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these 
guidelines 

are designed for 
anyone interested in 
running an Agora. 

while it provides some useful 
insights and inspiration, it should 
not be considered a training kit on 
project management or a thesis on 

youth empowerment. 

if you need more information on these topics, 
this toolkit will direct you towards relevant 

resource documents. 

this is a basic resource and guide which your Rovers 
can use to build the internal framework for your own Agora 
event, according to the specific methods that work for you. 

throughout this document, you will notice certain terms highlighted  
in bold. these are explained in more detail in the glossary.

For superscript 1, 2 etc. see the back page for endnotes.
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welcome to Rovers everywhere. if you are interested in adding value to your 
Rover programme, maybe you would choose to run an Agora event, and these 

Guidelines could be very useful to you. 

An Agora is a meeting place of ideas and dreams, a source of inspiration and 
energy. it is essentially a place for debate and sharing as well as for teaching and 

learning. the fundamentals of scouting are present in a way that is attractive to 
young people of Rover age. Probably the most important output for Rovers is to 

gain new motivation and direction. 

if you are reading this, perhaps it is because you have heard somewhere 
of one of the exciting Agora events run annually in KisC (Kandersteg 

international scout Centre), and you liked the idea, or perhaps your association has or 
is planning to organize such an event. either way, we think these Guidelines will provide 
some interesting reading.

in scouting terms, an Agora is an educational tool that uses the scout Method to 
reach the educational objectives for the Rover age section1 with a particular emphasis 
on youth empowerment. what makes an Agora so special is that it is an event run for 
Rovers by Rovers, thus dealing with issues of importance and relevance to young people 
in present day society.

Being part of an active rover programme is an exciting experience for all involved. 
your Rover programme can have many elements which are usually undertaken with 
enthusiasm and effort, bringing a sense of fun and achievement, in addition to new 
knowledge and skills. these programmes often include active outdoor challenges or 
experiences, service, intercultural and community projects, practical skills development, 
leadership experiences; in other words, various events and activities designed to enable 
Rovers better develop their personal life skills. this variety in the programme is vital for 
growth and engagement. However, while we can easily find reasons and opportunities to 
have fun in an active way, it is also worthwhile considering the benefits of taking the time 
to have an Agora as part of your programme. 

This document aims to identify the benefits more clearly and guide you towards 
organising a successful Agora yourself. it is built on the collective knowledge and 
experience of those Rovers who have been involved in planning and organizing Agoras  
at national, european, and inter-regional levels over the last 6 years. starting by 
exploring the concept, the main characteristics, and the relevance of an Agora, it then 
goes on to look in more detail at the process of planning an event, concluding with some 
practical examples. 

we refer continually to Rovers in this document, but of course it applies equally to 
Rangers.

3

http://www.kisc.ch/
http://www.kisc.ch/


intROduCtiOn 

Chapter 1
tHe COnCePt 

  the main characteristics 

tHe RelevAnCe 

 why an Agora is relevant for a national scout Association (nsA) 

 why an Agora is relevant for participants 

 why an Agora is relevant for Planning team members 

 why an Agora is relevant for the community 

tHe essentiAl eleMents

 People  

 the scout Method  

tHe FRAMewORK

 topics 

 sessions 

 Methods 

tHe PROCess 

 Preparation 

 event 

 evaluation 

 impact 

3

6

8

10

 

24

30

Contents



Chapter 2
exAMPles OF nAtiOnAl AGORAs

 An Agora as a school of participation: 
  Cenáculo example from Cne - Portugal

 An Agora on the Rover programme:  
  example from sP-Fs - Finland 

 An Agora to prepare an event: 
  example from sGdF - France 

FRequently AsKed questiOns 

Chapter 3
ResOuRCes  

GlOssARy

wHeRe tO Find HelP/suPPORt 

AGORA PROCess tiMeline  

exAMPles OF sessiOns And ACtivities

exAMPles OF AGORA dOCuMents

 example of invitation letter (european Agora 2011) 

 example of Application Form (european Agora 2011) 

 example of Acceptance letter (european Agora 2011) 

 example of session Preparation sheet (inter-Regional Agora 2012) 

 example of Planning team Chart (inter-Regional Agora 2012) 

 example of evaluation Form (inter-Regional Agora 2012) 

list OF ResOuRCe dOCuMents 

34

42

 
46

48

50

51

52

79

93



let’s take a step back and look at why the name Agora was 
chosen. the agora was the central market-place in ancient 
Greek city-states. etymologically speaking, agora means 
‘gathering place’ or ‘assembly’. the agora was the centre  
of the athletic, artistic, spiritual, and political life; it was 
the heart of the city. An interesting aside is that the ancient 
agora of Athens is known as the birthplace of democracy.

The main ChaRaCTeRisTiCs

An event FOR ROveRs By ROveRs

At european level, the last age section of the scouting 
programme is referred to as Rovers, i.e. young people 
aged from 16 to 22 (although many national Scout 
associations (nSas) have different age ranges, they 
are usually within these parameters). Because they 
share similar needs, concerns, and goals; if the Planning 
team consists of Rovers, it will usually get closer to the 
participants than any adult leader would; it would certainly 
better satisfy the requests of the participants and fulfil their 
needs. As Baden-Powell used to say…“ask the boy”. 

Baden-Powell also used to say that the best way to learn 
things is through personal experience, by actually doing 
them. His term, learning by doing, encapsulates what the 
Planning team will get from organizing an Agora for its 
peers. 

FlexiBle in nAtuRe

By its very nature, because it is so flexible, an Agora may 
be the ideal tool to use in many different situations. it can 
be organized at local, regional, national, or international 
level, as a meeting place of experiences and ideas with a 
specific outcome in mind. It can be organized as an event to 
empower your Rovers, to bring them together to deal with 
different topics and discuss diverse issues. An Agora can be 
whatever you want it to be.  

eMPOweRs yOunG PeOPle

when it comes to empowering Rovers, both the Planning 
team and participants, a deliberate effort should be made 
to encourage, inspire, educate, motivate and challenge 
everyone to reach their highest potential. By doing so, these 
Rovers will develop their self-esteem, enhancing the quality 
of their leadership skills and life skills in general. 
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A combination of all of these 
characteristics should 
ensure a beneficial 
educational output 
and a successful 

Agora.

youth empowerment is an attitudinal, structural, and 
cultural process whereby young people gain the ability, 
authority, and agency to make decisions and implement 
change in their own lives and in the lives of other people. 
during an Agora, Rovers gain the skills, knowledge, and 
motivation necessary to become more involved. youth 
empowerment is a prerequisite to youth involvement 
which happens when young people play an active role in  
the decisions that affect them. 

youth empowerment can become a theme in itself during 
an Agora.2,3 Putting theory into practice allows for greater 
learning and more capacity to get involved. Although youth 
empowerment does not come simply by talking about it, 
the opportunity for in-depth theoretical discussions on the 
subject has added benefits.

ACtively uses tHe sCOut MetHOd

the active use of the scout Method is an essential 
requirement in an Agora1, the planning of which should 
include each of the seven elements: the law and Promise, 
learning by doing, team system, symbolic Framework, 
Personal Progression, nature, and Adult support.

exPlORes diFFeRent tHeMes OF iMPORtAnCe tO 
PARtiCiPAnts

Rovers have important, interesting, and creative thoughts 
and inputs on many issues. these themes of interest 
should be developed in educational sessions combined with 
practical discussions. For such discussions, small groups are 
probably more productive. teams give everyone a chance to 
be heard, to share their knowledge and experiences, and to 
think deeply about what is important to them. As a meeting 
place of ideas and dreams, this dimension of exchange and 
sharing is an important element of an Agora. 
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wHy An AGORA is RelevAnt FOR  
a naTional sCouT assoCiaTion (nsa)
An Agora is an educational experience and not just an 
event. the way in which it is organized and run actively 
contributes to the mission of scouting. Moreover, having 
Rovers discuss important issues can be very profitable 
for any nsA. it empowers Rovers and thus encourages 
greater quality involvement both inside and outside of 
the nsA. this pool of empowered Rovers becomes a 
valuable resource for your association. By acknowledging 
how Rovers organize an Agora for their peers, the nsA 
can strengthen the relevance of its Rover programme 
as a whole and can organize and/or support an Agora to 
address national, regional, or local scout issues. 

For example, an Agora can easily become a tool to:

4 launch a renewed Rover programme or introduce  
    it to new members of the movement.

4 involve Rovers in the planning of a bigger scout 
    event.

4 strengthen the identity and community of Rovers.

4 introduce to Rovers new ways of getting involved  
    and participating.

4 involve the Rover age section in the decision- 
    making processes.

4 Pave the way for international involvement of  
    Rovers and future collaboration between associations.

in this way an Agora is also relevant for Rover 
commissioners and Rover leaders as it enables direct input 
and feedback and allows them to check ‘the pulse’ of the 
Rover section on relevant issues.
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Actively participating 
in the process of an 

Agora can offer 
added value for 

all involved.

wHy An AGORA 
is RelevAnt FOR 
paRTiCipanTs
As both a motivational 
and educational tool, 
an Agora helps develop 
participants’ life skills. it 
is important to develop a 
precise profile of targeted 
participants, depending 
on the purpose of the 
Agora. this ensures that 
participants are involved in 
a meaningful way during 
the event. An Agora should 
not be an open event, 
which any available Rover 
can attend. it is more 
a matter of gathering 
representatives who have 
been selected (via elections 
or nominations) for their 
personal qualities and 
motivation. 

An Agora empowers 
its participants in terms 
of knowledge, skills, and 
motivation and gives them 
direction. As numbers are 
usually limited, an Agora 
offers a more intimate 
atmosphere with the 
possibility of creating strong 
friendships, engaging in 
meaningful exchanges, 
and contributing to active 
discussions. experiencing 
such an event has an 
added benefit in that it 
equips participants with 
the knowledge and skills, 
which they can use to 
better contribute to their 
association.     

wHy An AGORA 
is RelevAnt FOR 
planning Team 
membeRs
it is a new challenge. 
Rovers in the Planning 
team may acquire many 
new organizational skills 
while preparing, running, 
and evaluating their Agora. 
it is a chance to learn from 
other Rovers, and be part of 
a challenging and rewarding 
experience. An Agora 
creates an opportunity for 
the Planning team to get 
involved at a higher level 
of project management 
in a safe environment. it 
can contribute to the self-
development of a Rover and 
often becomes a milestone 
in their life as a young 
adult. 

Perhaps for the first time, 
Planning team members 
will have responsibility for 
the educational content 
of each of the sessions, 
and they must ensure that 
the event engages each 
of the elements of the 
scout Method. this is a 
big change from being on 
the receiving end of the 
‘programme’ where this 
responsibility has belonged 
to someone else. An Agora 
can be seen as an ideal 
transition for older Rovers 
from youth member to 
leader. 

wHy An AGORA  
is RelevAnt FOR 
The CommuniTy
scouting’s vision is to 
create a better world. 
this vision is not 
restricted to the scouting 
sphere; it encompasses 
our communities, our 
friends, our schools and 
universities; the entire 
society in which we live. 
during an Agora, Rovers 
discuss scout topics as well 
as issues of interest that go 
beyond scouting. 

service is an important 
element of Rovering and 
these sessions can be 
designed to encourage 
participants to better 
understand the needs of 
their communities. As 
they gain motivation and 
discover new ways of 
approaching some of the 
realities of their society, 
it is hoped that the Agora 
will strengthen their 
commitment to greater 
involvement. As a scout 
event focusing on youth 
empowerment, an Agora 
can contribute to the 
development of happy, 
active peace-builders and 
helpful citizens. 
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people
tHe PlAnninG teAM MeMBeRs

As already mentioned, an Agora is an event for Rovers by Rovers. the Planning team 
should consist of 3 to 6 Rovers. the idea is to have a small, tight team. this makes 
organization easier and usually leads to a more dynamic group. Rovers with different 
backgrounds (in terms of scouting/Rovering experience, gender, location, skills) bring 
different perspectives. The diversity of the Planning Team should also reflect the diversity 
sought in the targeted participants. For bigger events, the Planning team might require 
more Rovers with a small core group of leading organizers delegating but managing the 
progression of the entire event. 

 
tHe PlAnninG teAM sHOuld COnsist OF ROveRs wHO ARe:

4 enthusiastic and energetic

4 Active and capable 

4 imaginative and creative

4 Knowledgeable about scouting’s fundamentals

4 experienced in using a project approach/perspective

4 Responsible/Accountable/Consulted/informed (raci)  

the members of the Planning team can be recruited through different channels. For 
example, you may already have elected Rovers to be national/regional representatives, 
some of whom could be ideal for this. you can also advertise, as well as inviting 
participants from previous events, or Rovers with specific talents and abilities. If your 
Agora takes place on a regular basis, it is a good idea to keep some continuity by 
retaining some Planning team members to work alongside those new to the next team.  
the main thing is to have a team that can meet regularly and is willing to work hard. 

sKills RequiRed OF tHe PlAnninG teAM MeMBeRs: 

4 An ability to work well with others

4 An ability to communicate on many levels

4 An ability to organize and make decisions

4 A knowledge of diverse communication and presentation methods 

working 
hard 

together, 
pushing limits, 

learning new things, 
achieving goals and 

having good fun should 
ensure a successful Agora. 

the project’s content is one thing; 
the people involved are another, and 

equally important. when friendship and 
fun are nurtured, your Agora can reach a 

‘1+1=3’ level in which success goes beyond 
your expectations and all the things you could 

have planned!



1

2

tHe PARtiCiPAnts

to ensure the success of your Agora, it is important that the Agora participants are 
Rovers who represent the group, community, region, or country they come from. Good 
representation requires knowledge of the programme and the people they represent, 
as well as a degree of accountability in terms of reporting back to their peers. 
Consequently, motivated participants will feel a duty to engage and the overall quality of 
the Agora will be increased thanks to their input.

You might consider inviting Rovers who match a specific profile to participate. Or 
perhaps post specific requirements so that those interested can apply and thus have 
more ownership of their responsibilities. either way, participants should have enough 
information beforehand so that they know exactly what to expect. 

What follows are two examples of participant profiles. The first one is quite general 
while the second is more specific; it has been adapted from the profile of Rovers 
participating in the first Inter-Regional Agora in 2012.

exAMPle 1 - GeneRAl

Participants should be:

4 Members of the last age section. 
4 Actively involved at local or national level. 
4 Motivated representatives of their group, community, region, or country. 
4 eager to develop skills which will help them throughout their lives. 
4 interested in the themes to be discussed at the Agora. 
4 Good communicators with an ability to think outside the box.

exAMPle 2 - inteR-ReGiOnAl AGORA 2012

Participants should be:

4 Members of the last age section (aged 16-22). 
4 Able to understand and communicate well in english. 
4 Motivated to organize Rover events. the inter-Regional Agora 2012 does  
    not just address Rovers who have experience in participating in international 
    fora; it is an empowering opportunity for all motivated Rovers. 
4 Sufficiently knowledgeable of the Rover programme in their country. 
4 Prepared to feed back to their nsA, who should then consider the best ways  
    in which the experience accumulated during the event could be used for the 
    benefit of the programme for the Rover section of the country.

tHe AdvisOR

while an adult Advisor supports the Planning team as a consultant, they are not part 
of the Planning team. their role might be to help everyone understand the concept of 
the Agora, or to ensure that the educational goals of the Agora are met. A trusting and 
friendly relationship should exist between the Planning team and the Advisor. the role 
of the adult Advisor is to ensure that the programme can achieve its objectives by using 
the scout Method. the Advisor provides organizational support for the Planning team 
that might include budget monitoring, as well as giving advise on, or facilitating the right 
communication channels and networks. they might also help maintain the motivation  
of the Planning Team when it faces difficulties and provide a ‘safety net’ function.
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The sCouT meThod 
An Agora empowers Rovers through the active use of the scout Method. the educational 
strength of this Method should not be overlooked. the principle of learning by doing also 
means that scouts experience scouting; they don’t simply talk about scouting. therein 
lies the magic. 

