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4-H Shooting Sports Education Project

4-H Shooting Sports

Studying and learning about shooting is fun. The Indiana 4-H Shooting Sports Education curriculum
was written to introduce youth to safety issues and equipment used in different shooting disciplines.
The key to learning with any 4-H project is for youth to enjoy their studies and to learn at their own
pace. We hope this study is just the start of a lifetime enjoyment of shooting sports. Youth can
enhance their learning experience, especially as they develop more sKills, by using other

resources — learning from others and from written materials available in books, magazines, and on
the Internet.

The 4-H Shooting Sports project offers many educational experiences, from learning the shooting
basics to poise and concentration. Parents can be a big help if they are involved with their child’s
learning, especially for younger 4-H members. Parents that sit in on meetings and ask their child
about what they learned and what they did not understand help their child have a stronger learning
experience. Youth are more excited to learn if they have parental support and interest in what they
are doing. As they mature, youth should take on more responsibility for their learning and move to
independent learning. Parental interest will reinforce what youth learn at any age.

General information about the Indiana natural resource projects, including Frequently Asked Ques-
tions and exhibit pictures from the Indiana State Fair are available at:
www.four-h.purdue.edu/staff.home/natalie/4h.html

Exhibit guidelines and record sheets are available on-line at: www.four-h.purdue.edu/projects.

Author: Natalie Carroll, Extension Specialist
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Design & Layout: Jessica Seiler
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Learning Goals

Youth should:
® Learn about shooting safety
e eye & ear protection
¢ protection from lead
* range commands
e Learn to identify parts of arch
Develop an understanding
¢ Exhibit what they have le




The Experiential Learning Model

(Source: Excerpted and adapted from “Experiential Learning in 4-H Project Experiences, 4-H
Volunteer Leaders’ Series,” University of Arkansas Cooperative Extension Service, Dr. Darlene Z.
Baker. You may view the entire document at: http://publications.uaex.edu/. Search using the word
“experiential.”)

The Experiential Learning Model is a way of teaching to help youth make the most of any activity
that they experience. Experiential learning distinguishes 4-H activities from many other educational
methods. Experiential learning is a process that allows youth to first learn by doing, before being
told or shown how, and then process the experience. Activities are designed so youth experience a
learning activity, share what they did, process what they did (discuss, analyze, reflect), generalize
what they learned (to test the 4-H members comprehension and appreciation of the activity), and
then think about how they can apply what they learned to other situations (generalize).

The advantages of using the experiential learning process in group
settings include:

¢ The adult can quickly assess the student’s
knowledge of the subject.

e The student builds on past experience or
knowledge.

e The adult is a coach rather than a teacher.

e The youth relate the experience to their own lives and
experiences.

e Mentors may use a variety of methods to involve the youth
in the experience.

¢ Youth with many different learning styles can be successful.

e Discussions can move from the concrete to the abstract and
analytical, at the middle and high school ages.

¢ Youth are stimulated to learn through discovery and to draw meaning from the
experience.

e Youth can work together, share information, provide explanations and evaluate
themselves and others.

¢ Youth take responsibility for their own learning.

Experiential
Learning

Evaluating youth learning using a simple rubric (such as the one shown) can help 4-H volunteer
leaders assess the effectiveness of their teaching methodology and youth interest. Evaluate each
step of the experiential model by indicating what you think the 4-H members learned in a particular
activity (your best guess). Work on improving any low scores.

Step Excellent | Average | Minimal
Experience
Share
Process
Generalize

Apply




Youth Development Stages

Understanding the physical, mental, social, and emotional development of youth will help you when
working with the 4-H members in your club. No two youth develop at the same rate and transitions
are often gradual. Your teaching and involvement helps 4-H club members grow and mature and
makes 4-H a rewarding and fulfilling experience.

Activities at 4-H club meetings are not always as successful as you, the volunteer leader, had
planned. Sometimes youth talk among themselves rather than listening to you; sometimes no one
comes to a planned field trip; or sometimes no one speaks up to answer your questions when you
are trying to involve the youth in the discussion. If you are working with a broad age range, the
activity may be too simple for the older youth and too difficult for the younger ones. This is very
challenging for the 4-H leader. Giving the older 4-H members leadership opportunities can be very
effective.

