


SPECIAL ATTRACTIONS

4-H Exploration Days will take place June 20 to 22, 2007. It is designed for young people aged 11 to 19 and involves nearly
2500 participants from all parts of Michigan in more than 180 hands-on learning sessions, field trips and leisure opportunities.
A few of the special attractions are highlighted here. Details will be in the 4-H Exploration Days Activity Guide.

sSessions ENTERTAINMENT
Wednesday, June 20, 2007, at 8 p.m.
Wharton Center for Performing Arts

Choose from more than 180 action-packed learning sessions
from your favorite interest areas! (See pages 6 to 15.)

The Photographer’s Corner

4-H members and volunteers who are involved in the 4-H
photography project will be on hand to answer your photog-
raphy and camera questions.

MSU Tours

* The Jack Breslin Student Events Center — Visit the
high-profile home of the MSU Spartan women’s and men’s
basketball teams and many other events.

» The National Superconducting Cyclotron — Tour MSU’s
laboratory for rare isotope research that has helped in fields
as varied as medicine and national security.

* The Michigan 4-H Children’s Garden — Experience
the many themed gardens within the world-famous 4-H
Children’s Garden.

e Spartan Stadium — Catch a glimpse of the new era in MSU

The Detroit Pistons Drum Line

football as you tour 75,000-seat Spartan Stadium. The Detroit Pistons Drum Line — already a crowd favorite

] ] in only its second season of entertaining at the Palace — is

4-H Making the Magic Happen turning heads across the nation. Their explosive presence
Join in the magic of_ giving by helping the State 4-H Awards | eniertains with blistering speed. Prepare yourself for an
delegates collect children’s books, coloring books and school incredible display of talent with the extensive experience

sgpplies for chiIdren in foster care. Dona’gions of_thesg items and skills of this group — a collection of the top alums of
vv_|II pe collected in all res_lde_nce halls during registration and | {he MSU Spartan Marching Band Drum Line. The group
distributed throughout Michigan. performed in a “drum off’ against the Houston Rockets
Other Opportunities at MSU Drum Line at the 2006 NBA All-Star Game in Houston and
4-H Exploration Days is just one of many precollege programs | €ight members backed Kid Rock on the Jimmy Kimmel
Michigan State University offers. For information about many | Show. You won’t want to miss them!
other precollege programs at MSU, visit MSU Spartan Youth Spartv
Programs at http://www.spartanyouth.msu.edu.

| MSU's fearless and loveable

mascot, Sparty, will join us
for 4-H Exploration Days!
Sparty is a three-time Na-
tional Mascot Champion at
the Universal Cheer Associ-
ation’s National Champion-
ships (in 2004, '05 and '07).
Sparty is full of team spirit
and so big and strong that

MSU Precollege Scholarship Opportunity

Any student who will enter eighth grade in fall 2007 who at-
tends a summer 2007 precollege program (such as 4-H Ex-
ploration Days) at Michigan State University is eligible to apply
for a $2000 MSU Precollege Achievement Scholarship.

This is a competitive scholarship program. Visit http://web1.
msue.msu.edu/cyf/youth/scholar.html or contact your county
4-H staff for more information about this and other 4-H schol-
arship opportunities. Please note, however, that 2007 appli-
cations will not be posted until late summer 2007. The 2006 he has been voted “Buffest
forms shown before that time should be used as a reference : Mascot” by Muscle and Fit-
only. Applications may be revised each year. ness Magazme You'll enjoy the best of Sparty and his
team spirit!

Leisure Activities
During your leisure time at 4-H Exploration Days you can bowl, MSU Dance Team (tentative)
shoot pool, dance, ice skate, swim, view a planetarium show,

visit the MSU Horticultural Demonstration Gardens (home to Come see an award-winning performance by the MSU

‘s . , Dance Team, which placed ninth in the hip hop division and
the Michigan 4-H Children’s Garden).
¢ ) ) eleventh in the open dance division at the 2007 Universal
4-H Awards Celebration! Dance Association National Championship!

Join all of the 2007 Michigan 4-H state awards nominees on

Thursday at 7 p.m. in the Great Hall of the Wharton Center. Name badge required for admission.
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4-H Exploration Days is an annual
MSU precollege program that at-
tracts about 2500 participants from
all 83 Michigan counties. During
4-H Exploration Days you'll have a
chance to develop valuable skills,
make new friends, get involved in
lots of fun activities and much more.
You can choose from more than 180
action-packed sessions from your
interest areas!

The choice of which sessions to take
is yours to make. We hope you can
come!

Cheryl Booth, Ph.D.
State Leader
4-H Youth Development

Children, Youth and Family Programs
Michigan State University Extension
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IMPORTANT INFORMATION

4-H Exploration Days Objectives
We've designed 4-H Exploration Days to:

» Help you learn new ideas, techniques and skills you can
use personally and in your 4-H groups and communities.

» Offer in-depth action learning through sessions in your
interest areas.

» Provide opportunities and experiences above and beyond
what is available in your county or region.

» Enhance your personal growth by giving you opportunities
to develop responsibility, independence, accountability,
decision-making, time management and teamwork skills.

» Help you meet new people and make new friends from dif-
ferent places and with different backgrounds from across
the state.

» Develop your leadership abilities and help you identify
potential career paths.

» Give you access to the beautiful Michigan State University
campus and its wealth of resources.

Who Should Attend?

Every county has its own procedure for selecting participants
and adult chaperones to attend 4-H Exploration Days. To at-
tend the event you:

e Must be at least aged 11 by January 1, 2007, or older at
the discretion of your county.

e Must be willing to share new ideas with others back
home.

e Should be among those who will gain the most from the
experiences, and who can provide leadership. You do not
need to be enrolled in the project or projects of your session
choices.

Children under age 11 by January 1, 2007, may not accom-
pany a parent or guardian to 4-H Exploration Days unless the
parent or guardian is serving as an event resource person
and approval has been given from the 4-H Exploration Days
staff in the State 4-H Office before the event.

Costs

4-H Exploration Days Participants — The total cost for
4-H members and adults is $155 a participant. The fee for
people who aren’t 4-H members is $165. The cost includes all
meals from Wednesday lunch through Friday lunch, overnight
housing for Wednesday and Thursday, and an event T-shirt.
A deposit of at least $75 (for 4-H members; $85 for young
people who are not 4-H members) is required. Contact your
county MSU Extension office to see if scholarship support
is available. Some counties may request additional fees to
cover county costs.

The commuter rate for 4-H members is $80 a person. The
commuter rate for young people who aren’t 4-H members is
$90. A commuter is a participant who travels to and from 4-H
Exploration Days each day of the event; commuters do not
receive lodging or meal cards. A deposit of $40 or more is
required (for 4-H members; $50 for participants who are not
4-H members). If you are a commuter, you may purchase

individual meal tickets at the reception desk of the hall where
you choose to dine. For more information contact your county
MSU Extension office.

Some sessions have additional fees to cover materials costs.
Counties will collect session fees with the registration fee, so
don’t bring session fee money with you.