An Agora is often the first major experience of educational-event planning for the 
Rovers on the Planning team. Consequently, it is important for them to think about what 
education means in scout terms. understanding the scout Method is a critical part of 
such an endeavor. By being fully aware of what the scout Method is and by explicitly and 
concretely trying to implement it when running the Agora, the Planning team members 
learn how to plan a successful scout educational-event, i.e. they are learning by doing.

As far as the participants are concerned, they are active Rovers. By choosing to 
be Rovers, they acknowledge the contribution that scouting makes to their lives. 
they might often wonder why they like scouting, especially when making decisions 
regarding their various other involvements in the context of intense study and socializing 
opportunities. Rovers have moved beyond simply experiencing scouting; they also are 
more aware of why they have chosen to be involved. As a Rover, active involvement 
and use of the scout Method is more of a conscious process than it is in the younger 
age sections. Age, experience, and level of understanding of their participation and 
involvement all come into play. 

the scout Method is a solid platform on which to build an educational event. the 
appropriate inclusion of each of the seven elements is vital to ensuring the success of 
your Agora. Consider the following as some examples of how the different elements 
might appear and use your creativity to devise other ways to make them evident.
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laW and promiSe  
At An AGORA

Commitment to scouting’s 
ideals should be obvious 
during the event. Rovers’ 
core identity as scouts, their 
acceptance of scout values, 
and what this means in their 
lives can be strengthened 
in many ways during the 
Agora.

the Planning team may 
create an atmosphere which 
reflects the positive attitude 
of the scouting Movement. 
while this may be diverse, 
it is a Movement of more 
than 31 million people, all 
of whom share the same 
vision and a very similar 
law and Promise.

ethics and morality 
can be one of the central 
discussion themes for the 
event with topics such as: 
4 what do scouts and/or 
    Rovers commit to?  
4 to what extent is 
    scouting different than 
    a hobby like football or 
    dancing? 

the participants can 
create a charter for the 
event, agreeing on certain 
rules and behaviors that 
they will honor.

progreSSive Scheme  
At An AGORA

the event should be structured so that the personal 
development of each participant reached during the event 
is evident and visible. this can be achieved by making the 
objectives of the event very clear to the participants and 
by allowing the participants to evaluate their progress. 
These objectives should be SMART (specific, measurable, 
ambitious, realistic, and timed).

every session should have its own objectives that 
contribute to the overall objectives of the event. Objectives 
should be introduced at the beginning of each session and 
revisited again at the end to make sure that they have 
been reached. Here again, a tool can be created to make 
this progressive learning process visible.

the Planning team can create a tool to help participants 
recognize their starting point in relation to some specific 
individual values, skills or knowledge of their own, possibly 
aligned with the objectives of the event. Rovers should be 
able to recognize their development in these areas over 
the course of the programme. new knowledge and skills 
can be identified as part of the evaluation process in an 
obvious way.3  

new personal goals can be set. Participants can be 
encouraged to reflect on their achievements during the 
Agora. they now have a new ‘starting point’ from which to 
set goals for their future.

Participants should learn from each others’ realities/
programmes. this sharing of experience should be 
strengthened with specific sessions. By bringing Rovers 
from different backgrounds to a place where they can 
exchange knowledge and information, they can confront 
their own convictions, knowledge or skills while recognizing 
those of others. Acknowledging these differences allows 
individual progression and mutual learning.

team SyStem  
At An AGORA

An Agora is a meeting 
place of ideas and a source 
of inspiration and energy. 
its structure lends itself 
to the use of small teams. 
this should be the default 
position. scouts and 
Rovers already have a wide 
experience of team work 
and its benefits. Small-
group work is particularly 
important where there are 
different levels of language 
proficiency. 

using the team system 
encourages each participant 
to have more opportunity 
to share and explore their 
own thoughts and ideas. it 
also allows everyone to be 
involved and contribute to 
the work.

An Agora should 
facilitate an opportunity for 
participants to experience 
different roles within a 
team. it may not happen 
by itself but it is not difficult 
to convince Rovers to 
take turns at being the 
facilitator, the presenter, the 
note taker, or maybe even 
a leader of the different 
small teams that are used 
throughout the Agora. 

using small teams for 
exercises encourages better 
interaction and leads to 
better quality results.
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laW and promiSe at an agora

the 2011 edition of the european Agora was called Alias-Rover.  
in the invitation letters, the theme was introduced with the following 

words: ‘Alias sometimes means pseudonym; a way to call someone or 
something differently. thus, it is a sort of nickname that is part of one’s 

identity. with the theme Alias-Rover, we would like to acknowledge our 
identities as Rovers; identities that always exist even when we are not 

wearing our uniform, even when we are not attending a formal scout 
meeting. we will thus address and challenge Rovers’ commitment in 

society and try to understand what Rovering means.’

On the last evening, when wrapping up the work produced during 
this Agora, (the event focus on what being a Rover means), everyone 

was invited to renew their Scout Promise around the campfire. It was 
an inspiring and meaningful moment after three days of sessions, 

games, and friendship.

15



progreSSive Scheme at an agora

the 1st inter-Regional Agora promotional video depicted a Rover 
arriving at the Agora with a little backpack and leaving the event 

with a much bigger one and lots of friends from all over the 
world. 

during the event, to make the participants’ progression and 
the achievement of the Agora’s objectives visible, a summary 

handout was added at the end of each session to the backpack 
of the image of a big Rover depicted on a wall in the main room. 

when putting these elements in the backpack, the session leader 
recalled how the session fitted into the overall educational 

process of the Agora. Handouts were also distributed to the 
participants. 
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team SyStem at an agora

during the 1st inter-Regional Agora in 2012, a Six thinking hats session  
was used to address the issue of youth participation in decision-making. 

the participants formed teams of six Rovers. each team was given a 
concrete scenario inspired by common scout challenges at different 

decision-making levels (Rover team, local group, district, national, 
international, world levels). After being introduced to the six thinking  

Hats method in the first phase of the session, each team was asked to  
find a solution through discussion. When speaking up, a member had to  

find the hat corresponding to the nature of their input. In the second phase, 
while they were trying to strengthen their solution by seeking a greater 

level of youth participation, they were asked to all wear the same hat at 
the same time and give input of the same nature before changing hats and 

moving on. 

in this way, they were both able to identify their individual tendencies 
in terms of the nature of their input in problem-solving situations, and 

experience other roles while discovering an efficient approach/method to 
teamwork and decision-making.
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SymBolic frameWork  
At An AGORA

the symbolic Framework is 
part of the scout Method. 
even if experience shows 
that Rovers sometimes 
think it is more suitable 
to younger age sections, 
it is equally relevant to 
the Rover age. we enjoy 
stories, adventure, and 
having fun at any age. 

the symbolic Framework 
is the outward appearance 
of your event which helps 
to tie it together in a visible 
way and make it more fun 
and exciting. it is important 
to use it to bring meaning 
to your event and to serve 
your educational objectives; 
it is not just for colour and 
decoration. your symbolic 
Framework can complement 
your theme in many ways. 
For it to have credibility, 
it is important to launch it 
properly, maintain it during 
the entire event, and  
conclude it carefully. 

the symbolic Framework 
will influence everything 
from the name of your 
event, to the invitation 
and acceptance letters; 
from the decoration of 
your venue to the methods 
and games used in your 
sessions. Make it vibrant 
from start to finish. 

symbolic Frameworks 
for Rover age generally 
concentrate on a voyage 
of discovery and self-
discovery. 

nature  
At An AGORA

Baden-Powell once wrote 
that ‘the man who is 
blind to the beauties of 
nature has missed half the 
pleasure of life.’ there’s 
no need for a reminder 
of the importance of the 
role played by nature in 
scouting: run the exact 
same activity inside and 
outside and you will grasp 
the sense of what nature 
can bring in terms of 
dynamics, energy, and 
teaching. the Planning 
team should carefully 
choose the venue and 
make the most of it. Baden 
Powell also said: ‘For those 
who have eyes to see and 
ears to hear, the forest 
is at once a laboratory, a 
club and a temple.’ using 
the outdoors encourages 
movement and involves the 
use of larger spaces and 
different environments. 
nature is a place for 
adventure and challenge, 
leading to achievement and 
empowerment. it is also  
a place for silence and 
introspection. 

sessions, meditations, 
and games can be designed 
to take advantage of 
particular features of the 
environment.

when it comes to how 
meals and accommodation 
are organized, capitalize on 
nature.

Make your event as green 
as possible.  
4 Consider the channels of 
    communication you 
    choose to send out 
    information.  
4 don’t forget to recycle.

learning By doing  
At An AGORA

Participants will learn 
through interactive 
sessions, activities, and 
discussions. it is important 
to place a strong emphasis 
on capitalizing knowledge 
and reflecting on what 
has been learnt both in 
terms of content and 
method (running a session 
on conflict resolution for 
instance will attract more 
interest if the theoretical 
part is followed with role 
play). 

For the Planning team, 
the learning experience in 
terms of project managing 
an educational-event will 
be huge. More broadly 
speaking, participating in 
an international Agora can 
also be a valuable learning 
experience for a Rover 
willing to run a national or 
local Agora back home. 

adult Support  
At An AGORA

this aspect of the scout 
Method can take many 
shapes as there are a 
variety of ways in which 
the participants and the 
Planning team can be 
supported by adults. the 
presence of the Advisor 
both during the planning 
process and at the actual 
event is important, if not 
vital, for the success of 
the Agora. the unique 
relationship between 
youth and adults built on 
equality, respect, and trust 
encourages experiential 
learning and can contribute 
to the development of an 
exciting programme. 

the Advisor, although not 
a member of the Planning 
team, offers another 
element of diversity. the 
role of the adult Advisor can 
vary according to the needs 
of each Planning team. 
Adult support at an Agora 
can also go further than 
the mentoring relationship 
between the Advisor and 
the Planning team:

4 invite inspiring adult 
    guest speakers and 
    experts.

4 Run sessions involving 
    input from both adults 
    and Rovers.

4 Connect your Agora 
    and its outcomes to 
    other networks of youth 
    and adults, such as 
    other organizations or 
    think-tanks.
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SymBolic frameWork at an agora

in 2009 an Agora was organized to strengthen Rovers’ 
involvement in the decision-making processes of their Rover 

programme. the theme of the Agora was democracy and its 
symbolic Framework was the Agora in Ancient Greece. 

Participants were asked to wear togas for the opening and 
closing ceremonies, a Greek dinner was organized, some 

sessions were inspired by the debating and voting models 
of ancient Greek Fora, a Project Fair was set up as a Greek 

market-place, and more adventurous activities were run 
outdoors on the model of the Olympic Games with the values of 

peace and constructive inter-generational dialogue between 
athletes, etc. the educational content of the sessions was 

intended to increase democracy within Rover programmes.
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nature, naturally! at an agora

At Agoras, we would seldom find the time to organize a hike just 
for the sake of hiking... but when it comes to building team-

spirit and getting participants to freely discuss important topics, 
the outcomes are very valuable! the Walkie talkie session is a 

classic for many Agoras. 

it is an adaptable tool that does not require too much work on 
the part of the Planning team and besides, participants really 

like having opportunities to chat! it has been used as a short 
exercise, making valuable use of time spent walking from one 

venue to another through a forest, on an evening activity. it has 
also been given more time during the day where the route was 

a circular one and there was short team tasks to be performed 
along the way. it is another way to enable Rovers to enjoy 

nature.
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learning By doing at an agora

The first Inter-Regional Agora in 2012 introduced the project 
approach. to empower the participating Rovers in the area 

of project management, their needs were determined. then, 
they creatively chose ideas for projects; were introduced to the 

necessary tools to successfully run these projects; and put in 
the situation of actually planning, running, and evaluating their 

projects. 

via an accelerated simulation session with deadlines for  
handing-in communication strategies, programmes of activities, 

etc.; participants experience what it means to manage a project. 
they learn much more under this kind of motivating pressure 

and they feel confident afterwards when it comes to actually 
implementing their projects back home.
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adult Support

the World café is a powerful session in terms of 
outputs. it aims at providing several solutions or 

answers to one issue or question. For example, when 
drafting a new Rover programme, a nsA can organize an 

Agora and invite Rovers, Rover Advisors, and members 
of the national Rover team, to sit at the same table. 

thanks to their different experiences and perspectives, 
their input will contribute to a new Rover programme 

of quality. through the process of a world Café, their 
creativity will be strengthened and the final decision-

makers will have several propositions for the Rover 
programme. 



the scout Method works because its seven 
elements complement each other; they  

are coordinated and balanced. 

Baden-Powell explains it as follows: 
‘if some instruments are missing 
from an orchestra or out of tune 

or too loud, the concert will 
never sound tuneful and 

harmonious.’ so it is 
with the elements  

of the scout 
Method and 
the Agora.



Topics
The objectives of your event will directly influence the topics you choose. An Agora is 
a good opportunity to go deep into topics. it is important to have sMARt objectives 
(specific, measurable, ambitious, realistic, timed), an educational process of discovery 
and learning coherently linking a limited number of topics. depending on the aim of your 
Agora, different types of topics might be appropriate:

yOutH PARtiCiPAtiOn 
tOPiCs

An Agora aims to empower 
Rovers and increase their 
capacity to play an active 
role in the decisions that 
affect their lives inside 
and outside scouting. 
Following the principle of 
learning by doing, we know 
that we cannot simply 
talk about these topics. 
However, it is true that 
transforming theory to 
practice is a valuable plus. 
some examples of youth 
participation topics:

4 youth empowerment

4 youth involvement in 
    decision-making

4 leadership

4 inter-generational 
    dialogue

4 Co-mentorship 

GlOBAl tOPiCs 

when aiming to create 
a better world, scouts 
acknowledge the potential 
of scouting to impact 
and contribute to the 
improvement of our world, 
our society, and our 
communities. this requires 
knowledge of what’s going 
on. Rovers and youth in 
general care about global 
issues in a particular way 
for they will be the ones 
facing the consequences 
in the years to come. why 
haven’t we solved these? 
Are the decision-makers 
not creative enough? some 
examples of global topics:  

4 Global warming

4 Peace

4 international 
    development and 
    inequalities

4 Human rights

4 world citizenship

4 immigration

sCOut tOPiCs 

Agora is a tool that 
can be used to tackle 
many topics or issues. 
it strengthens Rovering, 
the community of Rovers, 
and seeks their input by 
creating an opportunity 
for them to speak up in a 
safe environment. some 
examples of scout topics:  

4 the scout Method or 
    one of its 7 elements

4 Growth

4 embracing change

4 Rover identity

4 your Rover programme 
    and its tools and 
    structure

4 An up-coming scout 
    event

4 Communication

4 Fundraising

4 Project management

OtHeR tOPiCs OF 
inteRest tO tHe 
PARtiCiPAnts 

depending on the 
objectives you have set for 
your Agora, you might want 
to discuss other topics of 
interest to the participants. 
An Agora is meant to be a 
fun and interesting human 
experience composed 
of training sessions, 
discussions, informal times, 
games, outdoor activities, 
etc. Here are some ideas  
of topics of interest to 
young adults: 

4 Job opportunities  
    for youth

4 traveling

4 Academic topics 

4 information and 
    communication 
    technologies

4 social media

4 skills for life 
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sessions
your sessions are the building blocks of your Agora and 
should support your topics, involving a combination of 
content and methods with specific objectives fitting within 
the overall educational process.4

For the sake of having a strong Progressive scheme 
and facilitating the learning experience, the objectives 
of each session should be made clear to the participants 
at the start of every session. How the session objectives 
relate to the overall educational process of the Agora can 
also be pointed out. these are important benchmarks for 
the participants, who then realize what they are going 
to experience, and what they have learnt. the overall 
structure of the session and its timing should also be 
clearly communicated. 

