and Consequences

Process of Risk Management:
· Adherence to Published/ National Governing Body Guidelines
· Review of activity/ risk assessment
· Incident Prevention

Personal Training and Development:
· Practical training/ understanding of relevant NGB standards in the relevant adventure activities. Learners should be familiar with the National Governing body guidelines for working in the outdoors.

The importance of maintaining physical and emotional safety. For example:
· Consider how to foster and maintain trust in adventure activities
· Reflect on ethical issues in adventure activities

Evaluate how risk and perceived risk make adventure activities a powerful medium for               personal growth and team building:
· Understanding Risk in Adventure Activities.
· Why takes risks?
· Understand why leaving the ‘comfort zone’ can be a learning experience. 


Use adventure activities to complement and develop other recreation activities. Students can
explore how adventure activities can be integrated in other educational or recreation activities.    See Ch. 5 Creating the Learning Environment in Gilbertson, Ken et al (2006). Outdoor Education: Methods and Strategies. Human Kinetics.  Issues to be considered include the foundations of the Learning Environment (Physical Safety, Psychological Safety, Challenge and Relevance).
Identify opportunities in the natural environment for organising adventure activities, simple expeditions and challenges. Students should understand how to:
· Plan an adventure activity, simple expedition or challenge.
· Carry out an adventure activity, simple expedition or challenge.

Suggested Resources

Gilbertson, Ken et al (2006). Outdoor Education: Methods and Strategies. Human Kinetics. Martin, Bruce et al (2006).  Outdoor Leadership: Theory and Practice.  Human Kinetics.
Mortlock, Colin (1984).  The Adventure Alternative. Cicerone Press: Cumbria, UK.


Section 2: Structured Adventure Games
Learning Outcomes 4,7,8,10,11 and 13

Facilitate the learner to:

Organise and deliver adventure games that work as ‘icebreakers’ in the group. For example, at the beginning of the module break students into groups to organise and deliver ‘icebreakers’ to the rest of the group. This will allow the students to see the benefits of ‘icebreakers’ first-hand.

Organise and deliver team building activities. This can be done in a classroom or outdoor environment or a mixture of both. Encourage students to improvise their own team building activities and to develop a strong team in the student group.

Demonstrate effective listening skills in a group as a means of establishing effective group relations, and a climate of group support.
How to listen?
· Don’t talk- listen
· Don’t jump to conclusions
· Ask questions
· Overlook a speech problem, a twitch, language
· Keep an open mind
· Provide feedback

Demonstrate a strategy for resolving conflict in a group using an adventure activity. Some ideas that may be considered: How to build and maintain trust?

Venting: How and when to allow venting?

The use of empathy: Putting yourself in someone else’s shoes.

How to give good feedback? For example:

· Focus on the behaviour rather than the person.
· Focus on observations rather than inferences.
· Focus on description rather than judgement.
· Focus on specific rather than abstract.
· Focus on sharing of ideas rather than giving of advice.
· Focus on exploration of alternatives rather than answers or solutions.
· Focus on the value it may have to the recipient, rather than the value or ‘release’ that it provides to the person giving the feedback.
· Focus on the correct time and place.
· Focus on what is said rather than why it is said.

Teaching students how to give effective feedback. For example: 
· Give examples of how to give appropriate, constructive feedback vs. ineffective and   negative, hurtful feedback.
· The use of ‘I’ statements. 

Carry out a structured review of an adventure game with participants.
· Reflection and feedback:  allowing time for personal reflection.
· Why give feedback? The role of debrief and reflection in the learning process.

Explain the role and importance of group dynamics. Examples of ideas to explore include:
· The development of people skills and emotional intelligence.
· Body language in the group.
· Tuckman’s Theory of Group Development: Forming, Storming, Norming, Performing, Adjourning.

Suggested Resources

Gilbertson, Ken et al (2006). Outdoor Education: Methods and Strategies. Human Kinetics. 
Graham, John (2004), Outdoor Leadership: Technique, Common Sense and Self Confidence. The Mountaineers, Seattle. 
Martin, Bruce et al (2006).  Outdoor Leadership: Theory and Practice.  Human Kinetics.

Section 3: Reflection and Personal Growth
 Learning Outcomes 1, 3 and 12)

Facilitate the learner to:

Understand how adventure activities can contribute to the development of personal growth and team building skills. Ideas that can be explored include:
· Development of leaderships skills.
· Working as part of a team.
· The development character/ values through adventure activities.
· Listening to feedback.
· Setting goals.

Understand how a structured reflection process can enhance participants’ personal development and understanding of the adventure experience. For example:
· Examine the Plan, Do, Review Model of Experiential Learning.
· Emphasise the importance of reflection. What makes the reflective process so important?

· Alternative approaches: Can the mountain speak for themselves? 
 Recommended Link:  http://www.wilderdom.com/facilitation/Mountains.html

Plan, carry out and review a suitable adventure activity.
Ensure that this is done safely within the parameters of National Governing Body guidelines while at the same time allowing the students to challenge themselves. 

Suggested Resources
Gilbertson, Ken et al (2006). Outdoor Education: Methods and Strategies. Human Kinetics. Martin, Bruce et al (2006).  Outdoor Leadership: Theory and Practice.  Human Kinetics.
Mortlock, Colin (1984).  The Adventure Alternative. Cicerone Press: Cumbria, UK.
James, Thomas (1980), Can the Mountains Speak for Themselves?  Colorado Outward Bound.
Coaching Ireland Tutor Handbook and NGB Instructor course handbooks/ course notes.