4-H Awards Assembly Delegates — State nominees to the
4-H Awards Assembly are given $40 state scholarships that
partially cover the expenses of the 4-H Awards Assembly.
Delegates must pay an additional $70 to attend the 4-H
Awards Assembly. Nominees who wish to stay for the rest
of 4-H Exploration Days must pay another $45, or a total of
$115, for the entire program. A deposit of $35 is required for
delegates participating in only the 4-H Awards Assembly. A
deposit of $55 is required for delegates staying until the end
of 4-H Exploration Days. Contact your county MSU Extension
office to see if scholarships are available.

Session Instructors, Helpers and County Conference As-
sistants — Volunteer instructors, helpers and county confer-
ence assistants (CCAs) attend at no cost to themselves. MSU
Extension staff who serve as instructors, helpers or CCAs
are billed the full conference rate. Instructors and helpers
are identified and recruited through state 4-H committees. All
instructors and helpers must be skilled in the sessions they
are helping teach.

Summary of Participant Fees and Deposit Deadlines

Total Participant Fees | Deposits
Due May 4, 2007
4-H Youth 4-H Youth
Members | Who Are Members | Who Are
& Adults Not 4-H & Adults Not 4-H
Members Members
Full partici- | $155 $165 $75 $85
pant fees
Commuter | $40 $50 $40 $50
fees
Awards As- [ $70 ($110 | N/A $35 N/A
sembly only | less a $40
fees scholar-
ship)
Awards $115 ($155 | N/A $55 N/A
Assembly less a $40
& 2M-Half scholar-
Participants | ship)

Early Arrival Fee

The early arrival fee is $19 and covers Tuesday lodging and
Wednesday breakfast for Upper Peninsula delegations and
others who need to arrive early.

Refund and Cancellation Policy

Deposits are fully refundable only until 5 p.m. on May 18,
2007. Any participant who cancels after May 18 but before 5
p.m. on June 18, 2007, will not be refunded $50. Any partici-
pant who cancels after June 18, or who doesn’t show up at
4-H Exploration Days, will not be refunded $75.



Housing and Check-In

You will be assigned housing in either Akers, Holmes or Hub-
bard Halls. Check-in will take place between 8 and 11 a.m.
on Wednesday, June 20, 2007. The first meal served will be
Wednesday lunch.

Commuting participants must check in with their assigned
chaperones where their county delegation is housed.

4-H Awards Assembly

The 4-H Awards Assembly will take place during the first half of
4-H Exploration Days. This event will involve all state awards
nominees who are selected before the event. State winners
will be announced during a 4-H Awards Celebration at Whar-
ton Center on Thursday from 7 to 9 p.m. All 4-H Exploration
Days participants are welcome to attend this celebration to
help recognize these outstanding 4-H’ers! For more informa-
tion on the 4-H Awards Assembly, see page 15.

Rules and Procedures

A number of policies and procedures designed to ensure the
safety and well-being of youth participants are outlined briefly
below. For more information see the 4-H Exploration Days
web site at http://webl.msue.msu.edu/cyflyouth/expodays.
html or contact your county 4-H staff.

Youth and Chaperone Assignments — All youth partici-
pants, including commuters, will be assigned to a specific adult
chaperone. There must be at least one chaperone for every
ten youth of the same gender.

Whereabouts Schedules — You and your assigned adult
chaperone need to keep each other informed of where
you'll be, when and with whom. All chaperones will post two
schedules on their residence hall room doors. One will show
the chaperone’s schedule. The other will be for you to sign
in and out of the recreational activities you attend without a
chaperone. You'll also check in and out of free-time events
using the “Youth Personal Schedule” that will be part of your
name tag identification sheet. You will share that schedule
with your assigned chaperone.

Conduct Policy — All participants, volunteers and staff mem-
bers are expected to abide by the 4-H Exploration Days code
of conduct, which appears on page 20. You must read, sign
and submit the Code of Conduct/Media Release form with
your Registration and Parent or Guardian Consent/Medical
Treatment Authorization forms before you will be allowed to
participate in the event.

Youth and Chaperone Huddles — In addition to the county
meeting you’'ll have shortly after arriving at 4-H Exploration
Days, you'll have five youth and chaperone huddles through-
out the event. These mandatory meetings will give you a
chance to touch base with your chaperone after sessions,
before and after evening activities, before bedtime, and just
before check-out and departure.

Hosts — Session and activity hosts will provide extra support
and assistance throughout the event as needed. You can
identify them by their green 4-H vests.

Schedule of Activities

For a complete schedule of activities, see the inside back
cover.

Other Information

What You Should Bring — Bring personal care products
and appropriate clothing (what you would wear to school).
Be sure to wear comfortable shoes, since there’s plenty of
walking involved! Some sessions (particularly in the animal
science, adventure education and crafts areas) may require
other clothing. If you plan to use the pool, bring your swim-
suit and an appropriate overgarment to wear when going to
and from the pool. Towels, sheets, pillows and blankets are
furnished. Wash cloths are not provided.

Leave all valuables at home. The security of your posses-
sions is your responsibility. We recommend labeling items
with your name. Use of rollerskates, in-line skates (such as
Rollerblades) and scooters brought from home is restricted
to sidewalks. See the Code of Conduct/Media Release form
on page 20 for detalils.

You'll need a small amount of spending money for some lei-
sure activities. You may also need spending money for the
shack bars and vending machines located in the residence
halls.

If you lose any personal items, you can check with the Lost
and Found at each residence hall 4-H Information Center.

T-Shirts — Free T-shirts will be given to all event participants
at the cafeteria exits after Wednesday lunch. Extra shirts will
be on sale for $10 each at General Headquarters in the West
Akers Lounge after 4 p.m. on Wednesday, while supplies last.
The extra shirts will be sold on a first-come, first-served basis
with no limit per person.

Emergencies — In an emergency while you are attending
4-H Exploration Days, you can be contacted through 4-H
Exploration Days General Headquarters in West Akers Hall,
phone (517) 353-2922.

Health facilities are available if you are ill or in an accident.
The cost of treatment will be billed to you or your parents or
guardian. Transportation will be available at all times. A Parent
or Guardian Consent/Medical Treatment Authorization Form
must be completed and on file with General Headquarters. A
copy of this form is at the back of this book. Return it with your
completed Registration and Code of Conduct/Media Release
forms to your county MSU Extension office.

Special accommodations — Accommodations for persons
with disabilities may be requested by contacting your county
MSU Extension office by May 4, 2007, to ensure sufficient
time to make arrangements. Requests received after this date
will be met when possible.



HOW TO USE THIS BOOK

How to Select Your Sessions

You can attend either one first-half and one second-half ses-
sion that meet for 5 hours each or one full session that meets
for a total of 9 hours.

WEDNESDAY THURSDAY FRIDAY
© l1st-half o Full
8:30-11 a.m. 8:15-10:45 a.m.
o Full @ 2nd-half
8:45-11:15 a.m. 8:30-11 a.m.

NOON

© lst-half o Full

1:30—4 p.m. 1:15-3:15 p.m.