At the end, it is important to clearly show the outcomes 
of and takeaways from the session. when wrapping up, 
it is essential to revisit the initial objectives to make sure 
that they have been reached, and to link them to future 
sessions. 

since a session also has its own micro-educational 
process, it has operational objectives of a different nature. 
in fact, not only does it enrich the knowledge and skills 
of the Rovers involved, it impacts their motivation and 
their interactions either as participants or Planning team 
members. the Planning team’s control over the process  
of the sessions will change depending on whether a session 
aims at informing the participants through a presentation 
format or enhancing their creativity through a task or 
discussion format. For instance, there could be sessions 
during which the Planning team simply facilitates the work 
of the participants. this is important because ultimately, 
an Agora is a meeting place of ideas, projects, and 
experiences. It should always have a specific emphasis  
on discussing, sharing, and learning by doing. 
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some pre-activity settings 
or communication? How do 
we conclude the story? 

wHAt ARe tHe ROles? 
who does what and 
when? How do we include 
everybody in the game, 
even someone with 
challenges or disabilities? 
what are the roles of the 
Planning team members? 
what are the roles of the 
participants? How do we 
make sure that these roles 
are clearly understood 
by everyone? Are these 
roles active or passive? do 
they require some specific 
material or costumes?  

wHAt is tHe ACtiOn?
what do we concretely do? 
is there more than one 
action? Are these actions 
engaging? interesting? 
do they serve our goals 
and the objectives of our 
session and our Agora? A 
session usually combines 
several types of actions. 
these are closely related to 
the methods you will use 
for your sessions. while the 
following are some broad 
categories of actions, you 
should be more precise 
when preparing a session:

4 socializing and playing

4 Hiking

4 Brainstorming and 
    presenting

4 Creating and producing

4 Acting and simulating

4 thinking and 
    meditating

4 discussing and 
    debating

4 Reporting and 
    evaluating

4 valorizing

All these actions can take 
different shapes whether 
they are experienced at 
individual level, in pairs, or 
in groups. they can also go 
beyond the boundaries of 
the participating Rovers and 
include the Planning team, 
the different contributors/
speakers, the Advisor, 
and those supporting the 
event. it is also engaging 
and empowering to meet 
locals and maybe run some 
short projects with a local 
institution, a school, an 
association, a hospital, etc.

while it is tempting to 
divide the sessions between 
the Planning team, it is 
more useful if the sessions 
are organized communally. 
if, on the other hand, the 
sessions are divided out 
amongst the Planning 
team, good communication 
is essential for maintaining 
a unified approach, dynamic 
sessions, and a good flow 
between them. As much 
as possible, the entire 
Planning team should 
be present during every 
session so as to support the 
Rover(s) in charge, to give 
them feedback afterwards,  
to ‘feel the room’ before 
the following sessions, 
and to enjoy the human 
experience. there needs to 
be a strong link between 
participants and the 
Planning team. Remember, 
this is an event for Rovers, 
by Rovers.

PRePARinG A sessiOn  
OR A GAMe? You will find 
the following framework 
useful:

wHAt is tHe OBJeCtive? 
what is it that we want the 
participants to achieve, or 
what do we want to know 
from them? 

wHAt ARe tHe lOGistiCs?
when and where is the 
activity going to take 
place? what material will 
it require? How does the 
environment contribute  
to/affect the activity?  
How will we ensure safety? 
does this require some 
pre-activity communication 
and if so, when and how is 
this information distributed? 
How long will the activity 
last? why is this duration 
good?

wHAt ARe tHe Rules? 
why these rules? why do 
they work? How will we 
explain the activity and 
its rules? is this a creative 
way of explaining the 
objectives of the activity? is 
it an efficient way? Which 
material if any will we use 
for this specific purpose? 

wHO ARe tHe teAMs?
do we need teams? How 
do we create the teams? 
Are we being creative here? 
How do we make sure that 
they are balanced? do 
they require some specific 
material?

wHAt is tHe syMBOliC 
FRAMewORK? 
How is the symbolic 
Framework going to 
contribute to the activity? 
How do we make it visible? 
How do we launch it? How 
do we maintain it? does 
it require an invitation or 
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methods
the methods you will use will vary according to the content of your sessions and their 
objectives. the following factors will also impact your choice of methods:

4 number of participants and their backgrounds

4 your event environment and the material available to you

4 Competencies and skills of your Planning team and other contributors/speakers

4 educational approach and strategy you have chosen

diversity within a Planning team will ensure different personal experiences providing 
ideas and knowledge of different types of activities and session methods. you should 
valorize these competencies and make the most of them. the Planning team should also 
be flexible and adapt or combine methods to better fit the sessions. Exposure to various 
methods means exposure to different roles and positions as well as different skills and 
learning processes. Furthermore, the Planning team should seek to balance the level of 
energy required for each session. in fact, it is important not to burn-out the participants 
and to acknowledge their limits and those of the Planning team. to this extent, 
continuous feedback from participants is both useful and essential to allow the Planning 
team to adapt if necessary.   

when choosing the methods you use in your sessions, keep the scout Method in mind. 
the use of teams, the emphasis on progression, the need to put theory into practice, 
the importance of nature, etc., are all elements leading to interactive sessions. Although 
some sessions will be more tiring and intense than others, this does not mean that they 
should not all be interactive, interesting, and fun. At the session level, however, it is 
important to adapt the methods to a fluctuating level of attention1.

Graph taken from the t-Kit n°6 on training essentials shows how methods should impact attentiveness.
see resource documents back page. 27
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AlsO COnsideR tHe COntRiButiOns OF:

4 visual content (pictures and videos, schemes and 
    drawings, Post-it™ and flipcharts, symbols and Smileys, 
    PowerPoint and Prezi presentations, handouts, etc.)

4 audio content (music, microphone, silence, etc.)

4 materials (costumes, material to mould or create 
    visually, sport equipment, etc.)

4 physical and environmental settings (lights, 
    position of chairs, tables, decoration, etc.) 

4 levity vs. seriousness.
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the 
texture 
of your 

sessions - 
meaning the 

different elements 
of content and form - 

will influence the overall 
success of your event. it 

requires careful and precise 
preparation. 

the success of a session often takes the 
shape of intellectual emulation illustrated 

by participants continued thinking, talking, 
debating, and creating when the session is over 

and when they could go to bed or simply eat their 
lunch. 

Be attentive to these golden moments but also leave space 
for them to happen: they are the consequence of scheduling 

informal time, time to enhance discussions and friendship, time to 
go deep into a limited number of topics with interactive methods.



need initially, there is a need. Perhaps your Rover programme needs to be developed 
in a given dimension. this need dictates the goal of your Agora.

 exAMPle: Our Rover programme needs to have a greater impact in our 
      communities, gain visibility and to reach out.

the goal of your Agora is what you are aiming at in terms of outcomes.  
However, it remains a big picture and has to be detailed in terms of precise 

objectives.

 exAMPle: Our Rovers should conduct more projects in their communities.

goal

Specific, Measurable, Ambitious, Realistic, and Timed (SMART) objectives  
allow you to reach you goal.

these objectives imply acquisition of knowledge, skills, values and attitudes 
regarding specific topics.

 exAMPle: By the end of the Agora the participants will have:

            4 developed a Rover project to run in their respective communities.

            4 Produced with the Planning team a mock-up for the chapter on  
                    ‘Community service’ in the new Rovers notebook.

objeCTives

the Planning team will choose topics of interest to the participants. these  
topics should feed into the objectives of your Agora. these topics might not  

be directly linked to scouting.

 exAMPle: 

            4 Citizenship and scouting

            4 Project Management

TopiCs

they are the tools helping you to reach your objectives. they support your topics.
they should be very well prepared, interactive and combine several methods.

 exAMPle:  At the end of the session, each project team should have a complete 
       final draft of its project including Resources, Programme,  

       Communication and implementation matters.

sessions

various methods allow for different learning styles and they enhance your 
sessions.

Getting to discover many methods is a part of the experience for the Planning team 
and the participants.

 exAMPle: each team puts itself in a situation of simulating the project they have 
      chosen from its preparation to its evaluation. several deadlines are 
      given to them for returning elements such as a their Programme of   
          Activities, a Communication strategy, etc. within one day, the entire 
      process is speeded-up allowing the participants to experience the full 
      picture of project management and develop a complete project ready 
      to be implemented.

meThods

process structure
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pRepaRaTion
FOR tHe PlAnninG teAM 

when looking at the 
issues related to youth 
involvement in various 
organizations, including 
scouting, a major risk is 
burn-out. it is important 
for everybody involved in 
the process of an Agora 
to understand that a 
Planning team member 
shouldn’t stop university/
high-school during the 
preparation of the Agora; 
they are not employees of 
the scout Association (nsA 
or Region), and yet they 
do have responsibilities. A 
balance is necessary and 
this is why solutions ought 
to be found to optimize 
everybody’s efforts. 

the Golden Rule: during 
the planning process the 
Planning team should follow 
a golden rule that will 
partly ensure the success 
of the up-coming Agora. 
it stems from the very 
nature of an Agora, an 
event for Rovers by Rovers. 
it simply states that 
Planning team members 
should always be open to 
learning new skills, and 
search for new knowledge 
or content for the sessions 
they prepare. in this way, 
they help to ensure the 
quality and relevance of the 
programme.

teamwork: there must 
be a leader within the 
Planning team to ensure 
that it is coordinated and 
motivated. On the other 
hand, their role is not to do 
everything themselves but 
rather to delegate tasks of 

preparation and animation 
before, during, and after 
the event (and to delegate 
to themselves too). 

trust is important. 
while we acknowledge 
the need to benefit from 
brainstorming sessions and 
re-reading somebody else’s 
work, the responsibility 
for each element needs 
to be clear and well 
defined. The valuable 
outcomes of teamwork 
are trust, delegation, and 
communication. At every 
stage of the process the 
team members should 
feel confident about the 
event. Feedback should be 
continually encouraged. 

don’t burn-out. Prioritize 
your work, value friendship 
and solidarity. even if in 
the short term it seems to 
hinder the efficiency of your 
work, ask for help if you 
need it. Perhaps work in 
pairs. experience reminds 
us of the need to finish 
every planning meeting 
with questions such as: 
How is everyone doing/
feeling? Any thoughts/
feedback to share before 
we end our meeting today? 
Ciara, do you need help 
with your session? Can 
one of us help emil in the 
finalizing process of his 
slides? Birute, good luck 
with your exams this week.

scheduling: it is 
important for the Planning 
team to have a clear and 
realistic schedule of how 
things are going to pan out. 
it is necessary to make, 
with as much details as 
possible, a schedule of how 
everything will happen from 
the first meeting until after 

the event. Of course this 
will change as things move 
along. 

within this schedule, 
the Planning team needs 
to explore how their 
engagement will fit into 
their own life and be clear 
about what is achievable 
for them. Efficient Skype 
meetings and respected 
deadlines are very 
important. 

skype, dropBox, Google 
docs, edmodo, Facebook: 
A few years ago, we did 
not have the technology we 
have today. Finding in your 
agenda the time to travel 
is not always easy. Meet 
virtually. Make good use 
of the available technology 
to have remote meetings, 
share documents, work 
together on documents, and 
keep each other updated. 

Rover Advisor: we’ve 
already talked about the 
importance of the Advisor 
in the Agora process. there 
are hundreds of decisions 
to be made (e.g. on 
communication, financial 
aspects, registration, 
animation, travelling) 
and recognizing that 
some decisions are more 
important than others is a 
key learning experience. 
Given the complexity of 
some of these decisions and 
the skills they require, and 
given how busy everyone 
will be, support from the 
Advisor can be invaluable. 

the Planning team 
should definitely focus on 
drafting the programme, 
preparing and animating 
the sessions, ensuring 
direct communication with 30



the participants and the 
following up in the post-
event period (evaluation, 
impact, etc.). 

the Advisor’s role here 
is mostly to observe and 
support. when it comes 
to financial matters, 
registration, logistics, or 
more strictly-technical 
matters, it might be a good 
idea to lighten the burden 
on the Planning team and 
seek assistance or guidance 
from helpers (Advisor, 
employed members of the 
nsA, etc.)

extra-help: if the 
Planning team feels that 
it is not suitably equipped 
to organize a specific part 
or run a specific session, it 
should feel fine with asking 
others to help. For example, 
if one of the participants 
or staff at the location is 
more experienced in talking 
about x, then the Planning 
team could invite them to 
work on this.

valorization and 
capitalization: when the 
Planning team works and 
produces documents such 
as session preparation 
sheets, schedules, 
organizational charts, 
reports, etc. it is useful to 
write these in such a way 
that the documents are 
clear, well formatted, and 
easily understood. thus the 
work produced is valorized 
for future Planning teams. 
such effort requires time 
and attention but it is 
extremely useful in the long 
run.

FOR tHe PARtiCiPAnts

the participants come as representatives. they need to understand the concept of an 
Agora before coming. there is a risk that they will see the Agora as a mini-jamboree 
where they are going to meet a bunch of people to have fun and nothing more. while 
fun is an element of the Agora, there is much more to it. there is also a risk that they 
will see the Agora as a training event. this is not the case either.

it is probably best described as an event with sessions for and by Rovers (with 
possible guest speakers) and a forum built on the exchange of ideas and knowledge. 
this is what the participants need to be aware of. they should know what kind of 
working atmosphere to expect. they don’t need to read the entire wOsM Guidelines and 
Constitution, but a little prior preparation will contribute to the quality of the event itself 
and the creation of a good working atmosphere. to ensure that participants fully realize 
that they are attending as representatives, ask them to prepare something in advance; 
perhaps a video or simply to gather some information about specific details. They should 
be prepared to speak on behalf of those they are representing and have a clear idea of 
what is happening in their locality. 

COMMuniCAtiOn

Of course communication plays a huge role in the preparation process of the event.  
to help sell your event, refer to the section on Relevance in these guidelines. 

Many people need to be convinced of the necessity to run an Agora, including 
participants, the nsA, maybe some media, and the community in general. For an Agora 
to be successful it needs the support of nsAs; they need to be convinced of its merit. 
nsAs also control quite a few interesting communication tools that will help you valorize 
your event before and after it takes place: Scout newspapers, official websites, mailing-
lists, etc. 

However, sending an e-mail or a video to your national board hoping that it will go 
through its communication channels to the districts, the groups, and the Rovers is a 
good idea... but not enough in itself. we would rather promote a bottom-up approach in 
which you directly target the Rovers via a buzz-process (videos, Facebook, twitter, etc.) 
to create a demand for information. 