Youth of the same age can vary greatly in physical, mental, social, and emotional growth and
interests. These differences are even more marked between age groups. Research has shown that
there are some generalities that can help you understand how to plan activities for different age
groups.

Early Elementary (Pre-4-H Age)

This is a very active age, so it is important to keep children in their early elementary years busy. They
are concrete thinkers and need to understand what you want them to'do and how to do it. They

are generally more interested in making something than in completing a project (process is more
interesting than product). Youth in this age group tend to seek adult approval and depend upon
adults, although the opinions of their peers are beginning to be important. They do best in small
groups with set rules and rituals. Competition is inappropriate for this age group.

Upper Elementary

This is also a very physically active age so hands-on activities work best. Youth in the upper
elementary grades are still fairly concrete thinkers (things are black/white or right/wrong), but are
beginning to think logically and symbolically. Because this age group has a strong need to feel
accepted, it is best for an adult to evaluate each product, rather than hold competition among peers
with only one winner. This age child prefers to know how much they have improved against past
efforts and how to improve in the future.

These youth are beginning to identify with peers, but continue to value adult guidance. The
also beginning to discover the benefits of making other people happy, but more for the
themselves rather than the benefit to others. They begin to take responsibility for thei
this age and begin to develop an increased independence of thought, which m
new things. Letting this age group help in the decisions of the club helps the
leadership.



Middle School

Middle school youth are beginning to move to more abstract thinking. Justice and equality are
important to this age. Therefore, project judging may now be viewed in terms of what is fair, as well
as being regarded as a reflection of self-worth. Youth in their middle school years prefer to find
their own solutions, rather than to be given solutions by adults. Try to provide supervision without
interference. Independence of thoughts and actions begins to emerge. Avoid comparing middle
school youth with each other — performance should be compared with past accomplishments.

Junior volunteer organizations often are popular with teens toward the end of this age group,
particularly if there are opportunities for developing leadership and interaction with youth of the
opposite sex.

High School

Most high school-aged teens know their abilities, interests, and talents. They tend to be very
concerned with themselves and their peer group. While they can understand the feelings of others,
they tend to be self-absorbed, particularly in the earlier years of high school. Relationship skills are
usually fairly well developed. Getting a driver’s license increases both independence and dating.
Acceptance by members of the opposite sex is very important.

High school-aged youth begin to think about the future and make realistic plans. They enjoy career
exploration and preparation. Their vocational goals influence the activities they select.

Projects requiring research and creativity give teens an opportunity to demonstrate how much they
have learned and what they can accomplish. Teens set goals based on their personal needs and
priorities — goals set by others are generally rejected.

As teens master abstract thinking, they may try new ideas in ways that confuse adults. Teens can
generally initiate and complete tasks without supervision. A leader can help by arranging new
experiences in areas of interest to teens but must be sure to allow them plenty of input. Assume

the role of advisor/coach for independent workers, rather than teacher/lecturer. Club meetings,
rituals, and uniforms do not generally appeal to this group. Many teens enjoy looking back on

their achievements in 4-H, teaching younger 4-H members, and appreciate special recognition for
leadership activities. By the time they graduate from high school and begin college or a career, youth
feel they have reached the stage of full maturity and expect to be treated as such.

Some Final Thoughts

You, as the club volunteer, are a valuable asset to your community and to the members of your club.
The guidelines for the stages of child and youth development — in combination with your special
skills and interests in youth — will help you plan and carry out a successful 4-H program and make a
positive impact on the lives of young people.

These guidelines only give a brief overview of child and youth development. They are intended as

a resource to help you plan your activities as a volunteer leader. The publication, Ages and Stages
of Child and Youth Development,* has more in-depth information and is available from your county
Extension Office.

* Ages and Stages of Child and Youth Development, A Guide for 4-H Leaders, NCR 292
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Youth Manual Notes and Answers

Eyes & Ears
Youth involved in shooting activities need to understand the importance of protecting their eyes and
ears. Simple activities are included to support the club meeting discussions.

Range Commands

Youth are to enter the range commands used in their discipline to reinforce them and provide a
written record of their range commands. Different disciplines and instructors often have slightly
different range commands. It is recommended that you have your range plans clearly posted at the
range so that youth are always reminded of the rules.