@ Full @ 2nd-half

1:45-3:45 p.m. 1:30-4 p.m.

The session numbering system will help you easily identify
the type of session (first-half, second-half or full) you're look-
ing at.

Session Numbers  Session Type

100 to 146 First-half sessions

200 to 251 Second-half sessions

300 to 323 Full sessions

500 to 531 First-half sessions repeated as second-half
600 to 631 Second-half sessions same as first-half
900 to 932 4-H Awards Assembly Award Categories

You can easily identify duplicate first-half and second-half
sessions this way: Numbers in the 500s are assigned to
first-half sessions that are repeated as second-half sessions.
Numbers in the 600s are assigned to second-half sessions
that are repeats of first-half sessions. For example, first-half
session 501, Checkmate, is the same as second-half session
601, Checkmate.

It's okay to list the same first-half/second-half session as
part of the same choice (first choice, second choice, and so
forth). For example, you may list both 501 and 601 as your
first choice for both first and second-half sessions. However,
you will be assigned to either 501 or 601, not both.

To make your session choices, read through the session de-
scriptions and use the small boxes in front of each description
to check off the ones that interest you the most. (Remember,
you don’t have to be enrolled in the 4-H project area of the
sessions in which you enroll for 4-H Exploration Days.) Be
sure to check for costs involved and age limitations, if any.
Please note special equipment and dress requirements for
some sessions.

You may even want to create your own worksheet to keep
track of your choices. Make three columns on a separate
sheet of paper. Label each column as shown:

1st-half 2nd-half Full
Number/Title/Page Number/Title/Page | Number/Title/Page
516/F eeling Good, 245/Web Design/14 | 300/Sailing/6
Looking Good/9

After you've listed all the sessions that appeal to you, re-
view them again to narrow your choices.

How to Register

Turn to the registration form on page 17. (There are multiple
forms so more than one person can share one book.) Indicate
your first through eighth session choices on a form. (You can
also download and print extra copies of the registration forms
in Adobe Acrobat format from the 4-H Exploration Days web
site at http://webl.msue.msu.edu/cyf/youth/expodays.html.)
The following directions will help you fill out your registration
form.

1.Print neatly, completing the entire form.

2.You can mix full and half sessions in your list of choices,
but be careful! Be sure to list a first-half and a second-
half session when selecting half sessions. Don’t list a full
session in the same choice with a half session.

EXAMPLE

Ist-Half & 2nd-Half OR Full Session
1st Choice 310
2nd Choice 105 618
3rd Choice 306
4th Choice 520 214

3.Be sure to make eight choices. Some sessions fill up fast,
S0 turn in your choices early!

Your registration form is due in your county MSU Extension
office by May 4, 2007, unless your county MSU Extension staff
make other arrangements. The earlier you get your reserva-
tion in, the better your chance is of getting your first choice.
Reservations are made on a first-come, first-served basis.

Your county staff will confirm with you the session or sessions
in which you are officially enrolled. If none of your session
choices is available, your county staff will work with you to
make alternate choices. Remember that you must attend all
the sessions in which you are enrolled.



SESSION DESCRIPTIONS

ADVENTURE EDUCATION

Many of the sessions in this section involve physical activity and are
held outdoors or in a hot gymnasium. We strongly recommend that
you bring a filled water bottle.

© 1ST-HALF

] 500. Basketball for Fun & Recreation

Dribble, shoot, pass and run, run, run! Whether it's 3-on-3, 4-on-4
or on a full 5-person team, you'll play ball. This session will focus on
recreational versus competitive play. Bring a water bottle and wear
court shoes. Age 11 and up.

] 501. Checkmate

Capture the king! Don’t be a pawn in the time-honored game of chess
— pastime of kings, queens and other people across the globe. Learn
the basic rules and game strategies. Age 11 and up.

(L1 100. Field Hockey

One of the world’s most popular and competitive sports, field hockey
was played in the Nile River Valley more than 4000 years ago and
was introduced to the United States in 1901. Join this fast-paced
session to learn more about this NCAA and Olympic sport. Age 11
and up.

(] 502. Footbag (Hacky Sac)

Learn the basic skills and some advanced drills in the fun and unique
game of footbag. Solo workouts, drills and group circles will add a
lot of fun for participants and passers-by. Take home your very own
sand sack to share the fun. Ages 14 to 19 only.

(] 503. Ice Skating

Learn more about recreational skating. Tour an area sports complex
and learn about sports management careers. For all ice skating levels
from novice to experienced. Fee of $15 includes skate rental and is
payable through your county office. Age 11 and up.

1 504. In-Line Skating

Go fast and far! See MSU on wheels through the fast-paced sport of
in-line skating (Rollerblading). No beginners —and you must be able
to skate 5 miles each day in this session. Bring your own equipment
(including skates, helmet, knee and elbow pads, and wrist supports).
Age 11 and up.

(] 505. Judo & Tae Kwan Do

Learn the traditional art and skill of two martial arts: judo and tae kwan
do. Highly skilled local teachers will demonstrate and instruct this
session. Bring a water bottle, a judo or karate gi, or a long-sleeved
T-shirt or sweatshirt and long pants. Age 11 and up.

(] 506. Line Dancing

Learn the latest in line dancing! This beginner’s class is a fun way to
learn skills you can teach to others. Sign up for a great time dancin’
to a variety of upbeat and fun tunes! Age 11 and up.

1 507. Run for Your Life

Why should you run? For health, for fun, for you! Learn about the
basics and benefits of running. Diet, proper breathing, running form
and more will be covered. Instructors will develop an individualized
training and workout schedule to help you achieve your running
goals. Wear comfortable running clothes and shoes. Bring a running
suit or a sweat suit, a water bottle and a towel. Age 11 and up.

[ 101. Soccer

Play the most popular sport in the world. Learn the rules, strategies
and fine points of soccer. The focus will be recreational, rather than
competitive, soccer. Wear comfortable shoes, shorts and a T-shirt.
Wear soccer shorts, soccer shoes and shin guards if you have
them. Bring a water bottle! No previous experience is required. Age
11 and up.

] 102. Softball: Coed Beginning Slow Pitch

Swing through 4-H Exploration Days — enjoy the All-American sport
of softball. This session is especially designed for those who have
two years or less of softball experience. Learn softball rules and
strategies and have lots of fun. Remember to bring your softball
glove! Age 11 and up.

(L1 508. Volleyball for Fun & Recreation

Learn basic volleyball techniques, improve your skills and strategies
and focus on teamwork in this noncompetitive, fun session. Dress
comfortably. Court or tennis shoes and a water bottle are required.
Age 11 and up.

(@ 2ND-HALF

(1 600. Basketball for Fun & Recreation
Same description as first-half session 500.

[] 601. Checkm ate
Same description as first-half session 501.

1 602. Footbag (Hacky Sac)
Same description as first-half session 502.

(] 603. Ice Skating
Same description as first-half session 503.

L] 604. In-Line Skating
Same description as first-half session 504.

] 605. Judo & Tae Kwan Do
Same description as first-half session 505.

] 606. Line Dancing
Same description as first-half session 506.

