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What is a Journey? 
  

 A Girl Scout leadership journey invites girls at each grade level of Girl Scouting to 
explore a theme through many experiences and from many perspectives. Each journey 
has a clear starting point (an invitation to explore and take action) and a definite ending 
point (opportunities to enjoy closure through reflections, rewards, and celebration). No 
matter how much time girls spend on a journey, the whole is always greater than any 
single part. So when a Girl Scout journey comes to a close, girls and their adult guides 
truly feel a sense of accomplishment.  
 The journey experience is spread over a series of sessions that can take place 
over a few weeks, a long weekend, or an entire year of fun that mixes in all the beloved 
traditions of Girl Scouting: cookies, trips/travel, camping, and the outdoors. On a 
journey, girls build leadership skills and confidence as they gain new skills and 
knowledge and widen their view of the world. On a journey, all the joys of travel are built 
right in: meeting new people, exploring new things, making memories, and gathering 
keepsakes. Journeys also give girls a chance to continue a longstanding Girl Scout 
tradition: earning leadership awards.  
 Journeys are the core national program of Girl Scouting and are based on the 
Girl Scout Leadership Experience. This means each journey has girls using Girl 
Scouting’s three keys to leadership. As the core Girl Scout program, journeys tie to the 
15 national Girl Scout leadership outcomes and the three processes that make Girl 
Scouting distinct from school and other activities. 
 

 

The Three Keys to Leadership as Related to the Girl Scout Leadership 
Experience 
 
The three keys are defined as:  

 
 _____________________: Girls understand themselves and their values and 

use their knowledge and skills to explore the world.  
 
 _____________________: Girls care about, inspire, and team with others 

locally and globally.  
 
 _____________________: Girls act to make the world a better place.  

 
In Girl Scouting, putting these three keys together equal 

Leadership. All Girl Scout experiences are intentionally designed to tie 
to one or more of the 15 national leadership outcomes, or benefits, 
categorized under the three keys to leadership. 
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 15 GIRL SCOUT LEADERSHIP OUTCOMES 

 

 

Discover 

+ 

1. Girls develop a strong sense of self. Girls have confidence in themselves and their abilities, feel they are able 

to achieve their goals, and form positive gender, social, and cultural identities. 
2. Girls develop positive values.  Girls form their beliefs and values based on the Girl Scout Promise and Law, 

learn to consider ethical aspects of situations, and are committed to social justice and community service and action. 
3. Girls gain practical life skills – girls practice healthy living.  Girls gain skills that prepare them for 

positive, healthy, and independent futures. 
4. Girls seek challenges in the world.  Girls develop positive attitudes toward learning, seek opportunities for 

expanding their knowledge and skills, set challenging goals for themselves, and take appropriate risks. 
5. Girls develop critical thinking.  Girls learn to examine ideas from a variety of viewpoints and further use critical 

thinking to explore implications of gender issues for their lives and their leadership development. 

 
 

Connect 

+ 
 

1. Girls develop healthy relationships.  Girls learn to form and maintain meaningful and caring relationships, 

communicate effectively, protect their rights in relationships, and know when to seek help from others. 
2. Girls promote cooperation and team building.  Girls recognize the value of working together and learn to 

make decisions that benefit the whole group.  They can build effective teams, learn to be accountable for shared goals, 
and show recognition for others’ accomplishments and contributions. 

3. Girls can resolve conflicts.  Girls learn to recognize and analyze different conflict situations and develop skills for 

constructive conflict resolution and prevention. 
4. Girls advance diversity in a multicultural world.  Girls learn to think and act in a way that promotes an 

inclusive environment, respecting and valuing diverse backgrounds, viewpoints, and life experiences. 
5. Girls feel connected to their communities, locally and globally.  Girls feel that they are part of a larger 

community and recognize the importance of building diverse, supportive, social networks for their personal and 
leadership development. 