Lead from Firearms
A brief discussion of the importance of washing hands after handling lead is discussed to avoid
ingestions of toxins.

Discipline Descriptions
A brief description of the archery, hunting, muzzloading, pistol, rifle, and shotgun disciplines is giv

Discipline Activities
* Equipment Identification
* Word Search (using the equipment parts)
* Project Ideas
* Games and Activities



Archery

Name the types of bows. Label the parts of the
archery equipment using the letters listed at the
bottom of the page. Then find the words in the
puzzle below.

f
A" 3

LONG BOW RECURVE BOW

ad

A - ARROW

B - CABLES

C- COMPOUND BOW
D - CREST

E - CROSSBOW
F-FLETCH

G- GRIP

H-LIMB

[ - LONG BOW
J-NOCK

—COZ0Ow0O S

CROSS BOW

K-POINT

L - RECURVE BOW
M - REST

N - SERVING

O - SHAFT
P - STABILIZER
Q-STOCK

R -STRING

S - STRING NOCK
T- WHEEL NOTE: two word terms are shown as one word.
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Draw a line from the
animals at the top of the

page to the habitat you would expect to

find them in. Then use their names
listed below to complete the
word search.

COYOTE
DEER
FISH
FOX
FROG
HAWK
RABBIT
RACCOON
SNAKE
TURKEY
TURTLE

()

U %)
MT KN/ ‘
BPEFLIUGWL A

QUA I LO\LKP
YLSQWEO AWUG OR RE
BMP XYW

QY X DN|E|R

PUAAHRHBQQKS JUA
QXULKQUEHDA I Q
BCRXJUUZFPXMAN C
QRTLEQRQDNWW H

Work with your Shooting Sports Instructor to determine the
project that is best for you. Your instructor will consider your
interests, age, experience, and abilities to help you determine the

project that is right for you.

Project Ideas

o Make plaster casts of tracks.
o Carve a decoy.

e Tan a hide.

o Make a duckwing board.

Make a deer jawbone board.

Build bird feeders.

Build bird houses.

Build bat houses.

Make deer antler jewelry
(buttons, tie slides, etc.).

\L\\ l gu& A\ |7
\\Q$@§‘W@,\‘
W

SCS

Create fur crafts

(hat, gloves, etc.).

Try taxidermy.

Take wildlife photographs.
Make a duck, goose, or
turkey call.

Identify scat. g



Muzzleloading

Name the locks. Label the parts of the muzzleloader using the letters listed with the
appropriate word at the bottom of the page. Then find the words in the word search.

MATCH LOCK || WHEEL LOCK || FLINT LOCK CAP LOCK INLINE LOCK
‘ﬁ_ ‘,%5\,. ;/Lh:::NE
?—j «m’ y E
A - BARREL QN L 1T N E L 0 C KX s J (1 (f
B-BUTT PLATE & C O L LEEHWSBMKNIRlIT
C- CAP LOCK I D I Q Q RO a vy B Al N Z [I] |A
D - FLINT LOCK G L 1T N T LJloc L |t Fld L
E - FRONT SIGHT H KB F 0GRl L E R Icfw y G [P
F - HAMMER 0O cR E M M A Hl m (1) || |T
G- INLINE LOCK 0wy ® A da bl Rl
H - MATCH LOCK v U 1 e ol a lallal lu
j' ’F{/‘:AﬁéED P E D U s-L < A |||y 8
- K |_~P K KL [s| Al v
K - REAR SIGHT U F = el IR
L - SET TRIGGER WA | /j oAl o) F
M - STOCK P T@®R E G G T RAST E DIE| Y T
N-TRIGGERGUARD | v s v v B A UG M z N ® 0 M
O - WHEEL LOCK DT H G T S T NOUR BT L Q@ W
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Pistol

o
le%.{'
REVOLVER @ @ @
©: ©: (E) MAGAZINE
CYLINDER

A - BARREL Q O X H G 1 A E B
B - CYLINDER D S J WO AN J T C
C- FRAME zZ C umfy B W Q
D - FRONT SIGHT C 1 T ANWO T U A E DL
E - GRIP S p z% P K B
F - HAMMER z| A M X P
G - MAGAZINE L| 1 QY V
H - MUZZLE B
| - REVOLVER e

J - REAR SIGHT
K - SEMI-AUTOMATIC
L-SLIDE

M - TRIGGER

N - TRIGGER GAURD

5

SEMI-AUTOMATIC

o 8

4

|

Name the types of pistols. Label their parts using the words listed at the bottom of the page.
Then find them in the word search.
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Rifle

Name the types of actions. Label the parts of the rifle using the words listed at the bottom of
the page. Then find them in the word search.