(L] 200. Racquetball

Learn the fundamentals of this great, physically exhausting game.
Reduce stress and learn rules and game strategies. Court (not
jogging) shoes are required; protective eye gear is recommended.
Bring your own racquet, if possible. A limited supply of racquets will
be available. Age 11 and up.

] 607. Run for Your Life
Same description as first-half session 507.

(] 201. Softball: Coed Advanced Slow Pitch

Swing through 4-H Exploration Days — enjoy the All-American sport
of softball. Learn softball rules and strategies and have lots of fun.
This session is designed especially for those who have more than
two years of softball experience. Remember to bring your softball
glove! Age 11 and up.

L1 608. Volleyball for Fun & Recreation
Same description as first-half session 508.

@ FULL

(] 300. Sailing

Experience the exciting world of sailing, a recreational activity and
competitive sport you can enjoy for a lifetime. This hands-on session
includes some basic sailing instruction in MSU sailboats at the MSU
Sailing Center on Lake Lansing. You must be able to swim. Fee of
$25 is payable through your county office. Age 13 and up.



AEROSPACE

© 1ST-HALF

(1 509. Beginning Model Rocketry

Build and launch your own model rocket. Fun demonstrations and
hands-on activities will help you learn rocketry-related science.
You'll also look at how the international space station and satellites
communicate with earth via ham radio. Some advanced activities
will be available for those who are ready. You'll receive a rocket and
two engines to launch. Fee of $10 is payable through your county
office. Ages 11 to 13 only.

(@ 2ND-HALF

(] 609. Beginning Model Rocketry
Same description as first-half session 509.

ANIMAL & VETERINARY SCIENCE

© 1ST-HALF

(] 103. Dog Daze Adventure

Learn basic information on how to start working with your dog. You'll
discover meeting and training tips, games and activities to do with
your club and your dog. You'll also hear guest speakers and watch
demonstrations on various dog-related topics. Age 11 and up.

] 510. Fighting Animal Diseases

Do you know who protects your farm animals? Explore what U.S.
Department of Agriculture veterinarians and animal health techni-
cians do. Visit the MSU dairy and sheep barns. Dress for a farm
experience and prepare to get dirty! Age 11 and up.

1 104. Investigating Plants Toxic to Horses
Learn about plants that can be toxic to horses. Identify plants that
may cause illness in horses and the symptoms horses may display
when they’re exposed to toxic plants. Age 11 and up.

] 105. Showing Hogs

Learn how to prepare your market hog for the show ring and gain
hands-on experience with proper hog showing techniques. Proper
care and management will also be covered. Age 11 and up.

(] 106. Tour the MSU Beef, Sheep & Swine

Farms

Here’s your chance to tour some of the MSU farm animal units. Stops
will include the beef cattle research center, the purebred cow and
calf center, and the sheep and swine units. Learn from and interact
with the unit managers and student employees and find out what
goes on at the farms. Age 11 and up.

( 2ND-HALF

(] 202. Cat-ltude

This session is a purr-fect way to learn more about your feline pet
or cats in general. Explore grooming, showing, history and the
unavoidable cat litter challenge. Discover treats for your pets, too!
Age 11 and up.

L] 203. Cham pions Are Made, Not Born: Mental

Skills Training for Horse Shows

Did you know that most Olympic competitors use some kind of mental
skills training? Horse show exhibitors can benefit from it too, and
in this session, you'll use paper and pencil tests to determine what
kind of competitor you are and how you can become the best you
can be. Age 14 and up.

L1 204. Choosing the Right Horse: Equine

Suitability & Selection

Is every horse right for every person? Definitely not! Learn more
about horse suitability, temperament and breeds. In addition, you'll
learn how to evaluate conformation to pick the best horse for your
needs. Age 11 and up.

(L] 205. Exploring Reproduction in Cattle

Learn about cattle reproduction, including anatomy and physiol-
ogy. The techniques of artificial insemination and ultrasound will be
demonstrated. Age 14 and up.

(L1 206. Exploring the World of Food Animal

Medicine

Being a food animal veterinarian is an exciting and extremely impor-
tant job. These vets are involved in all aspects of food production
from on-farm animal care to delivering safe and wholesome food
products to your table. You'll explore some of the exciting careers
and opportunities in food animal medicine. You'll also learn some
basic techniques in maintaining animal health, such as conducting
physicals, culturing milk, examining feces for parasites and conduct-
ing necropsies (animal autopsies). Age 11 and up.

] 610. Fighting Animal Diseases
Same description as first-half session 510.

(] 207. Introduction to Dom esticated Pigeons
Ever wanted to learn about racing pigeons? Pigeons are some
of humankind’s oldest feathered companions. Through hands-on
activities, you'll learn about pigeon types, how homing pigeons find
their way home, genetics, shows and showing, and about pigeon
competitions. Age 11 and up.

] 208. It's All About Pocket Pets

Want to learn about pocket pets such as hamsters, gerbils, cavies
(guinea pigs), rats and mice? You'll learn all about them in this ses-
sion, including types, care and handling. Make a plan for developing
your own pocket pets program for your 4-H club or group. Age 11
and up.

(] 209. Rabbit & Cavy Crafts & Games

Make several crafts using a rabbit or cavy theme and learn rabbit
information during the hands-on activities. You'll also work on making
several games to share with your club. Rabbit and cavy question
and answer time will address questions you have about your project
animals. Age 11 and up.

L1 210. Showing Beef Cattle

Learn from the experts how to properly show your beef animal.
You'll also pick up some tips on preparation, care and grooming,
although you'll spend most of the time learning hands-on show ring
techniques. Age 11 and up.

1 211. Showing Sheep

Gain hands-on experience at showing sheep. Also learn about proper
care and management techniques for preparing market lambs for
the show ring. Age 11 and up.

@ FULL

] 301. All About Goats

Learn about caring for and raising goats. Gain hands-on experience
with showing and handling goats. Includes a full-day field trip to work
with goats. Age 11 and up.

L1 302. Assessing Equine Welfare - Some “How

Tos” & a Knowledge Com petition

Learn about horse behavior, indicators of good and bad equine
welfare status, and the role ethics plays in equine competition. This
will be an actual competition related to your understanding of horse
behavior and horse welfare. You'll learn and compete through live,
video and computer presentations and games. Age 14 and up.



] 303. Lions & Tigers & Bears, Oh My!

Do large and exotic species amaze you? Learn how modern zoos are
working to protect endangered species. Visit Lansing’s Potter Park
Z00, learn from the zoo staff and see some of the most interesting
animals. Additional fee of $15 is payable through your county office
and covers zoo admission and refreshments. Age 11 and up.

[ 304. Starting Young Horses Under Saddle the

MSU Way!

Learn the basics of horse training from longing and long lining to
the first ride. Even if you don’t have a young horse, many of these
techniques will also work to improve older, well-started horses. You'll
have the chance to handle horses, so wear hard-soled shoes and
long pants, and bring an ASTM-SEI approved riding helmet. Ages
16 to 19 only.

CAREERS
© 1ST-HALF

1 107. Emergency Services Careers: Is One for

You?