[bookmark: Section11]Assessment
11a.	Assessment Techniques
Skills Demonstration	70%
Assignment		30%

11b.	Mapping of Learning Outcomes to Assessment Techniques
In order to ensure that the learner is facilitated to demonstrate the achievement of all learning outcomes from the component specification; each learning outcome is mapped to an assessment technique(s). This mapping should not restrict an assessor from taking an integrated approach to assessment.

	Learning Outcome	
	Assessment Technique

	1. Explain how adventure activities can contribute to the development of personal growth and team-building skills.
	Assignment

	2. Identify opportunities in the natural environment for organising adventure activities, simple expeditions and challenges.
	Skills Demonstration

	3. Explain how a structured reflection process can enhance participants’ personal development and understanding of the adventure experience.
	Assignment

	4. Explain the role and importance of group dynamics.
	Skills Demonstration

	5. Evaluate how risk and perceived risk make adventure activities a powerful medium for personal growth and team-building.
	Assignment

	6. Identify the key steps for risk management when designing an outdoor programme.
	Assignment

	7. Demonstrate effective listening skills in a group as a means of establishing effective group relations, and a climate of group support.
	Skills Demonstration

	8. Demonstrate a strategy for resolving conflict in a group using an adventure activity.
	Skills Demonstration

	9. Use adventure activities to complement and develop other recreation activities.
	Skills Demonstration

	10. Organise and deliver adventure games that work as ‘icebreakers’ in a group.
	Skills Demonstration

	11. Organise and deliver team-building activities.
	Skills Demonstration

	12. Plan, carry out and review a suitable adventure activity.
	Skills Demonstration

	13. Carry out a structured review of an adventure game with participants.
	Skills Demonstration



11c.  	Guidelines for Assessment Activities

The assessor is required to devise assessment briefs for the Skills Demonstration and Assignment.  In devising the assessment briefs, care should be taken to ensure that the learner is given the opportunity to show evidence of achievement of ALL the learning outcomes. Assessment briefs may be designed to allow the learner to make use of a wide range of media in presenting assessment evidence, as appropriate. Quality assured procedures must be in place to ensure the reliability of learner evidence.

	Skills Demonstration
	70%

	The Skills Demonstration may be carried out throughout the duration of this programme module.


	In one or more skills demonstrations, candidates will be observed delivering structured team working games and adventure activities to groups.

Candidates will be assessed planning, carrying out and reviewing each of the following:


· One adventure activity
· One ice breaker game
· One teambuilding activity

Evidence for this assessment technique may take the form of written, oral, graphic, audio, visual or digital evidence, or any combination of these. Any audio, video or digital evidence must be provided in a suitable format.

All instructions for the learner must be clearly outlined in an assessment brief.




	Assignment
	30%

	
The Assignment may be produced throughout the duration of this programme module. This assignment should be in report format and should be a minimum of 1,500 words.


	
The assignment report will require candidates to:

· Explain how adventure activities can contribute to the development of personal growth and team building skills.
· Explain how a structured reflection process can enhance participants’ personal development and understanding of the adventure experience.
· Explore how risk and perceived risk make adventure activities a powerful medium for personal growth and team building.
· Identify the key steps for risk management when doing an adventure activity.

Evidence for this assessment technique may take the form of written, oral, graphic, audio, visual or digital evidence, or any combination of these. Any audio, video or digital evidence must be provided in a suitable format.
All instructions for the learner must be clearly outlined in an assessment brief.



Grading

Distinction: 	80% - 100% 
Merit:		65% - 79%
Pass: 		50% - 64%
Unsuccessful:	0% - 49%

At levels 4, 5 and 6 major and minor awards will be graded. The grade achieved for the major award will be determined by the grades achieved in the minor awards.
	Adventure Activities
5N4646

	Learner Marking Sheet
Skills Demonstration
70%



Learner’s Name: ________________________________		
	Assessment Criteria

	MaximumMark
	LearnerMark

	Skills Demonstration:

Effective planning and demonstration of one adventure activity using group management skills

Effective planning and demonstration of an icebreaker game using group management skills

Effective planning and demonstration of a team-building activity using group management skills

Efficient identification of opportunities in the natural environment for organising adventure activities, simple expeditions and challenges.

Efficient use of adventure activities to complement and develop other recreation activities

Coherent and well-structured review of a suitable adventure activity and an adventure game with participants
	


		15


15



15


5


5



15





	

	Total Mark

	70
	




NO ROUNDING OF MARKS
The Assessor has signed the Summary Results Sheet to verify that the evidence presented in the attached portfolio is the work of the named learner and that the marks awarded here have been transcribed to the Summary Results Sheet


External Authenticator's Signature: ............................................................   Date: ...............................

	Adventure Activities
5N4646

	Learner Marking Sheet
Assignment 
30%



Learner’s Name: ________________________________		
	Assessment Criteria

	MaximumMark
	LearnerMark

	                          
Assignment        

Detailed explanation of the contribution of adventure activities supported by a structured reflection process to the development of personal growth and team building skills.


Thorough understanding of how risk and perceived risk make adventure activities a powerful medium for personal growth and team building.



Key steps for risk management when doing an adventure activity identified.
                 






	


        
10

         

10


   
         10

          
	 

	Total Mark

	30
	





NO ROUNDING OF MARKS
The Assessor has signed the Summary Results Sheet to verify that the evidence presented in the attached portfolio is the work of the named learner and that the marks awarded here have been transcribed to the Summary Results Sheet


External Authenticator's Signature: ............................................................   Date: ...............................
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