Keep the communication simple: For example, ‘if you’re interested in this event, 
contact your district staff. they know about it.’ Keep it coming. Make sure you know 
your target audience and then use the correct channels to reach them, be it Facebook, 
e-mails, newsletters, via district staff, etc. Make sure that everyone who might be asked 
for information about the event has all the necessary details. 
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evenT
FOR tHe PlAnninG teAM

the Planning team will need its own space or room to 
use during the event. it will most likely be necessary for 
the Planning team to arrive before the participants to 
organize the final preparations at the venue. Each night 
the team should evaluate how the day has gone, looking 
at specific sessions and activities and then overall at how 
everything is going. they should look at the following 
day’s schedule to check that everything is ready to go 
and that all involved are fully prepared. 

while the Planning team should always present a 
united front, remember that this event is for Rovers by 
Rovers. there should not be too much distance between 
the Planning team and the participants. Members of 
the Planning team should be as actively involved as the 
participants. 

time should also be available everyday for the 
participants to give structured feedback to the Planning 
team. One idea is to have an Agora Council every 
evening with some participants volunteering to report 
from their teams. there is always some room to 
maneuver and to a certain extent impact the process of 
the event while it is happening. 

some sessions will challenge participants; certain 
issues may have no right or wrong answers or perhaps 
solutions are still unknown. in these sessions, it would 
be helpful for Planning team members to participate 
alongside participants and to contribute with their 
diverse experience. 

FOR tHe PARtiCiPAnts

Participants should know in advance how the 
event will be run and what is expected of 

them. when the event actually starts, don’t 
just launch into it. Remind them of these 
expectations. introduce them to the 

venue, to the Planning team, and to each 
other. Remind them of the concept of 

your event. if your event is running 
well, all of the participants will feel 

comfortable participating, and be 
confident that their contributions 

are valued. during the event, 
it is important to provide an 

open-door policy so that if 
participants or guests have 

any issues or problems, 
they can easily approach 

the Planning team. 

COMMuniCAtiOn

As it is not only the 
representative participants 
who are interested in 
what is happening during 
the event, it might be 
interesting to publicize 
the event whilst it is 
happening. Rover teams, 
Rover Commissioners and 
people within the nsAs will 
be following the news to 
see how the event is going. 
Other nsAs or districts that 
do not have a participant 
representing them may 
be following the event as 
they may be considering 
sending participants next 
time. Other scouts may 
also be following the Agora 
to get some ideas for their 
own Agora or a similar 
scout event. use the 
event’s website and a live 
blog. encourage everyone 
to post their comments on 
Facebook or twitter.

this 
is it: 

the main 
event! Be 

well prepared. 
enjoy it. don’t 

burn-out. Open and 
constant communication 

between the Planning 
team, the participants, and the 

Advisor is key! evaluation is vital 
both during and after an Agora. 

Consider the impact your event can have 
and think of how to maximize the outcomes. 
thirty empowered Rovers might not sound 

particularly impressive to some people; but what 
if this becomes an annual event? in four years, you 

will have 120 empowered Rovers willing to make things 
happen in a scout association or in their communities. 



evaluaTion
FOR tHe PlAnninG teAM

evaluation is a key aspect of any project and is too often underestimated because 
it mainly happens after the event, when everyone wants to celebrate or is too tired 
to think. it therefore requires careful preparation. it is necessary to look back at the 
objectives that were set for the Agora to see if these have been achieved and to what 
level. 

the Planning team should also assess the practical aspects of the Agora for future 
events: meal plans, dormitory conditions, etc. As far as the content itself is concerned, 
the Planning team may ask the participants to draw a link between the sessions and 
their specific personal progression during the event. It is valuable for the Planning Team 
to know which sessions actually fulfilled these objectives. 

there are many evaluation methods; you probably know a few of them already. 
Choose carefully the one you use to reach your objectives. should it be qualitative? 
should it be quantitative? should it be collective? should it be individual? should it 
be partly done each day? should it be written? should it be oral? should it be for the 
Planning team or for the participants, or both? what degree of precision is needed? 
should it require thinking or should it be spontaneous? these questions should be 
carefully discussed by the Planning team. 

in terms of the nature of the information collected, there is a great difference 
between using a 20-question survey with a grading system or asking the participants 
to position themselves in front of a smiley. Both methods have their advantages and 
will fulfill a specific need. When collecting feedback, be clear about why you’re doing it. 
sometimes there is no need to collect lots of information to analyze – but sometimes 
you will need quite specific details. 

Finally, make sure the participants understand the functioning of your evaluation 
system. explain it well and give them the time to do it carefully and ask questions. they 
should also know how the information they give is going to be used (especially when it 
is attributable).

FOR tHe PARtiCiPAnts

For the participants, the 
evaluation process is also 
extremely important; it 
gives them an additional 
opportunity to speak up and 
contribute to the Agora. 
while the Planning team 
may focus on evaluating 
the event, the participants 
should focus on their own 
experiences and their own 
progression. Providing 
participants with the 
opportunity for this during 
the event helps them 
acknowledge the progress 
they are making and 
consequently empowers 
them to get even more 
involved.5 An evaluation 
should not only focus on 
practical aspects (like/
dislike, duration, etc.); 
its primary goal should 
centre on whether or not 
the objectives of the event 
were achieved.   

impaCT
The first question is 
whether or not an Agora 
needs to have an impact. 
the answer here is pretty 
straightforward: of course 
it does; we are not running 
events for nothing. 

On the other hand, the 
real question is what kind 
of impact are we looking 
for in an Agora? the 
answer to this question is 
naturally more complex for 
it primarily depends on the 
objectives of your Agora. 

we can however draw  
a first distinction between 
a concrete impact such 
as having a new Rover 
programme implemented 
or having the participants 
running local projects 
afterwards, and less 
tangible impacts such as 
empowering young adults. 

An Agora is mainly about 
youth empowerment; 
its outcomes need to 
be valued through a 
process of valorization 

or capitalization. the 
participants should be 
given the means to 
disseminate what they 
have learned. Having 30 
Rovers discussing issues 
such as youth involvement 
in decision-making is 
one thing; having 300 
people knowing about it is 
something else. 
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an agora iS an 
educational tool 
for the rover age 
Section. 

As soon as you try 
it and see its full 
potential as a tool to 
empower Rovers in your 
association, it becomes 
an indispensable part of 
your Rover programme. 
Be convinced of its 
flexibility; it is a useful 
tool to apply and use 
without moderation in 
many circumstances. 
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agoRa as a sChool oF paRTiCipaTion:  
CenáCulO exAMPle FROM Cne - PORtuGAl

Cenáculo is a national forum for Rovers (18-22), an educational tool of Corpo nacional 
de escutas (Cne): one of the Portuguese national associations. Cenáculo acts as a 
consultative body for the Rover section’s National Team and was first intended to give 
a voice to young adults, so that they are part of the association’s decision-making 
processes. it also functions as a school of participation in which all participants receive 
training on the topic of participation in plenary and in groups, group dynamics, forms  
of intervention, working methods, and presentation of conclusions with a view to 
achieving a goal.

it is organized by a team of Rovers and provides a space for informal debate about 
association topics and others of interest for youth. it has been part of the national  
Rover programme since 2001.

Cenáculo promotes active citizenship of the young adults of the association and the 
results of the debates are published in the magazine Cuarta as well as on the Cenáculo 
website.

cenáculo WorkS in annual cycleS:

At national level there is a project team of Rovers who prepare the two national 
meetings of each cycle. this team consists of a team leader, an assistant, and four 
working teams: forum, animation, logistics, and communication (there are also two 
adult leaders, called ‘observers’). this makes a team of 22 people!

The first national meeting gathers all the Rover representatives. Four Rovers  
per region (district) participate and/or two Rovers per county.

After the first meeting, representatives from each region have a responsibility  
to create a team and hold a regional meeting (the regional Cenáculos) with the 
aim of discussing the issues of that national meeting and any other issues they 
wish. in this regional meeting they also have to elect new representatives.

the second national meeting is also open to the representatives of the 
next cycle (it is like a renovation meeting). All the local conclusions and 
discussions are presented. At this point, local representatives can apply 
to join the project team for the next cycle, and thus also promote the 
renewal of that team.
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agoRa on The RoveR pRogRamme:  
vAeltAJA visiO exAMPle FROM sP-Fs - FinlAnd

VaeltajaVisio-Rovervisionen (Rover Vision) was held for the first time in autumn 2008 
and has been in the programme every year since then. the inspiration to have this kind 
of activity came from the new programme development and from trying to find solutions 
to the problem of how to reach and support districts and local troops in getting the most 
out of the new Rover programme.

this event is organized and planned totally by the Rover age section (for Rovers by 
Rovers). the Planning team consists of 4–6 Rovers (aged 18-22). the project leader 
usually is of Rover age (max. 23). One person from the Planning team continues to 
the next year as project leader and finds the new members mainly from the event’s 
participants but sometimes from outside of that circle. the team gets help, assistance, 
and support from the Rover Commissioner, the Programme Coordinator from the nsA; 
and also, most importantly, from one or two specifically chosen adults.

every year, the team chooses two or three topics to focus on. sometimes, the nsA 
might give ideas and thoughts on what would be important to point out; but the team 
is not forced to settle on these topics. there are certain methods used every year to 
discuss different matters: walkie-talkie (used in Agora 2008) and symbolism (e.g. a lot 
of colour brown, the Rovers’ colour in Finland). every scout district in Finland can send 
two to four Rovers to the week-end event.

Finally, some of the districts have their own vaeltajavisio. districts have seen the value 
of the event through the ever-growing number of Rovers who are actively executing the 
programme. The NSA finds this meeting useful for getting to know the opinions of the 
participants on matters related to young and Rover-age people.
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agoraS to prepare an event:  
PARis d’AveniR exAMPle FROM sGdF - FRAnCe
in April 2011 an international Rover event called Paris 
d’Avenir took place in France. it gathered 3000 Rovers for 
four days in the French capital city. this event focused on 
three main topics: 

4 the intercultural encounter/meeting (meet others and 
    use your differences as a basis to build peace). 

4 Creativity (dare to innovate, create and be the change 
    you want to see in the world).

4 youth involvement (making choices and being committed 
    here and now will help you to reach your full potential 
    and find happiness). 

the participants, structured as international teams, worked 
with different partners (associations, organizations) before 
and during the event to run various projects in Paris. 

This international event was the first of such kind organized 
by the scout association les scouts et Guides de France. it 
aimed to involve Rovers in the decision-making and planning 
processes. to reach this For Rovers, By Rovers dimension; 
two international Agoras were organized in november 2010 
and in February 2011. the planning of these Agoras involved 
a few Rovers who had attended the european Agora in April 
2010. 

http://www.sgdf.fr/


We aSked them a feW queStionS aBout their experience:

q: wHy did yOu Run tHese AGORAs?

A: Because we wanted Rovers to be involved in the making of important decisions 
that would structure Paris d’Avenir: an event for them! we therefore needed to gather 
100 elected representatives from every district in the association as well as some 
international Rovers to hear their voice on diverse structural topics such as the event’s 
rules (alcohol, smoking policies, etc.), the event’s goodies (which goodies at which price 
to gain benefits for which projects), how the Easter Ceremony would be organized, the 
menu and food policy (organic, use of local products, etc.), the ‘Happening’ about youth 
participation, etc. 

The Agoras were one week-end long. The first one was about taking these important 
decisions and the second one was more focused on specific details while taking the time 
to appreciate the reports from the committees that had worked on the implementation  
of the decisions taken during the first Agora. 

q: wHy wAs it sO sPeCiFiC?

A: Well, it was about one specific event and the same participating Rovers attended 
two Agoras. They were able to make decisions during the first Agora and share as 
representatives what were these decisions, while promoting Paris d’Avenir between 
both the Agoras. Finally, they could assess the success of the implementation process 
during the second Agora, and make the projects’ committees accountable. Moreover the 
challenge of these Agoras was to have the Rovers taking important and binding decisions 
on an event that they did not know well when they first arrived… and in one week-end. 
We had to define structural choices that would interest the Rovers, that would be narrow 
enough to allow the work to be done in one week-end and broad enough to remain 
real decisions where creativity and freedom could express themselves: a real school of 
participation!  

q: COuld yOu sHARe sOMe GeneRAl OutCOMes FROM tHese AGORAs?

A: every Rover could be involved in the building of Paris d’Avenir thanks to these 
representatives and the Agoras. the structural choices brought by the different 
committees during the first Agora were really empowering decisions to take. 
their implementation has been appreciated by the participating Rovers. For these 
representatives it was an inspiring experience. Before the Agoras and Paris d’Avenir,  
no national Rover events existed (they participated in three of them in one year). 

For the main Planning team of Paris d’Avenir (national Rover team), the Agoras were 
also great opportunities to foresee the main challenges that we would face during 
Paris d’Avenir. For instance, they were able to really grasp the difficulty of making such 
an event really international when 80% of the participants were French Rovers. this 
international/intercultural dimension required specific needs that were particularly 
understood during the two preparatory international Agoras (where a few international 
Rovers from Germany, italy, Portugal, denmark, and uruguay attended). Following the 
Agoras, all involved in Paris d’Avenir including the participating French Rovers were 
briefed so as to make Paris d’Avenir really international. the Agoras, to this extent, were 
a very good learning process.

q: wHAt ABOut tOdAy?

A: today, the association has a yearly Agora organized for Rovers by Rovers. it 
is meant to be a school of participation involving the Rovers in the decision-making 
processes of the Rover section while giving them an opportunity to be united at 
the national level. this structure of the Agora can then be used in many ways to 
get feedback, promote the Rover programme through various project ideas, elect 
representatives for international Agoras, share best practices, etc. Feel free to e-mail 
compagnons@sgdf.fr if you have questions about sGdF Agoras.
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Why Would i run an 
agora? 

A: the main objective is to empower Rovers.  
it can also be used to gain in a productive way 

the valuable ideas of many Rovers and benefit 
from their talents. it can help you to advance 
your programme or to work on something 

specific. For more inputs on the relevance of  
an Agora see p.8. 

if you are on a national Rover team,  
or someone with some responsibility for Rovers 
at national, district or even local level, you 

can find that an Agora event is a very positive 
addition to your programme.

Why Should i chooSe 
an agora inStead 

of Something 
different like a 
communication 

campaign?

 

frequently  
aSked  

queStionS

hoW am i SuppoSed  
to Start?

A: you need to gather a Planning team who 
will have a variety of different skills and 

experiences to run this event. you also need to 
clarify what you think your role should be and 

how you can support this Planning team. if you 
are a Rover, you may be part of it; if not, you 

need to support and give the Rovers the space 
to organize and run it themselves. 

if an Agora has never been organized in your 
country before; you can ask for regional 

support to have someone from another country 
help you set up your event. For more inputs on 

the roles of the Planning team, the participants 
and the Advisor at an Agora, see p.10.

this FAq focuses on real questions/situations. 
By contacting the european scout Bureau and 
asking your questions that these guidelines do 

not answer, you will both have answers and 
allow us to review and re-edit the guidelines 

in order to make it a useful tool for Planning 
teams and Rovers wishing to organize an Agora. 

Here is the e-mail address you can contact to 
ask your questions: europe@scout.org
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Why Should i chooSe 
an agora inStead 

of Something 
different like a 
communication 

campaign?

hoW doeS the 
planning team Start?

if a rover group 
WantS to run an 

agora; What can i aS  
an adult leader do to 

Support them?