Join real firefighters and paramedics to learn about the dynamic
field of public safety. You'll learn basic fire science and rescue pro-
cedures. Under the supervision of fire officers, you may: operate
rescue equipment (the Jaws of Life), climb a 75-foot aerial ladder,
spray a fire hose or operate an AED (automatic external defibrilla-
tor). You must wear long pants and shoes (no sandals) on Thursday.
Age 13 and up.

(1 511. Helpful Hints for the College-Bound

If you're a senior in the 2007-08 school year and you attend this
session, your MSU admission application fee will be waived. Get
help to ensure your admission to the college of your dreams. Hear
practical advice from an experienced admissions officer, including
tips for ACT and SAT preparation, college prep tracks in high school
and advanced placement classes. Ask questions about getting into
college and qualifying for financial aid. Tour the MSU campus. Age
15 and up.

1 108. Touch the Future — Career Fair

Thinking about what you'll do after high school? Complete the popular
online Career Cruising Matchmaker assessment program, research
information about various careers and talk one-on-one with a variety
of professionals. Ages 14 to 19 only.

( 2ND-HALF

1 611. Helpful Hints for the College-Bound
Same description as first-half session 511.

[ 212. | Got the Job! Résumés & Interviews

That Work

Looking for your first job or going through a job change? You need
a résumé that stands out. Discover what employers are looking for
in résumés, write your résumé, and have it critiqued. Once your
outstanding résumé gets you an interview, you want to be ready,
so play the “Interview Challenge Game” and participate in a mock
interview. You'll learn what it takes to make a positive first impression
and find your way on the path to job success. Ages 14 to 19.

@ FULL

] 305. Be Your Own Boss

Calling all entrepreneurs: Have you ever dreamed of owning your
own business? If you answered “yes,” this is the session for you. In
three days you'll become a CEO (chief executive officer) and com-
pete with others to create a successful business with fast, hands-on
fun. Age 13 and up.

CITIZENSHIP, LEADERSHIP & SERVICE

© 1ST-HALF

1 109. Citizenship & Michigan History

Explore how Michigan has changed over the past 200 years. Learn
how to be a good citizen, where we've come from and how citizen-
ship has changed over the years. You'll tour the Michigan Historical
Museum. Age 11 and up.

(4 110. Fun With Hands-On Science

4-H equals hands-on fun! Learn science in a fun and hands-on way as
you explore the activities at Lansing’s Impression 5 Science Center.
You'll definitely be learning while doing! Ages 11 to 13 only.

(] 111. Mentoring Is for YOUth

Learn how you can make a difference in your life and with a younger
person in a mentoring relationship. Find out what works and what
doesn't in this unique relationship, as well as fun things to do while
mentoring. Enhance your friendship skills and build your life skills
as you take the journey into mentoring! Age 11 and up.

(] 112. Youth & the Law

Play the part of a judge, juror, attorney, defendant or other player
in a courtroom. During this session you'll decide the fate of other
4-H’ers through a mock trial in a real courtroom. Learn about the
law, the court system and teen rights and responsibilities. Express
yourself about youth and the law with a police officer, probation of-
ficer or social worker who understands the criminal justice and legal
systems. Age 12 and up.

( 2ND-HALF

(] 213. Explosive Leadership 101

Want to be a leader? Get involved in activities, brainstorming and
other group activities about 4-H leadership. Discover your leadership
skills, build your teamwork and decision-making skills, and have fun.
Age 14 and up.

1 214. Give a Dog a Bone

Learn how to give back to your community through your 4-H project
areas. Explore how to make a difference related to your interests
and have fun doing it. You'll make doggy treats to take with you to
the MSU Veterinary Clinic as a community service project. Age 11
and up.

[] 215. State Your Case: Learn to Debate

Go over the fundamentals of debate. Practice stating your case on an
issue and discuss it in a constructive and understanding matter. Do
a mock debate and see if you can win the contest. Age 11 and up.

] 216. You Be the Judge

How does Judge Judy make decisions? Do judges always have to
wear black robes? Learn how to become a judge and make hard
decisions. Explore how the judicial system works by touring a law
office. Age 11 and up.

CLOTHING & TEXTILES
© 1ST-HALF

1 512. Awesome Pillows

If you can count to two, you can use Swedish weaving to make a
colorful graphic design on a pillow. Swedish weaving is an old art
form that is coming back. This is an easy needlework project that
even younger 4-H’ers can complete. You'll use yarn, monk’s cloth
and fabric to complete a 14-inch pillow. Fee of $5 is payable through
your county office. Age 11 and up.




(] 513. Beginning Inkle Weaving

Don't have an inkling about what inkle weaving is? Use the loom
with the funny name and basic weaving principles to produce color-
ful woven bands for belts, hat bands, guitar straps, tote bags — you
name it. Looms and yarn are provided. Age 11 and up.

L] 514. Creative Clothing

Bring two light colored T-shirts to create your own design using the
new technique of spray tie-dyeing. You'll also make a new hot trend in
purses and belts from recycled materials. If possible, start saving pop
can tabs (you'll need about 100) and juice pouches (save 10 to 20).
A fee of $3 is payable through your county office. Age 11 and up.

1 515. Designer Bags

Create your own original designer bags from a treasure of textiles
and materials. Learn how to fracture fabrics and embellish your
creations with threads, fibers and machine stitches. A desire to
learn basic sewing skills and to use a sewing machine is required.
Age 11 and up.

] 516. Feeling Good, Looking Good

Enjoy a session that's all about you! Learn about skin care, makeup
and hair care. Participate in fithess activities and give yourself a
manicure. Ages 11 and 12 only.

(1 517. Knitted Techno Mini Purse

Customize a knitted mini purse that's perfect for carrying cell
phones, personal digital assistants or keys. You'll have a chance to
felt your purse and add individual touches with funky yarns, beads
and fringe. A basic knowledge of knitting is helpful but not required.
Bring a favorite large (*/2- to 1-inch) button or earring, brooch, bead
or other piece of jewelry to use for the closure. (This is a good use
for a broken clasp or single earring.) Other session supplies will be
furnished. Beginner through advanced opportunities available. Fee
of $10 is payable through your county office. Age 11 and up.

(@ 2ND-HALF

[ 612. Awesome Pillows
Same description as first-half session 512.

] 613. Beginning Inkle Weaving
Same description as first-half session 513.

1 614. Creative Clothing
Same description as first-half session 514.

1 615. Designer Bags
Same description as first-half session 515.

1 616. Feeling Good, Looking Good
Same description as first-half session 516.

(14 617. Knitted Techno Mini Purse
Same description as first-half session 517.

@ FULL

1 306. Clothing Design

Learn about fashion sketching, including how to draw clothes on
the body and render fabrics. You'll also experiment with the lat-
est computer technology to create fashion designs. If you have a
swatch of fabric you'd like to create a design for, bring it with you.
Age 13 and up.

] 307. Make Your Own Boxer Shorts

Learn to sew and make a pair of boxer shorts that could become a
favorite in your summer wardrobe. No sewing experience is required.
You'll receive a supply list before the event. Age 11 and up.