BOLT BREAK LEVER PUMP SEMI-AUTOMATIC

B

N\

A - BARREL
B-BOLT

C- BREAK

D - BUTT PLATE

E - FRONT SIGHT

F - FOREARM

G - LEVER

H - MAGAZINE

| - MUZZLE
J-PUMP

K- REAR SIGHT

L- SAFETY

M - SEMI-AUTOMATIC
N - STOCK

O - TRIGGER

P - TRIGGER GUARD

)
2
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Shotgun

Name the actions. Label the parts of the shotgun using the letters that correspond
to the parts listed at the bottom of the page. Then find the words in the word

ARPARREL SEMI AUTOMATI OfX
B -OLT ACTION BBMUHYVVA O\ k |u| R
& BREAK Q@™P R M g O [E| L |z| R
p - BUTT L D\& M[R|H |z] s
E - FOREARM c rIlRIEE [l s
F - MAGAZINE TUBE : lalx g T
G- MUZZLE | algw U v
H - PUMP U R G MU P
|- SAFETY R_O EM 1T Y M
J - SEMI-AUTOMA L E U AW K | M
K - SIGHT BEAD > v T SINE B
L -5TOCK X z s ORe T H vV
M - TRIGGER N N D N D v

q C A OENWL
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Ammunition

Name the ammunition. Label the parts of
the ammunition using the letters listed at
the bottom of the page. Then find them in /@)

the word search.
ARROW @

P
®ﬁ-® ®@ H. \
5

RIM FIRE

CENTER FIRE @

SHOTGUN SHELL @ @

: © ¢

(
® ®

-
SHOTGUN SLUG E@ \@>
—

A - ARROW

B-BULLET PELLET
C - CASE LEAD BALLS

D - CENTERFIRE

E- FLETCHING
F-HULL

G - LEAD BALLS

H - NOCK

| - PELLET
J-POINT
K-POWDER

L - PRIMER

M - RIM FIRE

N - SHAFT

O -SHOT
P-SHOTGUN SHELL
Q-SHOTGUN SLUG
R - WAD

O

Z—INn—Hmr T
m
r—rCDARAA->—

NN =~ —

Zo3000<NNOIN
G IOHAdOCZVwrCO>»AXTI

Y

PROANCmM>OT> v

—| N|Z|H o/m
C|O|m

~
o O

BV
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Crossword Puzzle

Fl=|-|2|2fv|=|v]|° o —
=
SS (] = |+ — il eI o) I i}
Y
Llo|=|u|[>D]|w clu|lm |
()
S M=o v O~ |m ‘ =
—_ [en v o
[V (¥} o +— 0 |
35 ) 6C ow.l = = - c [@))
— o o c
&~ —|lc |+ |—|O|Uu|x — mn o
“— V. <7 .
e e ol Ccluvu|l<c|l o] - ho)
) — e - —
o = LV o © < 2
o + - = o o
— € v S o o o c
— — (%] © — 0 (] -
o+ Elm|D|® N —-|c|o o El~|©°o|o - > o
()] ()] e [@)) c — c
7b c| ~| -] o|— [} (@) () S S ©
+— o) () oV — J— o (&) -
— ol - = N el - v <7
o -+ N S -
O - | S o
—.3p o -]l | + 3m O | m NC




Poster Exhibit Guidelines and Suggestions

Fair exhibits give youth the opportunity to show the public what they have learned in their
project work. Indiana State Fair guidelines require the following:

* Exhibits must be displayed horizontally, sized 22” x 28”, mounted on a firm backing (foam-
core board or other), and covered in clear plastic or other transparent material.

* Adisplay box (18” x 24”), orientated horizontally, may be used to make specimens more
secure.

* Each exhibit must include a label with name, grade, and county.

* The exhibit title should indicate the level: Beekeeping 1, 2, or 3. The sub-title should explain
the topic being exhibited.