A: First of all, it is necessary to understand  
what an Agora is, why they want to run it  

and how they plan to run it. 

After that, you can act as an Advisor in the 
preparation by helping them when they need but 

giving them sufficient space to learn by doing it 
themselves, learning with the difficulties found, 

and from the experience of their mistakes too. 

supporting tools can be provided such as a  
video conference about the concept, 

PowerPoints, phone/skype calls with someone 
who did it before, etc. this toolkit will help you  
in understanding what an Agora is, its relevance 

and your possible role as an Advisor.

A: Agora is a very 
effective tool to reach 
Rover scouts and to 

empower them. it is run for 
Rovers by Rovers so definitely 

appeals to your Rover age range. 
it uses all the elements of the scout 

Method in a very effective way. 

this is a valuable tool that can also provide  
a valuable source of information and a receptive 

audience for your message. For more inputs 
on the relevance of an Agora see p.8. 

A: First, you must think about the goal of your 
Agora, its objectives, and how you might 

achieve them. Consider who your participants 
will be, how you will attract them, what would 

be your best venue type, if there would be 
financial support available. 

Approach it as you would with any other 
project, giving it the time necessary for 
preparation, planning and reviewing. your 

Advisor will be able to offer advice and 
guidance on some resources for these topics  

if you need help getting started. 

some tips are given for the Planning team  
in the planning process p.30.
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there iS 
a group of 

roverS Who Want 
to run a national 

agora. What iS that 
for? Should our nSa 

Support them?

A: An Agora is a fundamental tool to help  
Rovers to develop their critical opinion and to 

encourage young people to move forward 
by themselves, with support from leaders only 

where necessary. However, it iis extremely 
important to always have a leader - called an 

Advisor - monitoring the team that is running 
the event. 

the main actors       ihere are the Rovers not the 
leaders. they istill need some support, some 
advice, and   isome orientation. these things 

must   ibe provided by an adult leader, who is 
an ‘observer’ of the Planning team of the event, 

an Advisor. 

every nsA should support an Agora because it 
nurtures the educational objectives of the Rover 

age section. the support can take different 
shapes: providing materials, a place to 
meet, a place to run the event, some 

financial support (most of the 
Rovers still do not have financial 

stability), a specific leader 
to advise them… these 
guidelines should help 

you to understand 
what an Agora is 
and help them 

to run the 
Agora.

there are Some leaderS Who 
don’t underStand the 
importance of having 

an agora. What can 
i do aS a rover to 

Better explain 
the importance 

of an agora? 

frequently  
aSked  

queStionS

We have choSen the topicS We 
Want to diScuSS in our agora. 

hoW can We organize the 
SeSSionS? Who Should 
We invite to run the 

SeSSionS or to 
talk in Specific 

momentS? 
What format 

Should We 
adopt?

Where can We find 
Support? 

A: now, it’s time to ask for some support.  
Ask your leaders, your parents, your teachers, 

your friends… explain what you want to achieve, 
the time you have to organize everything, the 

resources you have available, etc. think of people 
you know who are knowledgeable about the 

topics you have chosen. there is someone close 
to you who can help you to run some sessions. 

think also of people in the media who can attract 
attention for some specific issue who could help 
to motivate Rovers to achieve greater results. 

Finally, spend time reading toolkits on project 
management, youth empowerment, training 

sessions, the scout Method, etc. you will always 
find it very useful. Resource documents are 

available on the back page of these guidelines.
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there are Some leaderS Who 
don’t underStand the 
importance of having 

an agora. What can 
i do aS a rover to 

Better explain 
the importance 

of an agora? 

A: your 
nsA, the 

Rovers, all the 
people you know 

who can understand 
the meaning of what 

you want to do, national 
and local institutions, schools, 

friends, companies and media… 
there are a lot of scout websites, 

magazines and Facebook pages who 
would be interested in your event.

Where can We find 
Support? 

A: When you look closely, you will find that you 
have huge resources already within your circle 
of Rover friends. working in a creative way with 

a small group of Rovers with various levels of 
experience will give you most of what you need 

to develop an exciting and productive event. 
your leaders, your parents, your association, 
your Advisor, Rovers from other countries who 

have already run an Agora… Many people can 
help you.

What pointS 
Should Be put 
forWard When 

looking for Support 
from my region/diStrict/

national level?

A: Be careful about the communication;  
it should not be a project coming from a small 

closed group of people, work through your 
Regional/national Rover team; try to sell the 
event not as a ‘normal’ Rover event but as an 
exceptional one that is of benefit for your Rover 

crews, regions or districts; one that empowers 
Rovers. For more inputs on the relevance of an 

Agora see p.8.

A: As a Rover, you should listen to them and 
try to understand why they are not in favour 

of an Agora. then, you can explain to them 
the importance of having an Agora for you as a 

Rover, giving some examples of good practices 
(look for specific examples that happened in 

other european countries where Agoras are 
already implemented). 

you may also invite some leaders (but just a few 
because this is an event for Rovers by Rovers) 

to observe what Rovers do in an Agora and then 
let them judge for themselves, their opinion will 

certainly change for the better. For more inputs 
on the relevance of an Agora see p.8.

Whom Should We contact 
to promote the event 

and valorize 
itS outputS/
concluSionS?
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COntents

Organising and running a successful Agora event will take 
some very detailed planning and preparation. long before 
the event takes place the Planning team will need to begin 
to take care of the administration. this chapter provides 
some information which might be useful. 

Also included are examples of administrative documents 
used in the past, most are from the inter-Regional Agora 
of 2012. these may inspire you and help you develop your 
own. the timeline gives an indication of the bigger picture, 
the overall event, and could help to identify specific tasks 
and ensure that they are taken care of.
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Decision-making processes:

Rovers, as young adults, should play an active role in the decisions that affect their 
lives. A process implies communication, different stages, degrees, structures, etc. 
Rovers should be empowered enough to have the skills, the knowledge and the 
values/motivation/culture to participate at all these stages. They should be clear 
about what they know, open to new ideas, and capable of identifying or designing 
the alternatives. They should also be involved in choosing the final alternative.

eDucational process:

Once you have your process structure, see p.29; you need to articulate your topics 
together with your sessions in order to reach your educational objectives. This 
articulation demonstrates the fulfilment of your objectives and the learning process 
of your participants in terms of knowledge, skills, motivation and empowerment is 
called the educational process. 

inter-generational Dialogue:

In Scouting, we do not have youth involvement as a result of a power struggle 
between adults and young people, rather, it is an “alliance” between the generations. 
Adults are the allies of young people and provide the necessary motivation, skills 
and opportunities to help them take a constructive place in society. Youth benefit 
from the experience of adults and adults benefit from the fresh ideas of youth. 
Respect for the others’ abilities, knowledge and opinion is a vital element. See Youth 
Involvement, Youth Empowerment Toolbox in the resource documents on the back 
page.

life skills:

Rovers strive to be “healthy, happy, helpful citizens”. The ongoing development of 
life skills is an important factor in the success of this goal. “Life skills” are defined by 
the UNICEF as psychosocial abilities for adaptive and positive behaviour that enable 
individuals to deal effectively with the demands and challenges of everyday life. 
Cognitive skills for analyzing and using information, personal skills for developing 
personal agency and managing oneself, and inter-personal skills for communicating 
and interacting effectively with others. 

national scout association (nsa): 

Only one NSO from any one country can be recognized for membership in the World 
Organization of the Scout Movement (WOSM). Authority to confer such membership 
is vested in the World Conference. A NSO in any country may consist of more than 
one NSA participating in a Federation based on the common Scout purpose. 

project approach/perspective:

In general terms, a project is something that one intends to achieve by a given 
time. It involves setting a clearly defined goal to reach, working out what needs to 
be done, when and how, and then doing it! A project is not one activity, but many 
different activities, each of which needs to be planned, organised and carried out in 
order to reach the goal.

responsible/accountable/consulteD/informeD (raci):

The RACI matrix is a useful tool to identify and share the roles for the Planning 
Team members. The Responsible person(s) accomplishes the work necessary to 
complete the task. The Accountable person(s) delegates the work to the responsible 
person(s), takes the decisions, and is ultimately answerable for the completion of 
the task. The Consulted person(s)’s opinion is sought and taken into account, in a 
two ways communication pattern. The Informed person(s) is kept up to date on the 
progress of the task, the communication flow is unilateral. 

This glossary of terms 
is meant to complement 
the guidelines through 
the definitions and 
development of some 
terms used in the 
guidelines but not fully 
covered by its scope. 

Please don’t hesitate to 
contact europe@scout.org 
if you think that some 
other terms should be 
added to help you in the 
understanding of the 
guidelines.

glossary of Terms
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RoveR pRogRamme:

The last age section is where we can do the most to help fulfil the mission of 
Scouting, to equip Rovers with the skills they will need in adult life, so they might 
become autonomous, supportive, responsible, and committed people. The youth 
programme is driven by Rovers and is active and challenging on many levels. It 
marks the end of their Scouting career as a young person, and consists of the entire 
educational proposition offered by a NSA to its Rovers.1 

The 6 Thinking haTs:

This discussion tool distinguishes six different modes of thinking and is easily 
adaptable for small teams. It was developed in the 1980s by Edward de Bono. This 
tool can be used during an Agora for discussions in order to structure the inputs of 
the Rovers or allow them to identify their main mode or role within this framework.

valoRizaTion (= CapiTalizaTion):

By valorization and capitalization we mean a process by which one enhances and 
increases the value of a given output. For instance, a Planning Team will produce 
many reports, sessions, etc. These outputs can be produced in a re-usable way for 
future Agoras or similar events by using a clear, complete and universal template. 
This will valorize their work and future Planning Teams will be able to capitalize on 
it. Through reports, post-communication campaigns, networking efforts, articles or 
communication trainings the event can be valorized; you will be able to enhance  
its output, put it under a new spot light and reach a greater impact.

YouTh empoweRmenT:

Youth empowerment is an attitudinal, structural, and cultural process whereby young 
people gain the ability, authority, and agency to make decisions and implement 
change in their own lives and the lives of other people, including youth and adults. 
It is the educational prerequisite to youth involvement in decision-making and it 
involves gaining knowledge, skills and values. In deeper terms, it encompasses 
questions such as: How do we educate in decision-making? How do we ensure 
youth friendly decision-making processes in terms of structures, channels of 
communication, information, opportunities to speak up, formality/informality, etc?

YouTh involvemenT:

Youth involvement happens when youth have a voice and play a real and active role 
in the decisions that affect their lives. It creates volunteer opportunities for youth 
to be a part of the changes and decisions being made in their communities. It is 
the fruit of youth empowerment. The positive contribution and on-going practice 
of youth being actively involved at different levels within an NSA can contribute 
positively to both the young persons’ knowledge and skills, and the quality of 
Scouting on offer.6

walkie Talkie:

A method for small group discussion/decision process. See description in Examples, 
p.74.

woRld Cafe:

A method for small group discussion that works particularly well with people of all 
age ranges. See description in Examples, p.76.
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logisTiCs

4Funding
4Registrations
4transportation
4venue and 

Accommodation
4Materials

4nsA
4Rover leaders
4Other event organizers

4t-Kit n°3 from the 
Council of europe on 

Project Management

4what is an Agora?
4why is it relevant?

4who does what?

4nsA
4european Rovers who 

have experienced it 
before

4european scout Bureau

 4these guidelines
4youth involvement/

youth empowerment 
wOsM toolbox

4Reports from past 
Agoras

whaT?

undeRsTanding 
The ConCepT  
oF agoRa

help wiTh... who mighT 
help? ResouRCes

meThods

4Finding creative 
interactive methods
4Making the most out of 

the scout Method

4Rover national team
4scout trainers and 

leaders
4Advisor

4these guidelines
4t-Kit n°6 from the 

Council of europe on 
training essentials
4scouting, an 

educational system
4Reports from past 

Agoras

4Defining your Process 
structure, see p.29

4developing sessions to 
achieve objectives  

4Communication 
4evaluation

4Advisor
4nsA 

4Rovers around you 
4Friends 

4european Rovers who 
have experienced an 

Agora before

planning 
 

4Finding the right games 
to enlighten your Agora

4leaders
4trainers

4Rovers

4Games Handbooks
4Google

games,  
aCTiviTies & 
iCebReakeRs

spiRiTual 
inpuT

4Creating meditation 
moments or having some 

material available for 
participants to create 

their own
4ensuring a spiritual 

dimension

4Advisor
4leaders
4trainers
4nsA

4Books with poems, etc.

4these guidelines
4empowering young 

Adults, Guidelines for the 
Rover scout section

4scouting, an educational 
system

4youth involvement/youth 
empowerment toolbox

4t-Kits n°3 & 6
4Google: sMARt objectives

wheRe To 
Find help oR 

suppoRT...
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examples oF
sessiOns And ACtivities

the scout Method 
encourages development 
through practical activity.  
An Agora, while being a place 
of serious contemplation  
and consideration, is also  
a scout event with a variety 
of sessions, methods, and 
games used to reach its 
objectives.  

the emphasis on the 
alphabet here is just to put 
things in order. there is no 
attempt to find activities that 
fall under every letter, rather 
it is hoped to share some 
ideas for successful sessions 
which have been successfully 
run at previous Agoras. At 
the end of the section these 
sessions are listed under 
the headings of games, 
sessions, or methods for your 
convenience. enjoy!
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acting & charadeS 

this is a creative way to send a message, to get some 
feedback or just for entertainment value, and has been used 
very effectively in previous european Agoras. it is a useful 
tool to help the Planning team strengthen the symbolic 
Framework by preparing something in advance, as Juho, 
Caterina, Anna and Glen did in 2009. they created a video 
of themselves acting out a scene, in line with the theme 
for the event, and used the video as part of the closing 
ceremony. Considering that participants may have different 
abilities, tasks given to them which involve charades or 
acting should be simple, so they can be performed easily 
by all; remember, your objective is not to create brilliant 
actors. you may choose to supply some props to add to this 
exercise. this technique is also very effective as part of a 
communications exercise.

Board gameS

why not? there are plenty of good, instructive board games 
for Rovers, or you could create your own.

BrainStorming / creating ideaS 

Brainstorming is meant to generate as many ideas on any 
given topic as possible. it is meant to overcome pressures 
for conformity in the interaction group that prevent the 
development of creative alternatives. it achieves this 
by using an idea-generation process that specifically 
encourages any and all alternatives, while withholding any 
criticism of those alternatives:

1. the facilitator writes down the topic or problem clearly 
so that all participants can understand it in the centre of a 
flip chart, white board, etc. 

2. Participants then ‘free-wheel’ as many alternatives or 
ideas related to the topic as they can contribute in a given 
time. everything is recorded or written down (Post-it™ etc.) 
for later discussion and analysis. 

Brainstorming can happen in groups or individually. Group 
dynamics can encourage creativity, with rich, new ideas 
being developed as the topic is explored by the group. 
However individuals working alone can sometimes generate 
more ideas than a group, particularly if many people are 
talking at once, as this can block the thought process and 
eventually impede the sharing of ideas. whichever method 
you choose, brainstorming sessions can be oriented or 

54



55

strengthened through inputs such as pictures, music, 
videos, etc.

3. A brainstorming session can be followed by a voting 
phase during which the most popular ideas/alternatives are 
chosen.

4. the remaining ideas/alternatives can then be discussed 
or analyzed in groups or plenary.