CLUB DEVELOPMENT

© 1ST-HALF

(1 113. Club Dynamics

Okay, you have or are in a club, now what do you do? What makes
and keeps a successful club going? You'll explore proven ideas that
work and talk about roadblocks that keep a club from reaching its
potential. Be ready to brainstorm ideas, participate in activities and
come away inspired. Age 11 and up.

(D 2ND-HALF

(1 217. Let’'s Break the Ice

How do we get members involved and develop a team? This session
will build on group involvement and provide you with a lot of ideas
to get your club, members, leaders and parents excited about 4-H.
Age 11 and up.

COMMUNICATIONS

© 1ST-HALF

(1 114. Beginning Sign Language

Experiment with another language and learn the basics of com-
municating with individuals who have hearing impairments. Learn
finger spelling, basic motions, songs and games in American Sign
Language. Participants who want more experience may also enroll
in Advanced Sign Language (session 218). Fee of $2 is payable
through your county office. Age 11 and up.

[ 115. Speak Out for Military Kids (SOMK)

SOMK is a youth-driven educational speaker’s bureau designed to
generate awareness of issues facing military families during mobili-
zation and deployment. Meet and work with military and nonmilitary
youth. Step-up to SOMK to gain leadership and public speaking
skills! Age 12 and up.

(@ 2ND-HALF

] 218. Advanced Sign Language

If you have some knowledge of American Sign Language and want
to improve your skills, sign right up! Finger spelling skills and some
vocabulary (words and phrases) in ASL are required. “Graduates”
of Beginning Sign Language (session 114) are welcome. Fee of $2
is payable through your county office. Age 11 and up.

(1 219. Produce Your Own TV Show

Television and video production are exciting, fast-paced and growing
career options that offer many opportunities for learning, creativity
and fun! Learn how to use basic production equipment and produce
your own show. Age 11 and up.

ENVIRONMENTAL EDUCATION

© 1ST-HALF

(1 116. A Bug’'s World

Explore the tremendous diversity of the insect world. Take an off-
campus field trip to watch and collect insects in their own habitats.
See beetle predators hunt their prey, pollinators that aren’t bees,
ants that guard and milk their own “cows” and dragonflies that will
sit on your finger. Learn how to begin your own insect collection.
Age 11 and up.

1 518. Carving Fish Decoys

Learn from an award-winning fish decoy carver in this 4-H Project
FISH activity. Take home your fish decoy and the skills you need to
pursue this wonderful hobby. Age 11 and up.




(1 117. The Wonderful, Watery World of Fish

Get your feet wet in the science, ecology and habitat of the fish and
many other exciting critters that call our lakes, rivers and streams
their home. In this 4-H Project FISH session you'll have fun — and
you really might get a little wet — while you do hands-on scientific
sampling and explore the wonderful, watery world of fish. Age 11
and up.

(@ 2ND-HALF

] 618. Carving Fish Decoys
Same description as first-half session 518.

1 220. Eco-Art

Explore the outdoors through a nature walk and identify the objects
you find. You'll make several eco-art projects such as bird feeders
and natural picture frames. Age 11 and up.

] 221. Exploring the Natural Wonders of
Michigan

Hike and explore Michigan'’s forests and wetlands. You'll gain lifelong
skills and get wet and dirty. Encounter rarely seen wildlife, identify
with nocturnal predators, carnivorous plants, Michigan's second-
largest rodent and its largest reptile. Use binoculars, field guides
and other tools to experience the outdoors and acquire career skills.
Dress for outdoor hiking comfort. Age 11 and up.

(1 222. Introduction to Taxidermy

Come learn about the taxidermy industry. Become familiar with the
basic concepts of taxidermy and try your hand at various hands-on
tasks associated with taxidermy. Age 12 and up.

@ FULL

(] 308. Build & Learn to Use Your Own Fishing

Rod

Learn how to build your own fishing rod from a professional rod
builder, then learn how to use it from a professional fishing tourna-
ment angler. In this 4-H Project FISH session you'll also make fishing
tackle to use with your new rod, which you’ll take home. Fee of $20
is payable through your county office. Age 13 and up.

(1 309. From the Lake to the Pan & Everything

in Between

This 4-H Project FISH session will give you everything you need to
catch, clean and cook the big ones. Learn how to make lures, pick
up tips and techniques for catching fish and go fishing. After that,
you'll learn how to clean your catch, too, and get recipes to take
home. Fishing prizes will be awarded. Age 11 and up.

FOLKPATTERNS

© 1ST-HALF

(] 118. Cedar Fan Carving

Learn the art of working with cedar and the Michigan lumberjack tra-
dition of cedar fan carving. You'll take home a finished hummingbird
made using the fan technique. Ages 14 to 19 only.

(1 119. Museum Careers: Behind the Scenes at

the MSU Museum

Go behind the scenes at the MSU Museum and explore a career
in museum work. Learn about the array of activities that go on at
a museum including collections care, research, exhibition develop-
ment, public programming and administrative activities. You'll also
visit the museum’s collection storage areas and try out some of your
new skills. Age 11 and up.

(] 120. Write Out Loud

Kick off this session with a tour of the historical exhibit “Voices of
American Farm Women,” and learn how to create your own story
through interviews. Bring a personal artifact representing your own
4-H experience to help you start “writing out loud.” Age 14 and up.

(@ 2ND-HALF

] 223. Historic Barn Survey
Explore the historic barns and farmsteads of Michigan by taking part
in an architectural survey. You'll visit local barns and learn to identify
barn types and architectural features. Then you'll photograph the
barns and farmsteads. Age 11 and up.

[l 224. Meh’ndi & Rangoli

The traditional art of Meh'ndi (temporary tattoos made with henna)
is especially fun for teens. You'll use handmade applicators and de-
signs and henna paste created from all natural ingredients — henna
leaves, eucalyptus oil, tea and coffee. Rangoli is an ancient Indian
folk art for decorating floors with flowers and other materials for
celebratory occasions. A fee of $3 is payable through your county
office. Age 11 and up.

(] 225. Pisanki Eggs

Create a traditional eastern European Easter egg decoration using
a kystka (stylus) and beeswax, then dip the egg in vibrantly colored
dyes. You'll take home two decorated eggs. Age 11 and up.

(L] 226. Scherenschnitte: Germ an Scissors Cutting
Scherenschnitte, an old German folk art that literally means “scis-
sors-cutting,” can be used to make elaborate patterns. Using fine
scissors and a traditional design, or one of your own creations, you'll
create a paper cut-out suitable for framing. Age 11 and up.

@ FULL

L1 310. Advanced Family History

You've accumulated family history information and now you can
spend more time searching records. You'll learn what's available at
the Library of Michigan as you spend the entire session at the library.
Fee of $5 is payable through your county office. Age 14 and up.

FOOD, NUTRITION & FITNESS

© 1ST-HALF

[ 121. Cooking With Class

Work hands-on with a classical chef at Cowles House, the official
home of the president of MSU! Learn cooking secrets while preparing
and sampling a variety of exciting foods. Age 14 and up.