* The Indiana State Fair exhibit guidelines are given on the Indiana 4-H Web site
(www.four-h.purdue.edu, click on “Projects” in the menu bar right under the green
“Indiana 4-H”).

Exhibit Suggestions, adapted from suggestions developed by Roger Sherer, Extension Youth

Educator in Wells County.

1.

2.

8.

9.

10.
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Poster board - use white when required. Youth can experiment with other colors when white is
not required.

Mounting adhesives - the best is rubber cement since it leaves no marks and won’t wrinkle
paper. White glue should be used only in cases where wrinkling or damage will not occur.
Colored pencils — the best are soft-leaded - they are easy to color and blend easily — strokes will
not show if handled properly. Soft-leaded pencils can be purchased at art stores. Hard-leaded
pencils are less expensive, but are more difficult to use.

Labels — plain 3” x 5” file cards work well as they have a smooth finish and are sturdy enough for
gluing and removing smudges.

Stiff backing — any material that will keep the poster from bending will work. Foam-core board
works well, if you can find it in the correct size, because it can take the place of poster and
backing. Examples of backing include: foam-core board, very stiff cardboard, plywood (which
makes the poster heavy), and masonite (1/8” thick works well and can be re-used).

Acetate or other clear plastic covering - this is required for most posters to keep them clean
before judging and if fairgoers touch them. Coverings generally come in various thickness (3, 5, 7
Y2, and 10 mill) in rolls or sheets.

Plastic tape — not necessary but it makes attaching poster board to stiff backing easy. Tape is
available in many colors and widths, and may be cloth or plastic. The 1 ¥2” wide tape can give
the poster a border. Available at discount stores.

Lettering — type labels and title on a computer or typewriter or use stencils, self-adhesive, or
press-type letters purchased at discount or art stores.

County ID labels — an identification label should be placed in the lower right hand corner of
poster projects. Check your county guidelines for requirements.

Your poster should read like a dollar bill:

t
223’

\|l -— 28”_>




Exhibit suggestions, adapted from suggestions developed by Amy Nierman, Extension educator,
Washington County, and Angela Apple (1998 Indiana State Leader’s Conference)

A Good Poster

Planning

* Attracts attention

* Is simple and clear

* Interests someone in some aspect of your
project

* Know the project requirements.

* Read the manual - look for ideas.

* Brainstorm ideas and make a list.

* Think of titles with alliteration (repeating a
sound in words).

* Look at other posters for ideas — but don’t

copy.

Tips - Do’s

* Don’t use too many words. The poster
is not intended to show all that you
know, but to teach some aspect of
your project.

* Use a combination of illustrations and
words.

* Be as neat as you can.

e Cut evenly, cement carefully, blend
colors when using crayons or colored
pencils.

* Leave white space on the poster.

* Make sure the poster is balanced.

Choose colors carefully. General guidelines:

e Black tends to be more formal, neat, rich,
strong.

* Blue is cool, melancholy, or depressed.

* Purple is considered royal, rich, imperial.

* Red stands for love as well as anger a
hatred.

* Orange is generally u
is festive and g

Make a vertical poster.

Use Saran Wrap to cover.
Use staples, tacks, or tape.
Use fluorescent posters.
Create a poster that is all words or.a po
Put too much information on the pos
seconds. If it catches their interest ri

Read your project manual.
Read your county project
Decide on information to
Sketch out your idea.
Collect supplies.

Mark guidelines for |
Layout letters, pict
Cement (glue, etc
Clean up the po
cement or glue
10. Glue poster to
11. Cover poster
12. Take your po

©ONDO AWM=

Steps to Making Your Poster

er for more than 10-20
1-2 minutes.

guidelines that are sho

ay and at the right ti
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Poster Judging Suggestions for Judges

Reminder — The goal for all project work is to give guidance to youth learning about something
they have a particular interest in. The goal of a poster is for the 4-H member to share information
that they have learned by doing their project work. The poster is not intended to show all that the
4-H member knows, but to teach some aspect of their project. Posters should be eye-catching and
attractive. Fairgoers rarely will look at a poster for more than 10-20 seconds, unless it catches their
interest right away. Then, they might read it for a minute or two.