HeRe ARe sOMe exAMPles OF BRAinstORMinG sessiOns 
And MetHOds:

nOMinAl GROuP teCHnique:

tHe CReAtive PlAtFORM: the Creative Platform aims 
at engaging its participants in an experience rather than 
in mere reflection. It is a session approach for unlimited 
application of knowledge. the creative process involves 
applying knowledge without being limited by professional, 
social, or cultural boundaries. it is a concept developed at 
Aalborg university in denmark and if your aim is to enhance 
your participants’ creativity, you should definitely Google it.

iMAGine iF x is A y: what would it look like? (e.g. 
imagine if scouting is a car, what would it look like?) 

Buzzer preSentation method

to make a plenary presentation session a little more 
interactive, the facilitator(s) can create teams. each team 
chooses one participant who will play the role of Buzzer 
and each team chooses a funny noise for its Buzzer. when 
presenting, the facilitator(s) can incorporate, for instance, 
multiple answer questions or voluntary mistakes. when a 
question is asked or when a mistake is identified, the team 
can buzz its Buzzer as quickly as possible and try to earn 
points by answering the question or correcting the mistake. 

this method allows for more attention from the part of the 
participants and can transform a boring informatory session 
into a fun competition. 

team 
members 
receive a 

description of 
the topic / problem 

addressed

group 
activity: 
take turns 
describing 

solutions to each 
other; group then 

discusses & evaluate  
ideas

individual  activity: 
individuals silently 

write down 
possible 
solutions

individual activity: 
individuals silently 
rank (or vote on) 

each idea/ 
solution 

presented
--

source: langton n., Robbins s. P., Judge t. A.;  
Organizational Behaviour: concepts, controversies, applications.  
Pearson Canada inc., toronto, Ontario. 2010.



cloSing ceremonieS & activitieS to celeBrate

every scouting event should have a meaningful sum up  and 
wrap up, either before or after the evaluation process is 
complete. The Symbolic Framework should also find an end 
during this last session. Closing an event can be done  
in many creative ways. 

HeRe ARe sOMe ideAs FOR ClOsinG sessiOns And 
ACtivities

ClOsinG RituAl: Putting hands together, singing a song 
adapted to the event, etc.

insPiRinG tHROuGH FRiendsHiP: everyone is given a 
piece of paper, a pen, a piece of tape, and an envelope. the 
paper is stuck on people’s backs and they walk around the 
room writing nice, inspiring comments to one another on 
their respective backs recalling the good times of the Agora. 
Music can create a good atmosphere for such activity. then, 
the participants put their own sheet of inspiring memories 
or comments or feedback and thoughts in their envelope 
without reading it. they can only read it once back home.

PHOtO-sHOOt: never ever forget to take plenty of group 
pictures with one camera (sharing allows networking). these 
pictures can also be valuable in the valorization process 
of your Agora or the promotion of future Agoras or scout 
events. time should always be consciously allocated for a 
photo-shoot before the rush starts.

sKits: short sketches or ‘skits’ can be done by the 
Planning team, groups of participants, etc.

sPeeCH: An inspiring speech delivered by an inspiring 
speaker can often close an Agora in a very inspiring way.  
it can be done by a member of the Planning team or a 
guest speaker. ;-)

videO: A video with pictures from the event is always 
great to acknowledge everything that has been experienced 
while remembering the good and the tough times.

competition

whenever competition between individuals or teams is 
involved in games, activities or sessions, it requires a great 
deal of attention and preparation on the part of the Planning 
team. in fact, a competitive environment creates interesting 
dynamics that need to be well controlled; some participants 
(even Rovers) may sometimes react in unexpected ways 
under the pressure of competition. Competition remains a 
valuable tool for Agoras, however, and can be used in many 
different stimulating games, activities or sessions. 

One tip: forget about the scouting ideal of everyone wins… 
a competition should remain a competition with possible 
winners and losers. For a competitive method to work, it is 
also important to recognize and reward the winners in one 
way or another. Rovers look for credibility.
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diScuSSion SeSSionS & methodS

discussion - exchanging ideas, skills, views, best practices, 
etc. - is a core element of an Agora. there are many types 
of sessions and methods allowing for more or less structured 
and formal discussions. 

tO stARt witH, yOu MiGHt wAnt tO HAve A lOOK tO 
tHe FOllOwinG Ones:

COFFee tO GO: tables are set for a small group. the 
topics for discussion are printed on the Menu (or the 
tablecloth). Tea and coffee are provided. A specific time is 
allowed for discussion, during which one person volunteers 
to record the discussion as it happens. when the time is 
up, everyone except the moderator moves to another table 
(topic). the moderator will summarize the points raised 
so far for the next group and the discussion continues 
from there. it is important that someone else now takes 
over recording the proceedings, so that everyone has the 
opportunity to move through a number of topics. 

deBAtinG MetHOds: debating requires preparation of 
arguments and can take several shapes. it has to be very 
well managed in terms of atmosphere so as to remain both 
serious and fun without destroying the mood. experience 
might be required! Participants can be assigned arguments 
or choose their side, etc. there are many methods to 
debate: 1 vs. 1, 4 vs. 4, etc. the British Parliamentary 
Method is very well known. you can Google it and research 
other debating methods.

sPeed dAtinG: Perhaps you need your participants to 
briefly gain some insight from one another on a specific 
topic before addressing it in your session. Or you may want 
to break the ice and relax a little bit the atmosphere before 
starting. Or you might simply need three minutes to fix 
something and don’t want to leave your participants waiting. 

whatever your reason, speed dating is an interesting 
discussion tool. you can ask your participants to chitchat for 
two minutes with their neighbour at anytime. you can also 
have a more elaborate type of speed dating session if you 
organize a speed dating dinner for instance: participants 
change seats every five minutes during a dinner in order to 
talk to new people, etc.

stAteMents ACtivity: the facilitator reads a statement 
acknowledging different ways of approaching, defining or 
considering a question or a situation. then, the participants 
should physically position themselves according to their 
answer to this statement. visual benchmarks can be drawn 
on the floor or chairs can be used, etc. Finally, all or some 
participants should justify their position and engage in a 
short discussion before moving on to another statement. 
this type of activity can be used as a tool to debrief and 
evaluate as well.

57



videOs: each participant or delegation can be asked 
before the Agora to produce a short video introducing their 
Rover programmes, activities, events, experiences, etc. 
these videos can be screened in the beginning of the event 
and lead to interactive discussions giving an opportunity for 
the participants to know each other better.

wAlKie-tAlKie: the walkie-talkie combines nature and 
team discussions. it is a quite notorious type of session at 
Agoras. see p.74

earth hour

From its inception as a single-city initiative - sydney, 
Australia - in 2007, earth Hour has grown into a global 
symbol of hope and movement for change. earth Hour 2010 
created history as the world’s largest ever voluntary action 
with people, businesses and governments in 128 countries 
across every continent coming together to celebrate an 
unambiguous commitment to the one thing that unites us 
all: the planet. 

earth Hour happens once a year: for one hour, people, 
cities and businesses turn off all lights and stop using 
electricity. WOSM officially supports this initiative and tends 
more and more to promote the realization of an earth Hour 
during diverse scout events. At your Agora, you may have 
an earth Hour dinner. First, introduce the idea of earth Hour 
to your participant with a video or something. then turn off 
the lights, light candles and eat the whole dinner without 
any electricity. display a bunch of little papers on the 
tables with some important global statements, statistics or 
figures about our Earth, its population and its environment. 
you can also come up with a quiz the participants should 
complete by discussing with one another. they could also 
ask questions to one another (2 teams, 2 sets of questions, 
etc.). 

Check-out the earth Hour website for some material here: 
www.earthhour.org. eventually, you can also ask to your 
participants what their new commitment will be for the 
environment.

educational proceSS:

Once you have your process structure, see p.29; you need 
to articulate your topics together with your sessions in 
order to reach your educational objectives. this articulation 
demonstrates the fulfillment of your objectives and the 
learning process of your participants in terms of knowledge, 
skills, motivation and empowerment is called educational 
process. 

Here is an example from the 1st inter-Regional Agora in 
2012. the Agora’s theme was “youth Participation:  58



today, not tomorrow!” and its topics were Citizenship, youth 
Participation in decision-Making and Project Management. 
the educational process went as follow: 

4 we made the link between scouting and Citizenship 
       recalling the purpose of scouting to educate happy, 
       active and helpful citizens. 

4 we introduced to the participants a conceptual 
       framework to analyze the shapes Citizenship takes in 
       terms of expressions (individual/collective, interior 
       exterior) and the dimensions in which it develops itself 
       (political, economic, social, and cultural). 

4 After making the link between scouting, Citizenship 
       and Participation in decision-Making in general; 
       we focused on youth Participation to acknowledge 
       its contributions in decision-Making, its accelerators 
       and restraints, etc. 

4 we dived into the topic of youth Participation and it 
       made sense to finish with Project Management. 

4 we were now able to help the participants develop 
       projects on youth Participation in decision-Making 
       these projects aimed at increasing participation in 
       one or several dimensions (political, economic, social, 
       and cultural).

evaluation SeSSionS

there are many types of evaluating methods. Here are 
some of the questions you might want to ask yourself: what 
information are we looking for? should it be qualitative? 
should it be quantitative? should it be collective? should it 
be individual? should it be partly done each day? should it 
be written? why? should it be oral? why? should it be for 
the Planning team? should it be for the participants? (some 
parts might be for both, etc.) what degree of precision 
is needed? should it require thinking or should it be 
spontaneous? etc. see p.33

evening activitieS 

evening activities are important to relax, have a rest, 
socialize with others, spend time in an informal atmosphere, 
share something personal, build relationships with other 
participants. they are particularly relevant when it comes to 
experiencing a true scout Agora based upon an exchange of 
ideas, views, and dreams. 

evenings also lead to a peculiar atmosphere on which one 
can capitalize to create inspiring sessions or adventurous 
activities. Here are some examples of evening activities:

A ReCePtiOn eveninG for the official opening or a gala 
dinner, where you might invite your guests.
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7 familieS card game 

this game originated in France, and is played in a similar 
way to the english game of ‘Happy Families’. you can create 
your own cards as described below.  the traditional game is 
played with all of the cards being dealt, an equal number to 
each player if possible. Players view their own cards and the 
objective is to collect one whole family. the player to start 
may ask for a specific card from any of the other players,  if 
that player has the card that is requested he must surrender 
it. When the first player asks for a card of someone who 
doesn’t have it, this player gets to take a turn. the winner is 
the person with the most cards.

tHe tRAditiOnAl CAMPFiRe with songs, games, 
discussions, etc. 

A liGHt tRAil where groups of 3-4 participants 
are formed. each group is given a wax torch to guide 
themselves to a particular point, perhaps the campfire 
space. speakers stand at different stages on the track,  
and read some inspiring quotes or short stories to each 
group as they pass by. these quotes or stories can be 
related to scouting or the theme of your event, or just  
be nice inspirational quotes.

An inteRnAtiOnAl eveninG based upon the sharing  
of food from the countries represented by the participants, 
as well as an intercultural atmosphere of games, music, 
costumes, pictures, flags, etc. The national version of this 
consists in the sharing of gastronomical specialties from 
the different regions represented and traditions of different 
groups.

A tAlent sHOw more or less competitive with more 
or less preparation (more is advised if quality matters) 
involving the artistic talents of your participants teaming up 
or not. such shows require a good leader and timing so as 
to remain dynamic and entertaining.

A MOvie niGHt followed by some sort of discussion or 
debriefing. Why not? 

An AdventuROus niGHt game outside, an astronomy 
session or a night swim.

tHe MuCH APPReCiAted dinneR Out can be an idea 
relevant for enthusiastic Rovers. It can also fit perfectly in 
an excursion aimed at visiting  an interesting venue or local 
village.

BOARd GAMes? Here again: why not?

you name it… Be creative!
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gueSt Speaker

As a place of empowerment and inspiration, there is 
sometimes nothing better than inviting an expert to come 
and talk to or lead a session for the participants at an Agora. 
Be aware however that such an invitation might represent 
costs that need to be taken into consideration and will also 
represent some preparation or briefing time. 

As a Planning team, pursuing your wish to reach the 
educational objectives set for your Agora through your 
sessions you will need to give a precise framework of 
intervention to your guest speaker(s) while proposing 
yourself as a support. in other words, there is no such  
thing as a free ride on the part of the Planning team. 

Moreover, it can be valuable to valorize the skills, 
experiences and knowledge of your Planning team, your 
participants or the people surrounding you at your Agora 
(staff of the venue, people in the community, etc.) and if, 
through the application process for instance, you identify 
that one of them is an expert in a specific field such as 
sustainable development or project management, then it 
might be worth to incorporate their expertise as a guest 
speaker in your Agora. 

depending on the number of participants, your symbolic 
Framework and the theme of your Agora, create several 
families. e.g.: seven different areas of involvement/
commitment (environment, peace & human rights, 
education, spirituality & religion, intercultural solidarity, 
sports & health, and expression & communication). For 
each family, create six cards corresponding to six different 
characters real and/or virtual illustrating six dimensions 
of the area of involvement concerned, for example, 
internationally, nationally, locally, at work, at university,  
in my family. 

Provide details on the card about the character and their 
history or organization. this game can then be used in 
many different ways. you can play the classic seven families 
game: give a card to each participant and ask them to play 
their roles; ask them to find the members of their family 
and get to know one another. you can also create several 
teams and randomly give one card to each participant 
before playing a full-scale version of the seven families card 
game, etc. 

you can use this game so the participants can have  
a better sense of your symbolic Framework and theme. 
in our example, they can also discover new ways to get 
involved. Finally, if every participant is given a card, 
interesting dynamics will emerge with the participants 
making references during the Agora to their roles and virtual 
identities, etc
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if you are looking for guest speakers, here are some ideas 
of people you might consider contacting: 

4 A scout from a european working group (talking about 
    youth empowerment, reaching-out, growth, etc.)

4 A member of the world scout Committee or a regional 
    committee (talking about scouting at an international 
    level, etc.), 

4 A youth Advisor to the world scout Committee (there 
    are 6 of them and they usually accumulate experience 
    in the field of youth involvement in decision-making in 
    scouting and in other organizations), 

4 someone from a non-scout organization (youth or 
    environmental organization, etc.) such as the european 
    youth Forum or the mayor of the local community.

Six hat thinking:

this tool can be used during an Agora for discussions in 
order to structure the inputs of the Rovers or allow them  
to identify their main mode or role within this framework. 

Here are the 6 modes (coloured hats): 

tHe wHite HAt: Pure and neutral information, the facts 
and only the facts.

tHe Red HAt: emotions, intuitive or instinctive reactions 
or statements without justifications, fears and feelings.

tHe BlACK HAt: logical negative/pessimistic inputs. 
when wearing the Black Hat, one points out the dangers, 
etc.62



tHe yellOw HAt: logical positive/optimistic inputs. 
When wearing the Yellow Hat, one looks for the benefits, 
etc.

tHe GReen HAt: Creative thinking, outside the box. 
when wearing the Green Hat, one might even be 
provocative and challenge fundamentals or assumptions  
for the sake of seeing where a thought goes, etc.

tHe Blue HAt: in terms of dynamics, the Blue Hat is very 
different from the 5 other Hats. it relates to managerial and 
discussion oriented inputs. when wearing the Blue Hat, one 
tries to increase the efficiency of the discussion itself. The 
Blue Hat organizes the discussion, proposes new Hats, new 
roles, etc. 

when using this tool it is vital to explain clearly the details 
of the different thinking modes, coloured hats can be used 
as props. Assigning a different hat (thinking mode) to each 
member of the group for the purposes of discussion will 
challenge them to consider another viewpoint, constraining 
them to act within a frame. it takes some time to 
accomplish this, and makes very interesting discussions. it 
is a particularly useful tool in difficult or conflict situations. 

the other approach; having a number of groups, with the 
members of each small group thinking the same way, all 
wearing the same hat, discussing the same question/topic, 
brings some quite different and interesting answers. 

agora headlineS

The first edition of your Agora Headlines can be published 
by the Planning team. the format of the news may vary 
from a skit to a newspaper (big poster in the dining Hall?). 
you can add a weather forecast, an interview with one of 
the participants about the previous activities, etc. 