[] 519. Foods From Around the World

Do you like to try new foods? Join us for a taste-full trip around the
world. You'll prepare tasty, easy recipes from other countries, learn
about other cultures and get some great cooking tips. Age 11 and

up.

[ 122. Fun, Healthy Baking

Learn how to make healthy, low-fat baked goods. You'll make baked
apple cider donuts, blueberry muffins, waffles and other healthy and
fun recipes. Age 11 and up.

(] 520. MSU Sports & Healthy Living
Come along with us as we talk to MSU athletes and find out their
views on healthy living. Visit the Duffy Daugherty fitness rooms, tour
the training rooms and explore the MSU Sports Hall of Fame, the
Breslin Center and Munn Ice Arena. Interview MSU athletes about
what they do to stay fit to compete. Age 11 and up.

[ 521. Self-Defense

Learn streetwise techniques for self-defense confidence. Have
your questions about safety and self-defense answered. Age 11
and up.

] 123. Shake, Rattle & Roll

Shake, rattle and roll your own ice cream — in a can! Have you ever
planned an ice cream social? Bet you've never had a chance to
develop your own ice cream flavor! Join us and learn how to party
down with America’s favorite dessert. Age 11 and up.

10



(] 522. Vegetarian Cooking

Learn about vegetarian cooking and nutrition. You'll have lots of fun
making and tasting vegetarian dishes for breakfast, lunch, dinner
and snacks. Age 11 and up.

(1 124. Yoga

Yoga is a fun, total body workout that increases strength, flexibility
and balance. It includes breathing exercises, yoga poses and re-
laxation techniques. Wear comfortable clothes that you can move
in. Bring your own water bottle. Age 11 and up.

(@ 2ND-HALF

] 227. Beginning Bread Making

All across America men, women and children of all ages are learning
to bake their own bread — and loving it. Join a veteran bread maker
for hands-on learning of both the fun and fundamentals of baking
bread at home. Age 11 and up.

] 619. Foods From Around the World
Same description as first-half session 519.

L1 620. MSU Sports & Healthy Living
Same description as first-half session 620.

] 621. Self-Defense
Same description as first-half session 521.

] 622. Vegetarian Cooking
Same description as first-half session 522.

1 228. Water & Land Aerobics

Experience a variety of aerobic activities. Improve your endurance
and strength without stressing your joints in water aerobics. Enjoy
cardio-kickboxing and choreographed routines during land aerobics.
Bring a swimsuit, athletic shoes, clothes to move in and two towels
(or one towel and an exercise mat.) Nonswimmers welcome! Age
11 and up.

@ FULL

] 311. Sports Massage

Learn sports massage from a professional who has worked for the
Detroit Lions. Hear from professional and MSU athletes who use
massage to prevent injury, in training and to improve recovery time.
Use nutrition and conditioning to be in great shape for sports — and
for life! Age 14 and up.

INTERNATIONAL PROGRAMS

© 1ST-HALF

] 125. Blue Water, White Sand, Coral Reefs,

Palm Trees — Now That’s Belize!

Dive face first into some of the foods that make Belize what it is today.
You'll be cooking Belizean recipes with native spices, fruits and other
foods of the Caribbean. You'll learn, through hands-on activities, the
language (Creole) and culture of a Caribbean country. 4-H’ers who
have been to Belize will share their experiences. Remember your
sun screen! Age 11 and up.

[ 126. “What a Gwan?” Jamaican Culture

Did you know that Jamaica is home to a blend of African, European
and indigenous cultures? In this session you'll learn to speak Pa-
tois, learn about island food, perform a folk dance and take part in
a service project to benefit kids in rural Jamaican primary schools.
Age 11 and up.

(@ 2ND-HALF

1 229. Meet the People of Poland

Meet the 4-H Polish Exchange teens and chaperones as they answer
guestions about their country, their schools, the music they listen
to and the things they do for fun. Learn about their culture through

doing a Polish craft, tasting Polish foods and learning some of the
language of Poland. Age 11 and up!

(] 230. jQué! Rico

The Latino culture is rich in many ways. jQué! Rico is packed with
hands-on projects that are written in both English and Spanish and
teach about Hispanic culture. Chapters cover topics such as perform-
ing arts, visual arts, textile arts and celebrations. Come explore the
richness of Latino culture through the arts. Age 11 and up.

@ FULL

[ 312. China’s Art, Culture & Food - Just Try It!
Learn about China from people who have been there. Do some Chi-
nese artinink or watercolor, find out about Chinese clothing, schools,
cities, special foods and other cultural facets. Age 11 and up.

(1 313. Explore World Religions

Explore the religious beliefs of young people in the United States and
around the world. Take a field trip to faith communities in the East
Lansing area and learn about the history, creeds, observances and
practices of diverse religions. You'll have a learning experience that
will promote acceptance and understanding. Age 13 and up.

(] 314. French Customs, Language & Culture
France will come alive to you through creative, hands-on activities
that will help you learn about the language, culture, geography and
cuisine. Age 11 and up.

[l 315. Konnichiwa! Japanese Language &

Culture

Experience Japanese culture — its food, customs and language —in
this intensive Japanese course. You'll gain a head start for a visit to
Japan, as a host to a Japanese visitor or in the international busi-
ness world. This session will run until 4:30 p.m. on Wednesday and
Thursday. You'll receive a book on Japanese language and customs.
Fee of $5 is payable through your county office. Age 11 and up.

[ 316. Scandinavian & German Crafts &

Customs

Explore these cultures while making mischievous German elf dolls,
wheat weaving and wheat art, an angel wall hanging, Scheren-
schnitte (German paper cutting) and German heartware jewelry and
ornaments. You'll also take home recipes from these cultures and
may make some of them. Fee of $5 is payable through your county
office. Age 11 and up.

OUTDOOR ADVENTURE CHALLENGE

Many of the sessions in this section involve physical activity and
are held outdoors. We strongly recommend that you bring a filled
water bottle, sun screen and appropriate clothing. Participants will
receive a reminder letter before 4-H Exploration Days if you need
to bring specific items.

© 1ST-HALF

(1 127. Let’'s Take a Hike

Learn the difference between day hiking and backpacking, what
type of equipment is needed for each activity, how to stay warm and
comfortable in all types of weather, how to read a map, how to use
a compass and how to apply “Leave No Trace” ethics. You'll enjoy a
pleasant day hike in a local park. Bring a book bag-style backpack,
compass, water bottle, raincoat or poncho and good walking shoes.
Age 11 and up.

(@ 2ND-HALF

] 231. Staying Unlost With Map & Com pass
Knowing where you are is the best way to stay unlost. Hands-on
activities will help you learn basic compass and map reading sKills.
You'll use GPS (Global Positioning Satellite) receivers for a geocach-
ing treasure hunt. Age 11 and up.
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@ FULL

L] 317. Canoeing: Up the River With a Paddle
Canoeing can be peaceful and a whole lot of fun. Learn how to
paddle from the front and the back of the canoe. Practice your skills
in a small area and learn to maneuver a canoe. Later head out for
a daylong trip on the Chippewa River near Mount Pleasant. Not
for those who've taken this session before. Fee of $15 is payable
through your county office. Age 13 and up.