 

 
Take Action 

= 
 

1. Girls can identify community needs.  Girls learn to identify issues in their local and global communities and 

come up with realistic possibilities for action. 
2. Girls are resourceful problem solvers.  Girls can use their knowledge and skills to set up and implement 

creative and effective “action plans”, locate tools and resources they need, and know when, where, and how to enlist 
help from others. 

3. Girls advocate for themselves and others, locally and globally.  Girls develop the ability to speak out 

on their own behalf and seek opportunities to act and speak on behalf of others. 
4. Girls educate and inspire others to act.  Girls learn to effectively explain their ideas to others and motivate 

them to get involved in community service and action. 
5. Girls feel empowered to make a difference in the world.  Girls feel empowered to use their leadership 

skills to effect change in their lives and their world and feel their contributions are valued in the larger community. 

LEADERSHIP  

Leadership 
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Service Versus Take Action 

 
The definitions given us by GSUSA to determine what a service project is versus what a 
take action project is are: 
 

 Providing Service:  Being of service to others means being helpful – doing the 
right and kind thing.  That means feeding the hungry, clothing the homeless, or 
simply helping a friend with a tough homework assignment.  When you serve, you 
answer the most basic needs:  food, clothing, shelter, and care.  Service makes 
the world better for some people “right now”. 

 
 Taking Action: When you move beyond immediate service to understand the 

cause of a problem, you move toward action.  When you team up and get other 
people involved in your effort to solve that problem, you are taking action.  Action 
can happen in many ways – from fixing up an animal shelter to creating a center 
where children who need tutoring can always get it.  Taking action makes the world 
better for more people for a much longer time.  The effect of take action projects 
can be measured and has an age-appropriate sustainability component. 

 
The Girl Scout Processes 
 

In Girl Scouting, it’s not just “what girls do” (activities), but “how” (processes) they do them 
(activities) that when used together, impact girls. The Girl Scout Processes ensure the 
quality and promote the fun and friendship so integral to Girl Scouting. Here’s how Girl 
Scouts defines these processes:  
 
 ________________________________________: Girls play an active part in figuring 

out the what, where, when, how, and why of their activities. In partnership with their 
adult volunteers, girls lead the planning and decision-making as much as possible. This 
ensures that girls are engaged in their learning and experience leadership opportunities 
as they prepare to become active participants in their local and global communities.  

 
 ________________________________________: A hands-on learning process that 

engages girls in continuous cycles of action and reflection that result in deeper 
understanding of concepts and mastery of practical skills. As they participate in 
meaningful activities and then reflect on them, girls get to explore their own questions, 
discover answers, gain new skills, and share ideas and observations with others. 
Throughout the process, it’s important for girls to be able to connect their experiences to 
their lives and apply what they have learned.  

 
 ________________________________________: Through cooperative learning, girls 

work together toward goals that can only be accomplished with the help of others in an 
atmosphere of respect and collaboration. Cooperative learning encourages the sharing 
of skills, knowledge, and learning. Girl Scouts’ all-girl environment provides a space for 
girls to feel powerful and emotionally and physically safe. The environment helps girls 
experience a sense of belonging even in the most diverse groups.  
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PB&J: How to Make Proficiency Badges and Journeys Work Together 

 
 The Girl Scout National Portfolio is comprised of two distinct components:  the journeys, 

which develop girls’ leadership ability through the keys, processes and outcomes of the Girl 

Scout Leadership Experience; and the Girls’ Guide to Girl Scouting containing badges, 

which build girls’ skills. 

 Journeys were designed to be customizable, flexible, and tailored to a group’s interest. Girls and 

adults can determine together the format for their journey: how many sessions, what they’d like 

the journey to be, what field trips, experts, and “side trips” they would like to add to make the 

journey as personal, intriguing, and educational as they would like.  

 Journeys are a way for girls to develop leadership, explore their interests, try new things, meet 

people, and make their world better. Girls and adults are encouraged to think of the journey as a 

guide to Discover, Connect, and Take Action.  

