OUR COMPANY/CREW IS NEW . . .

HOW DO I GET STARTED?

The first few months of a new company/crew are exciting. Moreover, the first two or three meetings could determine the future of the company/crew. Therefore, carefully consider the following steps that have been used by successful company/crews around the country. 

1. With other adults from your group committee, set up a 3-month program of exciting things that new Venturers/Rovers can do. This program should start with a open house program and include hands-on meetings and activities. Remember that the youth want to be doers not watchers. 

The open house program shows the prospective Venturers/Rovers what the company/crew can do. You should invite about three times as many prospective new members as you want, particularly if the names were obtained from a career interest survey or school source. Young adults may have moved, or changed interest, or have school or job conflicts. 

Prospective members should leave the open house knowing 

a) the purpose of the company/crew 

b) who the advisors are 

c) the schedule and location for the next three or four meetings 

d) that the program is real and not a promise 

e) that Venturing and Rovering is part of Scouts Canada, and 

f) that the members run the program. 

2. At the open house, set up a youth steering committee (or executive) to organize the company/crew program. Set up elections and start generating the company/crew bylaws. If you have prospects from several schools, make sure each school is represented on this steering committee. This group of youth can serve as temporary officers until a regular election is held. 

3. Determine the interests of the members right away. This is done through the company/crew's elected officers or steering committee and by a Venturing interest questionnaire. (A sample may be found in the Venturer Leaders Handbook.) The program of the company/crew must be planned to meet the interest of its members or membership will decline. Using the results of the survey, have the officers select and schedule activities and meetings. This schedule should be approved by both the youth and the adults involved in the company/crew. 

4. Next have the Venturers/Rovers plan and run the program, with some help and guidance from you and the other adults. Remember that the youth want to work with adults, not for them. The Venturers/Rovers will want the program to include activities that are not in the company/crew's specialty. 

5. Finally, see that the company/crew elects youth officers as soon as possible. After they are elected hold an officers' briefing to explain the basic duties and invite the new officers to an executive leadership course (VIEW or VELT for examples). At an executive leadership training course the youth will gain an understanding of their job duties and how to operate the company/crew. 

The method of Venturing/Rovering is to bring youth into meaningful contact with adults who can expand their horizons and influence their future. You start Venturers/Rovers on the road to self-reliance. Results do not happen overnight. As company/crew members and officers develop in skill and ability, increase their responsibility in operating their company/crew. The first few meetings should be uncomplicated and fun-filled, allowing for members' input and participation at a level they can accomplish.

* Adapted from “Starting a Venturing Crew” a BSA publication