Age-appropriate judging is critical so that each youth is treated fairly. Young 4-H members (grades
3-5) should not be expected to have the fine motor coordination or advanced thinking skills of an
older 4-H member. Older members should begin to take the concepts they have learned and apply
them to a particular situation. Originality is expected of high school youth.

18




Action Demonstration Guidelines

What is an action demonstration (action demo)?

An action demo is a fun way to share what you have learned in your 4-H project with others.

It’s a kind of “Show and Tell” but with more action. Action means that you need to get the

audience involved in what you are doing, not just show them. An action demo is not like a regular
demonstration where the audience sits and listens to a prepared talk. An action demo gets the
audience involved. Action demos can be given anywhere there are a lot of people, such as a county
or state fair, shopping mall, street fair, or any 4-H event. Your job as a demonstrator is to interest the
audience in your topic so that they stop and learn something new or try their hand at what you are
doing.

How do I choose a topic for my action demo?
Your action demo should be related to this project. Consider the following questions when choosing
a topic:
e Can you complete the action demonstration in 3 to 5 minutes?
e |s your action demo showing something that would interest the general public?
¢ |s there a good way to involve your audience in your action demo (“hands-on” or answering
questions)?
e If you will be doing it multiple times: Can the supplies for the “hands-on” section be used over
and over again, or will they need to be replaced? (Remember - if the materials must be replaced,
it will cost more to do the demonstration.)

How can | get the audience involved?
The first thing you need to do is be enthusiastic and attract people’s attention as they walk by your
table. You might have a colorful tablecloth or poster to spark their interest. You might ask them a
question, “Can you tell what mineral this is?” or “How old do you think this fossil is?” Many people B
enjoy hands-on activities, so once you get a few people at your table, they will attract others. Some
ideas for getting your audience involved include:
e Show how you would identify a fossil.or mineral.
¢ Use your audience to make a geologic timeline.
¢ Judge the quality of various items.
¢ Play a game.
e Answer questions.

How long does my action demo have to be?
Your action demo may vary in length. But the demonstration itself should last only 3
because most people do not like to stop to watch very long presentations. If yo
Demo at the Indiana State Fair, be prepared to repeat your action demo over
different people during your assigned time.



Action Demo Checklist

Topic

Yes

No

them to stop, watch, or participate?

Was the topic interesting to the general public, causing

Did the topic stimulate questions from the audience?

Was the topic of suitable length?

Did the topic include something “hands-on” for the
audience to do?

Organizing the Content

Yes

No

Was the topic organized into short “show and tell”
segments, which were done repeatedly?

Were segments presented in logical order?

Were segments explained so that the audience
understands “why?”

Was it evident that the 4-H member was
knowledgeable about their subject and could answer
questions?

Did visuals, pictures, posters, or actual objects clarify
the important ideas?

Presenting the Demonstration

Yes

No

Did the 4-H member seem enthusiastic?

Did the 4-H member encourage the audience to
become involved in the demonstration?

Did the 4-H member speak directly to the audience?

Did the 4-H member show evidence of practice and
experience?

Did the 4-H member show that she/he enjoys talking
to the audience?

Did the 4-H member show friendliness and a
business-like manner?

Did the 4-H member tell about what they learned
through this 4-H project?

Comments:
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Resources

Web

NRA Youth Programs:www.nrahg.org/youth/

The National Rifle Association’s Website: Disabled Shooting Services, Shooting — A Sport for the
Physically Disabled, www.nrahg.org/compete/disabled.asp

Ohio State Curriculum, http://estore.osu-extension.org/

Publications

ABC'’s of Archery, Archery Manufacturers and Merchants Organization (price varies)
This publication is generally distributed by archery suppliers ; your local archery shop can get
copies. The information is also available to print off the Internet at the Website listed above.

Basic Archery, 4-H 631 ($5.00), Ohio State Curriculum, Media Distribution Publicatio
http://estore.osu-extension.org/, Phone: (614) 292-1607, Fax: (614) 292-1248

Safe Use of Guns, 4-H 630 ($5.00)), Ohio State Curriculum, Media
http://estore.osu-extension.org/, Phone: (614) 292-1607, Fax:

Teaching Shooting Sports to Persons with Disabilities
Publishing, Inc., P.O. Box C-19000, 511 Eastlake Av.
Phone:(206) 624-3845
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