 Adult guides are an integral part of the journeys. It is recommended that adults read through the 

guide once to get ideas about how they and the girls want to approach the journey. Then, adults 

can go back and look more closely at the Sample Sessions. The adult guide not only lists 

Sample Sessions, but trip and team-building ideas, and plenty of tips for getting creative.  

 Other activities are available in Girl Scouting for girls to do along with the journey. The sessions 

do not have to be done week after week, unless girls design it that way. Camping, badges, 

council trips, the Cookie Program, etc., can be woven throughout the year. Please visit the 

journey maps, http://www.girlscouts.org/program/journeys/maps to get an overview of how the 

journeys fit with all the other Girl Scout activities.  

 It's Your Journey--Customize It! is an additional resource that supports implementation of 

journeys.  
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Activities to Customize Your Journey 
 

Daisy Circle, Garden Style 
No materials are needed to do this activity. 

 

This game lets the girls move about - and get the wiggles out – while furthering their understanding of gardens. 

1) Gather the girls in a circle and explain to them that no matter where people live – house or apartment, city, 

suburb, or rural area – gardens are rarely far away. Talk about the gardens that your troop/group may know 

about – a flower patch at their school, a garden within a city park, a community garden in their 

neighborhood. 

2) Explain to the girls that they will now play a game where everyone will be critters that live in a garden. 

3) Start off by talking about four or five garden critters common to your community. If you live in an urban 

area and the girls have not had a chance to visit many gardens, likely they will have seen pigeons, small 

birds like sparrows, and possibly squirrels. Ask the girls if they know, for example, what sound a bird 

makes (a chirp) and how it moves about (by flapping its wings). Encourage the girls to name some critters 

on their own by saying something like, “Do you know any other garden critters in our area?” In this way, 

the girls will have a variety of critter sounds and movements in mind before the game starts. 

4) Next, explain that you will call out the name of a garden critter, and all the girls, together, will pretend to be 

that critter in sound and movement. 

5) The girls will continue the critter’s sound/movement until you call out a new critter.  

Example: You call out “bird” and all the girls chirp and flap their arms. Then you call out “frog” and the 

girls jump up and down and say, “ribbit, ribbit.” Once the activity gets going and the girls have moved 

through a few garden critters, consider asking the girls to take turns calling out critter names. You can then 

join the rest of the girls in making critter sounds and movements. 

 

Favorite Water Activities 
Materials for this activity: markers or crayons, poster board or large piece of butcher paper 

 

This activity will introduce the WOW! Wonders of Water journey to the Brownies. Invite the girls to gather in a 

circle and ask them to share what their favorite water activity is. You might want to start by naming your own 

favorite water activity, whether it’s slip and slide on your front lawn on a hot summer day or ice skating on a frozen 

pond or ice rink in the winter. If a girl gets stuck for an answer, encourage her to think of simple, enjoyable uses of 

water. The Brownies’ answers may surprise you- and inspire ideas for activities and field trips all along the WOW 

Journey. 

 

Water Cycle Bracelet 
Materials: yellow, green, clear, white and blue beads with elastic thread for bands. 

 

With the girls, brainstorm what each bead might represent in the water cycle.  Have the girls create their bracelet.  

The sun (yellow) heats up the water in and on the earth (green).  It evaporates (clear), cools and condenses into 

clouds (white).  Then it rains, snows or hails (blue) and that runoff soaks the earth where the sun heats it up, and the 

cycle starts over again. 

 

When done, have the girls fill out the worksheet explaining what each bead represents. Encourage the girls to use 

their bracelet to explain the water cycle in their meetings. 