From then on, it is up to the participants to present the 
headlines during the mealtime for instance. Props can 
also be used, such as a fake microphone. Here is how it 
happened during the 1st inter-Regional Agora in 2012:

nAMe OF tHe sessiOn: Agora Headlines

tiMe & duRAtiOn OF tHe sessiOn: every morning (just 
before the first session) and evening (just before dinner). 
Max: 7 minutes.

MetHOd(s): presentation/skit by 4 different participants 
for every Agora Headlines’ edition. 

4 One participant (dressed with a tie and a jacket) is in 
    charge of leading the improvised skit (tv Reporter). 

4 One participant (dressed with a jersey) is in charge of 
    reporting on activities outside like a sports journalist. 

4 One participant (dressed with big glasses and a 
    chemistry protection vest) is in charge of reporting on 
    more “intellectual” session like a serious/nerd 
    journalist. 63



4 the last participant (dressed with a funky hat) is in 
    charge of reporting on a fact (either real or virtual) 
    involving youth participation in decision-making (ex: 
    demonstrations in tunisia, Occupied wall street, 
    lowering of the voting age, etc.). 

COntent: giving feedback and recalling on what has 
been done and/or announcement of what will happen in an 
original and fun way + examples of what youth participation 
in decision-making can look like.

OBJeCtives: 
4 Feedback for the Planning team from the participants 
    regarding the event.
4 look back to what has been experienced. 
4 Put the participants in a situation in which they shall 
    act/talk in public. 
4 A method of feedback and valorization of the 
    experience is introduced to the participants.

eduCAtiOnAl PROCess:  
4 Participants experience sessions and discover material 
    during the Agora 
4 the Agora Headlines shortly recall what is lived and 
    therefore capitalize the main points in an original and 
    fun way 
4 the “Bottom-lines” are underlined/highlighted and we 
    can move to other sessions and other reporters.

ice-BreakerS

Find Me: every participant is given a sheet of paper on 
which they write their name at the top. On this sheet 
are 12 (or more) square boxes with a specific piece 
of information in each box such as: virgo, came on 
the morning bus, participated to the last world scout 
Jamboree, plays the piano, etc. 

The participants must fill-in the boxes on their pages as 
fast as possible by finding other participants corresponding 
to the information of the boxes. One should write down 
the name of the participant corresponding to the box in 
the box. It is not allowed to fill more than one name in 
each box for the goal of the game remains to engage 
conversations with a maximum number of people. 

if the Planning team chooses the information randomly 
without knowing at all the hobbies and experiences of 
the participants, it is important that the number of boxes 
remains lower than the number of people.

HOBBies & PReFeRenCes: throw out a bunch of themes 
one after the other (e.g. movies, music, favourite activity 
in scouting). then, the participants form little groups 
according to their preferences (Music  Rock n’ Roll, Pop, 
Country, etc.). As a little group, they can then exchange 
with one another. this game allows the participants to 
meet participants with similar interests and hobbies.64



sPeed dAtinG: see d

stAnd in tHe Middle: A participant stands in the middle 
of the circle and starts introducing themselves. whenever 
somebody from the circle shares an element of information 
in common (we were born in the same town, we started 
scouting the same year, etc.) with the person in the middle, 
they move to the middle of the circle and start introducing 
themself. it is recommended to give a minimum and a 
maximum amount of time to the participant making the 
introduction so as to avoid having one participant talking for 
10 seconds and the following one talking for 5 minutes.

stAteMents: Participants order themselves by seating 
on aligned chairs according to a statement such as their 
age, their height, the first letters of the countries/regions 
they come from, the number of years which they have been 
involved in scouting, the number of hours it took them to 
travel from their home town to the venue of the Agora, 
etc. One chair is missing. the participant who is not able to 
find a seat leaves the game and of course an extra chair is 
discarded every time. the participants shall be given some 
time to talk to their neighbours. (the missing chair version 
is optional.)

tHe BAll GAMe: Participants throw a ball to one another 
and whoever receives the ball introduce themself. 

videOs: see d above.

intervieWS

individual or team interviews can be very interesting 
sessions in terms of outcomes even if they usually are time 
consuming. the participants can interview one another 
or can be interviewed by one or several Planning team 
members. in either case, preparation is important. 

the goal of an interview is to collect information from 
the person(s) interviewed. it can also lead to a discussion. 
in some cases, depending on the topic addressed and the 
educational objectives of the interview, it can also require 
preparation from the part of the interviewed participant(s). 

It is interesting to consider incorporating a camera filming 
the interview. usually, a camera brings in an element of 
seriousness that can be a catalyst for more valuable inputs 
from the part of the interviewed participant(s). On the 
other hand, the use of this media content should be wisely 
considered and shared with the participants. 

interviews can be used as individual brainstorming 
sessions on diverse topics or evaluation tools to check how 
the participants are feeling about the Agora/give them an 
opportunity to speak up/assess their progression in terms 
of personal objectives/etc. interviews can be conducted at 
different moments during the event, once or several times.  
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keep 5 (5 to 5)

this is a good way to be directive about the feedback taken 
from group exercises, as it challenges participants to choose 
what is most important about the information they give 
back. this also encourages more active group discussion. 

Ideally you will start with groups of five. Number each 
one. introduce your question. Ask each participant to 
brainstorm different answers. tell participants as a team  
to narrow down the response list to their five best answers. 
Ask the teams to take turns calling out their responses. 
Prepare a common list on a flip chart; ask teams to avoid 
redundant items. Continue this procedure until the flipchart 
contains 10 items. Give each team a number of cards for 
scoring. Ask each team to secretly select the best item from 
the common list and to call out its identification number, 
they cannot choose their own proposal. draw a line under 
the item selected by the most teams. Ask teams to select 
the second best item. Continue the procedure of selecting, 
scoring, and drawing a line under the most-frequently 
chosen item until you have identified the top five. 

during any round, if there is a tie among selected items, 
give each team a minute to make a persuasive speech to 
convince the other teams to select the same item they 
selected. Proceed as before. As debriefing, short open 
discussion between participants will help the organizers to 
identify any success factors or serious hurdles during the 
development and implementation phases. this is a similar 
process to the ‘nominal Group technique’. 

meSSage-BoxeS & pigeon-holeS

internal written communication between the individual 
actors of an Agora (participants, Planning team members, 
Advisors) can be useful, especially when there are lots of 
participants, when they are supposed to interact with one 
another for different tasks, or when the event lasts for 
several days. 

there are many ways to have pigeon-holes and with 
some effort the installation can be well incorporated in the 
symbolic Framework. For such communication system to be 
useful, it is important to introduce it to the participants and 
give them a couple of examples on how to use it. 

Following the same idea, more or less privacy can be 
ensured with actual boxes or post-its put on a wall for the 
participants to share more or less formal thoughts.  
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Pigeon-Holes can have many benefits and allow for all 
sorts of communication varying from ‘i love your smile!’ to 
‘let us meet at 22:15 after the last sessions in the dining 
Hall to finalize our project proposition’. You can also create 
a system of virtual message-boxes, even if you are not 
‘online’.

market, fair & exhiBition 

when valorizing the experiences of your participants,  
the projects they might run back home, or the outcomes  
of your sessions, you might consider setting up a sort of fair 
or exhibition in a big room of your venue, on the staircase 
or in the hallways. 

this method can also be used to illustrate your theme with 
a permanent exhibition during your entire Agora mingling 
pictures, tables with flyers, posters, other media contents, 
etc. If interesting summing-up flip charts are produced 
during your sessions, you should also considering hanging 
them on the walls so the participants are able to go back to 
them at any time. 

meditation 

Meditation can be a time to reflect or pray, to take a step 
back from our lives and open our minds to others including, 
for instance, the people suffering in our world. Meditation 
can also be inspiring moments illustrating how scouting 
creates a better world. if the Planning team chooses to 
offer meditation times to the participants at an Agora, it 
is important to consider whether or not it should be in the 
morning, before or after breakfast, in the evening, etc. 

it is also important to consider the venue of these 
meditations and whether or not they are ‘mandatory’ or 
only addressed to the participants willing to take this time. 
we believe that careful preparation will allow you to have 
meditations adapted to all your participants and therefore 
relevant for all of them. Meditation can be organized by 
the Planning team or some participants (a different team 
every day or every two days). Here are some examples of 
meditation tools:

4 inspirational videos such as ‘Messengers of Peace  
    & scouts in Action’ 

4 use of decoration, candles, music, etc.

4 use of texts, songs, gestures, pictures, symbols, etc.

67



opening ceremony

An opening ceremony can take many formats but should 
at least include some time to welcome the participants and 
introduce them to the event, its objectives, the Planning 
team and the venue, and launch the symbolic Framework. 
An opening ceremony sets the scene, gives the participants 
a flavour of the event to come. It is meant to be a rather 
official inspiring moment followed by ice-breaking activities 
and possibly team formation.

open Space 

this is a good way to address a number of topics which may 
be important to some participants but not fit directly in to 
your programme. Participants suggest specific topics, and 
the Planning team can add some also. the topics are placed 
in various parts of the venue, perhaps in the same room, 
but there must be space for people to gather, and it must be 
possible to hear the discussions which will take place. 

each topic must have value ie. there should be some 
information to be imparted or collected, or some opinions 
or ideas to be gathered or shared; as such it is necessary 
to have a facilitator for each topic. it might also be possible 
to have some spaces set aside for impromptu topics which 
arise. 

the participants choose what they want to do. they can 
move freely between sessions and stay as long or as short 
as they like, participating or just listening. it works well 
with a large group of people and it always requires careful 
preparation. 

rover opportunitieS  

An Agora empowers and inspires; it strengthens the 
motivation of its Rover participants. Consequently, it 
might be important to incorporate by the end of the Agora 
a session designed to introduce in concrete terms the 
opportunities for Rovers to get involved in or to experience 
more scouting events after the Agora. At european level, 
there are Roverways and Agoras; at world level there are 
Moots and youth Fora, at national level there are many 
Rover events in different countries open to others, etc. 
there are also plenty of opportunities to get involved in 
youth organizations or decision-making bodies besides 
scouting. 

the Planning team should conduct some research with 
the help of its Advisor in order to present to its Rover 
participants the most relevant opportunities to them. this 
relevance component of the information you will deliver 68



should be based on the profile of your participants, the 
objectives of your Agora and its theme and topics. At the 
national, district or local level; your association might also 
look for Rovers to get more involved and an Agora can 
definitely become a good pool from which they will find 
motivated Rovers. 

Manage carefully the interactivity of such sessions, as well 
as its timing: it should not be too long and it can take the 
shape of a fair or exhibition, see p.67. if some participants 
have attended the events you introduce or if they wish 
to propose other opportunities to their peers; it might be 
interesting to incorporate in your presentation their inputs 
and testimonies. you can also introduce to the participants 
some useful resources and websites encompassing more 
Rover opportunities such as: www.rovernet.eu

participation or hartS ladder

the ladder of Participation developed by Roger Hart is a 
useful tool to increase the awareness of the Rovers on the 
complexity of youth participation in decision-making. 

ladder of participation by R. Hart 69



it is an interesting tool that needs to be well understood 
for it does not necessarily advocate only for the 8th level of 
the ladder but acknowledges the contribution of every level 
of participation in the process of empowerment (except the 
first three levels of manipulation, decoration and tokenism). 
it is a tool that can be used in many ways. 

For instance, the participants can be asked to identify their 
own level of participation in decision-making in different 
organizations: at home, in high school, at university, in 
their scout group, in their association, etc. A big ladder 
can also be represented or drawn on the floor and the 
participants can be asked to position themselves accordingly 
before justifying why they picked such or such level of 
participation.3

plenary & preSentation SeSSionS 

A session addressing the whole audience can be very 
useful to deliver a specific message to all the participants 
but should remain as short and as interactive as possible. 
Consider the number of participants and their background; 
the environment of the session; the competencies and 
skills of the Planning team members, guest speaker(s) or 
facilitator(s) in general. 

when choosing the methods of your session, consider 
the contributions of visual content (pictures and videos, 
schemes and drawings, Post-itstM and flipcharts, symbols 
and smileys, PowerPoint and Prezi presentations, handouts, 
etc.), audio content (music, microphone, silence, etc.), 
materials (costumes, material to mould or create visually, 
sport equipment, etc.), physical and environmental settings 
(lights, position of chairs, tables, decoration, etc.) and 
humor vs. seriousness. 

proJect approach/perSpective/method

to ensure a quality experience for the participants, the 
Planning team of an Agora event should use a project 
approach, taking care that all of the elements of the 
programme are considered, to produce the best possible 
outcome. 

in general terms, a project is 
something that one intends to 
achieve by a given time. it involves 
setting a clearly defined goal to 
reach, working out what needs to 
be done, when and how, and then 
doing it! A project is not one activity, 
but many different activities, each of 
which needs to be planned, organised 
and carried out in order to reach the 
goal. 
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queStionS & anSWerS 

Good communication between the participants and the 
Planning team at an Agora is vital. A good understanding 
of the sessions, their objectives, and their outputs is also 
very important. to this extent, good q&A sessions might 
be very relevant at an Agora. 

The Planning Team should demonstrate some flexibility 
and good observation of their participants to organise 
q&A sessions when necessary. Furthermore, if the 
Planning team cannot answer a question, it is important 
to recognise this and simply say that an answer to the 
question will be given later. the Planning team can then 
conduct some research or ask its Advisor. sometimes, the 
Planning team won’t have the answer but a participant will 
be able to answer based on their experience. 

everyone should have an opportunity to answer at an 
Agora for Rovers, by Rovers. Finally, many methods can 
be used including a Pt mailbox for written feedback or 
questions to the Planning team.