 

Water Cycle - Red Light Green Light 
 

Precipitation (representing rain) = Green Light 

 (Girls run and wiggle their fingers like rain) 

Evaporation = Yellow Light 

 (Kids walk slowly and lift their arms up to the sky) 

Condensation (representing clouds) = Red Light 

 (Girls stop and create a cluster. They place their arms around each other’s shoulders – hug!) 
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Slide Show 
This skit may be practiced before being performed, or it can be presented by a narrator with surprised actors and 

actresses. 

 

The narrator first explains the topic of the “Slide Show” and instructs the audience on how to watch the show. 

Whenever the narrator gives a certain signal (“Click”), the audience must close their eyes.  Another signal (“Click, 

Click”) means they may open their eyes. 

 

While the audience has its eyes closed, the narrator describes the next “Slide” while the actors strike a tableau pose – 

they are the slide!  The results can be very funny.  The “Slide Show” can be as long as desired and about any topic. 

 

Hunter – Gun – Rabbit 
 

Purpose:  to show the importance of teamwork in making decisions.  Everyone on the team must work together to 

win 

 

1. Select a group leader and then divide the girls into two equal teams. 

2. The game leader gives the teams a chance to huddle to choose a symbol. 

 Hunter (folded arms) has power over and wins over 

 Gun (extended arms) that shoots over and wins over 

 Rabbit (hands behind head like ears) that can run over and win over 

 Hunter 

3. Have the two teams line up facing each other.   

4. The game leader calls, “1-2-3-GO.” 

5. All members of a team must make their symbols together and in agreement to be eligible for a point.   

6. One team wins over the other based on the precedence of the symbols, i.e. hunter wins over gun.  If both teams 

make the same symbol, neither gets a point.   

 

Variation:  Team members must remain silent when deciding on a symbol. 

 

After the game, discuss 

 How was the symbol decision made? 

 Who decided? 

 How long did it take? 

 Did a leader in the team emerge? 

 Did it take more or less time to make a decision with a leader?  

 Did the leadership change during the game? 

 Did anyone hinder the decision? 

 How did you handle that? 

 What does this say about your troop and decision making? 

 

Squirrel in a Tree 
Split girls into trees and squirrels.  Two girls make up a tree and there must be one more squirrel than you have 

trees for. 

 

Trees stand facing each other, holding hands, arms raised (like London Bridge) to form branches. The squirrels must 

roam around until the caller shouts “Squirrel in a tree!”  At that point, all the squirrels must find a tree, get 

underneath its “branches”, and the tree will lower its branches around the squirrel to protect it.  The squirrel without 

a tree either sit out and waits for the next game like musical chairs; trades places with the ½ of a tree and the game 

continues; or become the caller. 
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Picking a Journey 

 
Materials for this activity: pictures representing each Journey (individual pictures), tape, two stickers for each girl 

(use left-over stickers from other projects). 

 

Explain to the girls that each of the activities provided a taste of a different Girl Scout Journeys for their level and 

that they must now decide on which Journey they want to take first. Most troops/groups are able to complete at least 

two and many explore all three Journeys before bridging to the next program level. 

1) Show the girls each image and tell them which activity matches the picture. 

2) Tape the pictures up in different parts of the room. 

3) Explain the voting process to the girls: 

a. Each girl has two votes, which she may use any way she wants – she may choose to put a sticker 

on the two activities she liked the best or she may put both stickers on one activity. Encourage the 

girls to vote as they choose and to try not to be influenced by their friends. 

b. Count up the number of votes for each Journey. The Journey with the most votes will be the first 

Journey the girls undertake. 

c. Explain to the girls that they will have the opportunity to choose their next Journey when they 

have finished the first one. 

 

 

 

Water Cycle – Relay Race 
 

Equipment Needed:  a bucket of water and a Veggie Ziplock Bag (the ones with holes in them) for each team. 

Players:  Divide the girls into teams of five – form a line.  Have the two lines quite widely spaced.   Each girl 

making up the line should stand far apart. 

Set Up:  Place the bucket of water at the start. 

Role Play:  Each girl represents a part of the water cycle.  

 First Girl:  Cloud – fills the ziplock baggie with water and twirls while advancing to the second girl 

(passes the bag) 

 Second Girl: Mountain – runs the bag of water to the third girl (passes the bag). 

 Third Girl: Rain – hops on one foot to the fourth girl (passes the bag). 

 Fourth Girl: River – winds her way – zigzagging to the fifth girl (passes the bag). 

 Fifth (last) Girl: Ocean – takes the bag and Waves all the way back to the bucket of water (at the 

beginning of the line).  She fills up the bag and is now the Cloud…. 

The previous first girl is now the Rain (second girl) and so forth.  The girls have to listen to the directions as 

they will have to remember ‘what’ part of the water cycle they represent and the action they need to role play.  

 

They will get lots of encouragement and cheering from their team!  The relay continues until the first girl (cloud) is 

the ocean and Waves her way back to the bucket. 

 

Everyone gets a bit wet – the Waves have a great time!  It is an amusing hands on way to understand the water 

cycle. 
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Journeys: It’s ALL in the Delivery 

Knowing that one of the most common criticisms of the Journeys is that they are too much 
like school work, we have developed this list of tips & tricks to help make the Journey 
Experience more fun: 
 
1) In a metaphorical sense… it’s the experience getting there - not reaching the destination - 

which makes a trip enjoyable.  True?  So mix it up; take field trips, go camping, and attend 
Service Unit and Council events.  Find a way to link the activity in some way to the Leadership 
Journey. 

2) Would you agree that the mood of the driver in the car can make or break a trip? We all agree 
that building self-esteem, character, and leadership skills in girls is important; it’s why we’re 
here – right? So find where your fear about Journeys lie, if you have any, and let them go. Take 
what works, adapt it to the girl’ interests, and protect yourself from other people’s negativity if 
you come across any of it.  Think about it.  Attitudes are contagious – good and bad - and can 
influence the experience of the girls.  If you love it – they’ll love it! Choose the example you 
want them to follow. 

3) The Journey is in the Adult Guide – not the Girls’ Book.  The Girls’ book is supplemental. Have 
them read it at home or keep the Girls’ books in a tub or bin and bring them out only when you 
need them.  Share the stories out loud, and then put the Girl’s books back in the tub. Having 
them out the whole time can drive the experience to feeling like school. Stop that!  Get the 
material from the book, but do it outside of the book when you can. 

4) Remember, this is Girl Scouts and it is Girl Led. What do the girls WANT to do? Let them 
be creative and step outside the book so long as it applies to the topic. Most importantly, make 
it hands on as much as possible. Very young Girl Scouts may need to select between choices. 
Mid-level Girl Scouts may need guidance on how to express themselves in a group setting, 
listening to others, and experience with the brainstorming and democratic process. With older 
Girl Scouts, give them the Leaders’ Guide. Let them outline the process and fill in the rest with 
your supervision.  When the activity reflects the girls’ interests, they will naturally take the lead.   

5) Start with the Journey Series theme, but allow the girls to decide which topics within that 
theme they want to explore.   As an example, a Senior Troop doing the “Sow What?” Journey 
included cooking, field trips, competitions, gardening, and crafts during their troop year. The 
most important part was that the girls chose what they did and did not want to do.  Use the 
“Variations on a Theme” pages to help with the brain-storming. 

6) Younger girls learn best through play.  Play the learning games followed by reflective 
discussion questions as often as possible and keep it active. 

7) Make asking questions and searching for answers part of the troop culture.  If you adopt this 
ritual, perhaps close each meeting with a question for the girls to go away and think about and 
search for answers. Open the next meeting with sharing time for the girls to disclose what they have 
found or figured out. 
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VARIATIONS ON A THEME:    = Science, Technology, Engineering or Math component  

Discussion Points & On-Topic Alternative Activities for each Journey Series 

 

Series 1: IT’S YOUR WORLD—

CHANGE IT! 