A project approach, 
or project life cycle, describes 
the approach that will be taken to carry-out a 
project. to capture the educational value of the project it 
is necessary to take it further, to reflect and evaluate the 
experience. 

the life cycle segments a project into phases, logical 
units of work that fit together, and whose results make 
sense to review as a unit. You can find many examples of 
this online, including the 7 phases of a scout project, in 
let’s do a scout Project. 

proJect drafting SeSSion 

talking about project management is one thing; organizing 
an actual event is another. At an Agora, when  
we want to empower the participating Rovers in the area  
of project management, we first determine their needs. 
then they creatively choose ideas of projects; we 
introduce them to the necessary tools to successfully 
run these projects; and we put them in the situation of 
actually planning, running and evaluating their projects. 

via an accelerated simulation session with deadlines 
for handing-in communication strategies, programmes 
of activities, etc. the participants can experience in their 
teams what it means to manage a project. they learn 
much more under this kind of motivating pressure and 
they feel confident afterwards when it comes to actually 
implementing their projects back home.7
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SeSSion on Scouting and the WoSm  

For some participants and the Planning team, Agoras 
often represent a window of opportunity for getting more 
involved in scouting and making a smooth transition from 
the ‘receiving the educational offer of scouting’ side to the 
‘offering scouting’s educational programme to children, 
teenagers and young adults’ side of scouting. 

recommendationS & reSolutionS 

depending on the objectives of your Agora, it can become 
a place where Rovers take decisions for their Rover 
programme or their scout Association and directly impact 
the agendas of others such as the Rover national team or  
a regional committee. 

even if an Agora is not initially meant to be a decisional 
body, having such responsibility from time to time can be 
both relevant for the scout movement seeking fresh inputs 
and the participating Rovers. in fact, taking decisions is 
empowering and an Agora is about empowerment! 

the degree to which these decisions are binding may 
vary and the ‘Agorians’ may produce recommendations 
or resolutions. After an introductory session on 
the format and the content of recommendations/
resolutions; the participants should be asked to draft 
some recommendations/resolutions. to this extent, the 
sessions of the Agora can serve as inputs while the actual 
recommendations/resolutions would be the final outputs  
of the Agora for the implementing bodies. 

the introductory session on the format, the content and 
the importance of such documents is essential to create 
some sort of ‘intellectual emulation’. the Planning team 
should not be afraid to see Rovers working, discussing 
and cooperating late at night to draft recommendations/
resolutions. Once all the recommendations/resolutions are 
written (a deadline for submission should be given), they 
should be read in front of all the Agorians who can amend 
them in a formal process and vote for the ones they wish to 
submit to the implementing bodies. 

we can also imagine the production of only one collective 
recommendation/resolution that would not require a 
voting session. if a voting session is considered, on the 
other hand, then it might be relevant to make sure that 
every recommendation/resolution is seconded by another 
participant/delegation.
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To facilitate, encourage, and increase the efficiency of such 
thirst for involvement, it might be interesting to incorporate 
in your Agora a session dedicated to the knowledge of the 
peoples and diverse organizational bodies and structures. 

such knowledge might also encompass topics such as the 
main issues scouting is facing externally and internally at 
the local/national/international level, etc. Knowing who does 
what in the organization (conferences and assemblies, fora, 
committees, bureaus, districts, regions, etc.) will soon be 
important when becoming involved at a higher level.

SimulationS & role playing gameS

the scout Method advocates the idea of ‘learning by doing’. 
it is very useful to consider the contributions of simulations 
and role playing games (RPG) in your sessions because they 
are very efficient and empowering. 

Given the powerful potential of these methods in terms  
of emotional involvement as well, the Planning team should 
always ensure a good debriefing session covering both 
the outcomes of the session and the way the simulation/
RPG itself has been experienced by the participants. these 
activities require both a clear beginning and a clear ending.

SWot analySiS 

A swOt Analysis is an evaluation tool analyzing the 
strengths, weaknesses, opportunities and threats 
related to a specific situation or project. 

the strengths of a project are inherent to the 
project itself, they are interior. Opportunities, 
on the other hand, are positive external 
contributions for the project. A Planning team 
for instance has strengths when considering the 
knowledge and abilities of its members and has 
opportunities when considering the possibility to 
use specific events or guest speakers to strengthen 
the Agora. weaknesses are also interior while threats 
are exterior to the situation or project but threaten its 
good process. 

swOt Analyses are important planning tools useful in 
project management.7

team taSkS 

team tasks can relate to any challenge or task set for the 
small group: creating a game, designing a programme, 
choosing together what to keep, etc. usually, they are more 
practical exercises. 
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valorization & capitalization SeSSionS 

Participants can produce videos, articles or other documents 
they believe useful to share what they’ve experienced 
during the event; give value to their experience and reach a 
greater impact. they can also produce a report addressed to 
those they represent sharing all the things they’ve learned, 
etc. see the Glossary of terms, p.49.

videoS 

video input followed by discussions in plenary or small 
groups can be very valuable for meditations or other kinds 
of sessions. to this extent, the internet might be a valuable 
resource with many inspirational and thought provoking 
short videos that may complement your session and add an 
extra dimension. 

Walkie-talkie

MetHOd used: Guided discussions in small teams while 
hiking. you can have one or several topics (one every hour 
during half a day or one in the morning and one in the 
afternoon with a lunch break at the top of the mountain or 
at a lake, etc.).

ORGAnizAtiOn: Have the participants form small 
teams. Give them a map of the hike route and a sheet 
with discussion topics (these should take the form of many 
concrete questions).

exAMPles OF tOPiCs: similarities and differences 
between Rover experiences or programmes, youth 
participation in decision-making, etc. these topics 
shall orientate the discussions towards an exchange of 
experiences. you may also include a part on hobbies/
studies/etc.

inFORM tHe GROuPs: that these questions are only 
catalysts for discussions and that they should not feel too 
restricted by them. Recall the necessity to walk as a team, 
enjoy nature and give them your phone number in case 
something happen (you should have it on the handouts).

send Out tHe GROuPs: one group after the other with 
enough time between each group.

At tHe end OF tHe sessiOn: when everybody is 
together again, you should have a debriefing. For instance, 
one person per group can come forward and share one 
interesting conversation they had or one interesting 
information he/she learnt about another Rover.74



OuR tiPs: It is difficult to walk together and talk when 
the hike is difficult for some of us! On a steep trail, nobody 
really wants to talk. Choose your walkie carefully according 
to your participants or keep the talkie for the way down the 
mountain. 

   Be creative, you can have a game running at the same 
time (every participant could have a secret mission such as 
John having to make sean shout “i love Baden-Powell” in 
the mountain…). you can also have the discussion topics and 
guiding questions in several envelopes on the way to find 
with the map…

Warm up activitieS 

warm-up activities are meant to get your participants fully 
awake and physically energized. it is good and encouraged 
to have warm-up activities in the morning after breakfast 
just before the first sessions and mid-afternoon when 
attention is naturally waning. 

HeRe ARe tHRee exAMPles OF wARM-uP ACtivities 
tAKinG PlACe Outside: 

COMMuniCAtiOn RACe with the support of the team, one 
‘blind’ participant must grab a ball on the other side of a 
field with obstacles, and bring it back. This ‘blind’ participant 
receives his instructions from a participant shouting words 
such as ‘Right’ or ‘Left’. This person can’t see the field 
directly but has to understand signs made by the rest of the 
team who can see the ‘blind’ participant. the ideal number 
of participants per team is three people. the teams can 
compete one against the other. 

Another version of this game implies putting glasses of 
water on the field instead of obstacles: the ‘blind’ participant 
can be given instructions to grab the glasses of water 
and pour them on the other ‘blind’ participants. special 
constraints can also be added to the game such as limiting 
the vocal instruction to animal noises, etc. 

HuMAn KnOt Ask a group of about 10-15 participants to 
form a tight circle. Have each person extend both hands 
into the centre and grasp the hands of two different people. 
when this is completed, the group must then untangle the 
knot they have created. Physical hand-to-hand contact 
may not be broken to untangle the knot. Grips may change 
and palms may pivot on one another, but contact must 
be maintained. if time is running out, the problem can be 
simplified by breaking one grip and asking the group to form 
a single line instead of a circle. this is also good warm-up 
activity.

PiOneeRs lAddeRs Participants form teams (5-8 people). 
every team is given the same number of wooden poles (2 
big ones of about 2-3 meters each and 6 smaller ones of 
about 1 metre each) and has to form a ladder as quickly as 
possible with lashing knots. Once their ladder is done and 
solid, two or more members of the team hold the ladder 75



glossary
vertically while all the members of the team go up from one 
side of the ladder and down on the other side. 

Once every member has done this, the activity is finished 
but we can also include deconstructing the ladder in the 
overall race. this is a great activity to illustrate teamwork 
and trust while allowing some participants to step outside 
their comfort zone.

World-café 

A world-Café is a type of session essentially meant to 
provide several solutions or answers to one issue or 
question, in a limited amount of time, while still allowing the 
input of a majority of participants in the drafting of every 
solution/answer. these Guidelines aim to explain the basic 
form of a world Café but once you have understood the 
concept itself, you should be able to adapt it to cover several 
topics at once or approach it from different perspectives 
involving individuals or teams. Here are the different stages 
of a basic world Café:

1. intROduCe yOuR wORld-CAFé: introduce your 
participants to your issue/question as well as your possible 
preliminary work while trying to solve/answer your issue/
question.

2. settinG: Form as many teams as the number of 
solutions/answers you wish for your issue/question. small 
teams are always better than big ones. every team should 
sit around a table on which they will find some flip charts, 
markers, pens, Post-its™, etc., and coffee of course (tea, 
hot chocolate, cookies, etc.). the tables should be spaced 
out enough for the teams to work together while not being 
annoyed by the noise of the other teams. 

3. PHAse 1: every team starts working on a solution/
answer and makes sure to use these 20-30 minutes wisely 
in order to put down on paper their achievement in a clear 
(visual) way. Possible variation: every team is given a 
specific constraint or set of questions to start with.

4. PHAse 2: every team except one person per team 
(the host of the table) goes from one table to the next one. 
the hosts of the tables quickly introduce to this new team 
the work done by the former team and the new teams 
continue addressing the work. they complete their solution/
answer with their new ideas. if you choose to implement 
constraints, they should be kept. A new set of questions can 
be proposed so as to make sure that the exercise moves 
forward. the second phase can be a little longer than the 
first one because there is a required time of presentation.

5. PHAse 3: the hosts of the tables remain at the same 
table during the entire world Café. the 3rd phase is identical 
to the 2nd one.

6. PHAses 4  x: they are identical to the 2nd and 3rd 
ones. sets of questions can be introduced at each phase to 
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help the participants move forward in the thinking process. 
A world Café usually allows the Planning team members to 
participate as well (except the facilitators): we are all facing 
the same true issue so everybody’s inputs are valuable.

7. PHAse x+1: the solutions/answers are presented 
one by one to everyone by the hosts of the tables. A brief 
presentation of the solutions/answers is followed by a 
discussion and a voting session meant to elect the best 
outcomes. the conclusions of your world Café can also be 
hung on a wall. this last phase is extremely important for 
it is the one that will valorize the work of your world Café. 
As you will have noticed, a world Café can last for several 
hours if not a full day sometimes. it is a very powerful and 
precious tool that needs to be well understood in order to 
fully benefit from its potential. 

the World village game 

the world village Game is an empowering activity meant 
to increase awareness of many world issues based on world 
statistics. what would the world look like if it was reduced 
to a village with y (= number of participants: participants, 
Planning team, etc.) inhabitants? How many of us would be 
able to read? How many of us would have access to clean 
water, to the internet, to enough food to eat? etc. 

this inspiring and moving 30-minute-long game is 
available online or upon request at europe@scout.org. it is 
recommended to have it in a quiet, serious environment at 
night. it usually leaves the participants in a mood to discuss 
about world issues afterwards. time for discussions can 
therefore be anticipated.

very similar to this is the Global village game. this shrinks 
the world down to a game in which every player is born 
with a name, country, life situation, level of power, level 
of health. Citizens of the global village try to stay alive, 
improve their life, have fun and work together.

Citizens can get an education then make money through 
agriculture, engineering, music, science, sports, theatre, 
or temp jobs. they can spend their money on food or 
entertainment. Along the way, they might end up in the 
hospital or the jail or find good news or bad news when 
chance comes their way. village characters run the support 
services (government, hospital, police, and social service) 
and lead the school and business areas. Additional village 
characters include protesters and the mafia. The village is 
a busy, exciting place where major global issues become 
personal.
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BOARd GAMes
eveninG ACtivities
7 FAMilies CARd GAMe
iCe-BReAKeRs
tHe wORld villAGe GAMe

ACtinG & CHARAdes  
BRAinstORMinG / CReAtinG ideAs
BuzzeR PResentAtiOn MetHOd
COMPetitiOn
disCussiOn sessiOns & MetHOds
eduCAtiOnAl PROCess
inteRviews
MessAGe-BOxes & PiGeOn-HOles
MARKet, FAiR & exHiBitiOn
OPen sPACe
PROJeCt APPROACH/PeRsPeCtive/MetHOd 
ReCOMMendAtiOns & ResOlutiOns
siMulAtiOns & ROle PlAyinG GAMes
swOt AnAlysis
teAM tAsKs
videOs

don’t know exactly what you’re looking for? search by a 
game, sessions or methods.

ClOsinG CeReMOnies & ACtivities tO CeleBRAte
eARtH HOuR
evAluAtiOn sessiOns
Guest sPeAKeR
tHe 6 tHinKinG HAts
AGORA HeAdlines
KeeP 5 (5 tO 5)
MeditAtiOns
OPeninG CeReMOny
ROveR OPPORtunities
PARtiCiPAtiOn lAddeR
PlenARy & PResentAtiOn sessiOns
PROJeCt dRAFtinG sessiOn
questiOns & AnsweRs
sessiOn On sCOutinG And tHe wOsM
vAlORizAtiOn & CAPitAlizAtiOn sessiOns
wARM-uP ACtivities
wORld-CAFé
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exAMPle OF 
inviTaTion leTTeR (euROPeAn AGORA 2011)
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
 






 


 

 

 
 



 

   

 












 

 



















 








 
 
 
 

 














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endnOtes

1 Resource document: empowering young Adults,  

Guidelines for the Rover scout section.

2 Resource document: Have your say! Manual. 

3   Resource document: youth involvement & youth 

empowerment toolbox.

3 Resource document: example of evaluation 

form.

4 example of session preparation sheet, see p.84. 

Feel free to adapt it for your own Agora. 

5 example of an evaluation form, see p.90.

6   Resource document: youth involvement, youth 

empowerment toolbox in the resource documents.

7   Resource document: t-Kit n°3 from the Council  

of europe on Project Management.

lisT oF ResouRCe doCumenTs
By ROveRs FOR ROveRs, Guidelines 
FOR RunninG A suCCessFul AGORA 
wOsM publication 

eMPOweRinG yOunG Adults, 
Guidelines OF tHe ROveR sCOut 
seCtiOn  
wOsM publication

Available at:  
www.scout.org/en/information_events/
library/youth_programme/ 
empowering_young_adults

“HAve yOuR sAy!”  
the Council of europe  

Available at:  
www.coe.int/t/dg4/youth/source/
Resources/Publications/  
Have_your_say_en.pdf

let’s dO A sCOut PROJeCt  
wOsM publication

Available at:  
www.scout.org/en/information_events/
library/youth_programme/ 
let_do_a_scout_project

RePORts FROM PAst inteRnAtiOnAl 
AGORAs 

Available upon request to  
europe@scout.org

sCOutinG, An eduCAtiOnAl systeM  
wOsM publication

Available at:  
www.scout.org/en/node_70/ 
library/fundamentals_of_scouting/
scouting_an_educational_system

t-Kit n°3  
Council of europe on Project Management

Available at:  
youth-partnership-eu.coe.int/youth-
partnership/publications/t-kits/3/
tkit_3_en

t-Kit n°6  
Council of europe on training essentials

Available at:  
youth-partnership-eu.coe.int/youth-
partnership/publications/t-kits/6/
tkit_6_en

yOutH eMPOweRMent euRO sCOut dOC 
wOsM publication

Available at:  
www.scout.org/en/information_events/
library/youth_programme/ 
youth_empowerment 

yOutH invOlveMent/yOutH 
eMPOweRMent tOOlBOx  
wOsM publication

Available at:  
www.scout.org/about_scouting/
strategy/strategic_priorities/ 
youth_involvement/ 
the_youth_involvement_toolbox