Series 2: IT’S YOUR PLANET – LOVE 

IT! 

Series 3: IT’S YOUR STORY – TELL IT!  

Flower Garden (K-1)  

 Honeybees in Action  

 The basics of planting  

 Nursery/Wildflower farm  

 Botanical 

Gardens/Arboretum  

 Worm Farm  

 Composting  

 Garden Party 
 

 

 Between Earth & Sky (K-1)  

 The Science of Plants  
o Germination  
o Structure  
o Growth needs  
o Helpful Insects  
o What makes a weed a weed?  
o How seeds travel  

 Reading Basic Maps  

 Community Gardens   

 Bird Migration  

 Art in Nature  

 Seeds, Nuts, Fruits & Cones   

 Large Tree Species  
 

Three Cheers for Animals (K-1)  

 Animal Habitats   

 Horses  

 Animal Movement   

 Animal “disguises”   

 Origami  

 Animal Care/Veterinary Science 

 
 Animal Therapy   

 Seeing Eye Dogs/Service Animals 

 

Series 1: IT’S YOUR WORLD—

CHANGE IT! 

Series 2: IT’S YOUR PLANET – LOVE 

IT! 

Series 3: IT’S YOUR STORY – TELL IT!  

Brownie Quest (2-3)  

 Friendship Bracelets  

 Manners  

 Playing Fair  

 Haiku Poetry  

 Family Trees/ Ancestry  

 City Mapping   

 WOW (2-3)  

 The Science of Water  
o Water cycle  
o Condensation  
o Runoff  
o Evaporation  
o Precipitation  

 Water conservation   

 Kayaking  

 Arid/wetlands  

 Animal/Plant adaptations to 

environment   

 Rainbows/Prisms  

 The body’s need for water   

 Irrigation systems  

 Water quality  

 Submarines  

 Underwater studies   

 Marine Life  

 Coral Reef Studies  

 Water power  

 Tide Pools  

 Oceanography  
 

A World of Girls (2-3)  

 Typhoons   

 Hurricanes  

 Architecture Around the World 

 
 Greetings in different cultures  

 World Customs  

 Ethnic Food  

 Tea Ceremony  

 Stories from Around the World  

 Music from Around the World  

 Art forms Around the World  

 Quilts as stories 

 

Series 1: IT’S YOUR WORLD—

CHANGE IT! 

Series 2: IT’S YOUR PLANET – LOVE 

IT! 

Series 3: IT’S YOUR STORY – TELL IT!  

Agent of Change (4-5)  

 Inspirational Women  

 Meeting Planning  

 Slogan writing  

 Teambuilding  

 Teamwork defined  

 Consensus Building  

 Community Mapping  

 Food Pantries/ Food Banks  

 Get Moving (4-5)  

 Exploring Types of Energy  

 Energy Consumption  

 Carbon Footprint  

 Earth-friendly packaging  

 Art from Recycled Materials   

 Butterfly Migration  

 Stargazing & Astronomy   

  

  

  

aMuse (4-5)  

 Role Playing/Acting  

 Doll making  

 Dancing  

 Stereotype Awareness  

 World Theater  

 Play writing  

 Costume Design   

 Designing/creating 
 

 Creative Writing 
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VARIATIONS ON A THEME:    = Science, Technology, Engineering or Math component  

Discussion Points & On-Topic Alternative Activities for each Journey Series 

 

Series 1: IT’S YOUR 

WORLD—CHANGE IT! 

Series 2: IT’S YOUR PLANET – 

LOVE IT! 

Series 3: IT’S YOUR STORY – 

TELL IT!  

Amaze (6-8)  

 Social Etiquette- First 
Impressions  

 Visit a Peace Memorial  

 Speak with someone 
who’s been through war  

 Visit the holocaust 
museum  

 Engage in a Penpal/ePal 
program  

 Conflict resolution  

 Anti-bullying workshops  

 Visit a Japanese “Zen” 
Garden  

 Texting Etiquette  

 Netiquette  

 Meet a diplomat or 
someone from a 
consulate  

 Breathe (6-8)  

The Science of Sound  

 What is sound?  

 How does sound travel? 

 How is sound measured? 

 Hearing disorders 

 Audiology 

 Analog versus digital technology  
 

The Science of Wind  

 Fossil fuel & wind power  

 Kite Making/flying 

 Erosion 

 Air travel/ navigation systems  

 Aerodynamics  

 Hot Air Balloons  
 

The Science of Air/Oxygen  

 Air quality/ Pollution Studies  

 Environmentally “safe” products  

 Dangers of Cigarette 
Smoking/Second hand smoke  

 Impacts of deforestation   

 How plants create oxygen  

 Lung Capacity   

 Breathing related 
illness/conditions like asthma  

 The effect of altitude on air  

 Cooking: Yeast/Whipping 
Chemistry  

 

Atmospheric Studies   

 Global warming 

 Ozone 
 

Meteorology  

 Weather phenomenon  
 

The science of smell/scent  

 Neurology & scent 

 Psychology & scent  

 Aromatherapy 

MEdia (6-8)  

 All things Multi-media  
o Television broadcasting 
o Newspaper/Magazine 

Production  
o Telephony Operations 
o Internet & Connectivity  
o Texting/ Tweeting 
o Blogging 
o Web-page design 
o Publishing 

 

 Animation  

 Film/ Movie Production  

 Media Messaging  

 The Power of Suggestion  

 Psychology of Advertising   

 Body Image  

 Music & Emotion 
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The LiA (Leader In Action) Award 

 
Girl Scout Cadettes have an opportunity to put their skills to work assisting Girl Scout Brownies 
on their Journey. Brownies (and their volunteers!) will appreciate having Cadettes along on the 
journey – and Cadettes will benefit from having the opportunity to have a position of 
responsibility. The steps for Cadettes to earn the LiA are described in the Adult Guide for each 
Brownie Journey and are online at  

  
It’s Your World - Change It! 
http://www.girlscouts.org/program/journeys/your_world/cadette.asp  

- select Downloads on the right hand side menu 

- Form: LiA – Leader in Action (pdf) 
 
It’s Your Planet – Love It! 
http://www.girlscouts.org/program/journeys/your_planet/cadette.asp  

- select Downloads on the right hand side menu 

- Form: LiA – Leader in Action (pdf) 
 
It’s Your Story – Tell It! 
Not available online at this time. 

 

 

Website Resources 
 

Girl Scouts of the USA: (www.girlscouts.org) 
Girl Scout Leadership Experience:   
 www.girlscouts.org/gsle/ 
Girl Scout Journey maps:   
 www.girlscouts.org/program/journeys/maps/ 
Customize it handouts: www.girlscouts.org/program/journeys/customize_it_handouts.pdf 
Transforming Leadership Video:  

www.girlscouts.org/news/gs_tv/video/vplayer.asp?transforming_leadership 
State Curriculum Standards (How the Journeys fit into each grade level)  

 www.girlscouts.org/program/journeys/curriculum/ 
 
Journey Resources: Girl Scouts of the USA Website (www.girlscouts.org) 
  Select Program then Journeys. Choose one of the Journey themes 
 
 Each Journey area has information for all 6 program levels.  It also contains  forms 

on the right hand side of the screen to include the following:  
 Assets (for all 6 levels for the first two Journeys) 
 LiA information (only in the Brownie and Cadette program levels – first two 

Journeys) 
 Handouts to send to parents (Daisy, Brownie and Junior program levels) 

 



How to Make Journeys FUN  12 
 

What Does a Leader Letting Girls Lead Look and Sound Like? 

 
10 ways to tell if you’re a leader who encourages a Girl-Led troop: 

 

1. You know that every girl’s opinion counts and you actively encourage them to speak up and 

share their ideas. 

2. You show respect for what girls say and value their opinions regardless of their age. 

3. You actively encourage girls to follow the Girl Scout Law, which includes the statement:  

“Be a sister to every Girl Scout.” 

4. The girls suggest how they want to spend their time in Girl Scouting and where they want to 

take trips and your response is something along the lines of: “How can we make that 

happen?” or “How can I help?” 

5. Girls are not afraid to disagree with your suggestions, but they are also open to your ideas. 

6. Your first reaction to an outrageous suggestion, such as a year off from school to cruise 

around the world is not “That's impossible!” but rather “Why are you interested in doing 

that?” as an attempt to figure out what’s behind the statement. Probing the suggestion 

could lead to another idea that might be a little more realistic. 

7. If you’re not comfortable with an activity suggested by girls —maybe you’d rather not go 

snow-tubing —you help them find an adult who can make their ideas a reality— as long 

as those ideas are okay, according to Safety-Wise. 

8. You share your ideas with the girls in your group, but you don’t expect or need them to jump 

up and down with great excitement each time they hear one of them. 

9. Girls know they can come to you for help whenever they decide they need it. 

10. You are always ready to offer support and encouragement.  

 

 

 
 

SOMETHING TO PONDER:  
If you were to think about your current troop experience and 
sincerely rate yourself on a scale of 1 to 10 on how often each 
of the above scenarios occurs … where would your overall 
score be?  
 
 
 
 

Never  Rarely  Sometimes  Usually   Always 

1 2 3 4 5 6 7 8 9 10 
 

The higher your overall score, the easier it should be for 
you to integrate Journeys and Badges. 
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What Does Girl Led Look and Sound Like? 

Girl Scouting is a learning experience. You know it’s happening when: 
 

1. Girls are allowed to make mistakes (non life-threatening.) 

2. Everyone has a chance to voice her opinion. 

3. Brainstorming is an accepted way of generating ideas. 

4. Girls and adults are talking with each other. 

5. Girls are participating in self-government. 

6. Girls and adults say “our” project. 

7. The leader asks the girls what is going to happen. 

8. Girls are making their own plans and adults are encouraging them. 

9. There is evidence of compromise. 

10. Girls are actively directing an event. 

11. Discussions are among girls, more than between adults and girls. 

12. Adults are close enough to answer questions when needed…and far enough away not to 

interfere. 

13. Girls are planning complete events. 

14. Girls encourage their friends to join the troop/group. 

15. Girls actively participate in evaluation. 

16. Older girls’ events have greater attendance because they have been planned by girls. 

17. Girls take responsibility for getting consultants, drivers, and permission forms, and checking 

for safety issues. 

18. The leader comes back “less tired” and more relaxed than her girls. 

19. The girls take the adults along “to drive the car and sign the checks.” 

20. A girl says, “I can do that – I can do anything.” 

21. An adult does not speak for the girls when the group is asked to report. 

22. Girls and adults trust and respect one another. 

23. Strengths are utilized; weaknesses are given an opportunity to strengthen. 

24. Everyone’s schedules are taken into consideration. 

25. Meetings run smoothly and in a timely fashion with everyone participating. 

26. Both sides live up to agreements and project commitments. 

27. Responsibilities are rotated equally or agreed upon democratically. 

28. Girls have equal voice in decision making. 

29. Adults can let go of their own ideas, traditions, histories, and stereotypes. 

30. Girls return the following year. 

 
 

Girl–led simply means that girls are playing an active part in figuring out the “what, 
where, when, how and why" of their activities.  Leaders can use this process to 
strengthen girls' empowerment and decision-making skills. Adults provide age –
appropriate facilitation, ensuring that planning, organization, set-up, and evaluation of all 
activities are done jointly with girls. 

 

 