(] 318. Climbing & Rappelling

Climbing walls and the MSU campus will be your classroom as you
learn the technical and interpersonal skills you need for these chal-
lenging activities. Learn about the equipment, basic techniques and
safety aspects of climbing and rappelling. Not for those who have
taken this session before. Fee of $24 is payable through your county
office. Age 14 and up.

(1 319. Kayaking

Kayaking is a great way to get outdoors and exercise your upper
body. Learn paddling and safety techniques. Practice your new
skills in a small area, then head out for a daylong trip on a Michigan
river. Not for those who've taken this session before. Fee of $15 is
payable through your county office. Age 14 and up.

1 320. Wilderness First Aid Basics

Want to know how to handle an emergency situation? Learn basic
adult first aid and CPR for rural and remote areas. Certifications
granted after successful completion of lecture, practical and written
indoor and outdoor skill sessions. Fee of $12 is payable through
your county office. Age 14 and up.

PERFORMING ARTS: Clowning, Creative
Writing, Dance, Drama & Music

© 1ST-HALF

1 128. Acting

Learn basic acting skills, including how to creatively perform under
pressure and deal with stage fright. You'll act in short performances.
Acting is a great way to develop your personal expressive powers
and your imagination. Ages 14 to 19 only.

(] 129. Clowning Around

We each have a little clown inside us waiting to pop out and express
itself in a fun way. In this session, you'll discover your own personal
clown. Learn how to apply clown makeup and create a costume.
You'll also do pantomime and skits, work with props and create bal-
loon figures. Age 11 and up.

(] 130. Exploring Dance

Get an overall glimpse into the world of dance! Explore dance tech-
nigues in modern, jazz, hip hop, ballroom and other styles, while also
learning about dance in other cultures. You don’t need any dance
background to enjoy this class! Age 11 and up.

L1 523. Hip Hop Dancing

Focus on the fundamentals of hip hop dance. Become familiar with
the basics of this urban dance form. Learn cool moves you can use
anywhere. Age 11 and up.

(] 131. Living Words: The Music & Magic of

Poetry

Explore poetry with other youth who love to write. Together you'll
unlock the secrets in poetry by great writers like Poe, Hughes, An-
gelou, and Tupac. You'll also learn to write your own poetry so that
it moves and carries a beat that will bring readers back again and
again. Ages 11 to 13 only.

(@ 2ND-HALF

] 232. Comedy: From Stand-Up to Sitcom

If you are an aspiring comic, come to this session to get the scoop
on entertaining others, for advice and for a little extra assurance.
You'll experiment with various comedy styles, such as stand-up,
joke telling, improvisational, one-person shows and sitcoms. Age
11 and up.

L1 233. Contra Dancing: Energetic Dance for All
Ages

Contra dancing is like an amusement ride we create through dance.
Contra dance is sometimes called “old-time country dance” or “barn
dance.” It's a fun, active dance done in two lines with partners who
usually line up across from each other. Contra dancing includes a
variety of dance moves, including waltz steps, while the dances are
usually done to reels or jigs. Contra dancing is found around the world
and is especially popular in the United States. Age 11 and up.

L1 623. Hip Hop Dancing
Same description as first-half session 523.

] 234. Musical Theater

Learn important musical theater performance skills. You'll learn one
ensemble (group) number from a Broadway musical. Work on dance,
vocals, movement and stage presence. Age 11 and up.

[ 235. The Power of Words & the Rhythms of

Poetry

Dig into the lines and rhythms of writers like Poe, Dunbar, Brooks,
Plath, and Tupac to discover messages that are true for your life as
well as the lives of these great poets. Experiment with performance
poetry such as DEF JAM and new poetry forms and rhythms such
as rap. Learn how to get serious readers for your poems, how to
get help with revisions and how to get your work published. Ages
14 to 19 only.

1 236. Storytelling Performance

You can be a storyteller! Explore your talents through telling tales
based on real-life stories, folk tales from around the world, and
legends (some scary, some funny, all memorable). Practice fun,
imagination-building activities. Enjoy storytelling in small groups and
individually. Beginners, intermediate and advanced storytellers will
find this session a lively experience. Age 11 and up.

PERSONAL DEVELOPMENT

© 1ST-HALF

(] 132. Money Talks - Are You Listening?

Learn about what credit unions are and what they represent, and
discover leadership opportunities available within credit unions. You'll
Explore basic issues and opportunities for teen leadership within
the credit union industry. You'll also explore jobs in the credit union
industry. Ages 14 to19 only.

( 2ND-HALF

(] 237. Giggles! Chuckles! Fun!

Explore creative and educational ways to put fun into your summer
camps, 4-H meetings and school-aged child care programs. The
focus will be on group games, recreational activities and leadership.
Age 11 and up.

L] 238. Show Me the Money

Participate in an interactive and fun exploration of money manage-
ment. You'll create your own budget through a reality simulation.
Age 11 and up.
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L] 239. Teens Connecting With Kids! An

Awesome Combination

Teens are some of the most effective people at working with children,
as babysitters, camp counselors, teen leaders, in community service
projects and in many other roles. Visit a child care setting and work
directly with kids in a hands-on community service project. Use your
skills to make a difference! Age 12 and up.

PHOTOGRAPHY

© 1ST-HALF

1 133. Animal Photography

Learn the best way to photograph farm animals as you travel to MSU
livestock facilities. Explore composition, lighting and color contrast
with your camera. Discover animal personalities as you capture
each animal's image with your camera. Bring a film (NOT digital)
camera that you have used to shoot at least one roll of successful
photos, also bring two 36-exposure rolls of color print film. One roll
of film will be developed for you. Your photos will be critiqued and
the best photo will be mounted. Fee of $8 is payable through your
county office. Age 12 and up.

(@ 2ND-HALF

[_] 240. Creative Digital Photography

Take a hands-on, fun approach to creative photography. Bring a
digital camera and a digital memory card. Most importantly, bring
an open mind to learn how to identify and capture in a photograph
the beauty and uniqueness around you. Age 11 and up.

(] 241. Digital Nature Photography

Learn about using digital cameras for nature photography. You'll walk
around campus gaining hands-on experience by taking photos of
MSU’s scenery. You'll also learn about the strengths and weaknesses
of digital cameras in nature photography. At the end of the class you'll
choose your four best photos to print. Age 11 and up.

PLANT SCIENCE

© 1ST-HALF

(] 134. The Green Scene

If you like plants, the Green Scene is for you. You'll propagate and
create a variety of plants. Lots of plant activities will get you grow-
ing. Age 11 and up.

(@ 2ND-HALF

] 242. Crafts for & From Your Garden

If you love nature, find new ways to decorate your garden and deco-
rate indoors from your garden crafts. A fee of $5 is payable through
your county office. Age 11 and up.

SHOOTING SPORTS

© 1ST-HALF

[l 524. Beginning Pellet Rifle

Three-position pellet rifle shooting is the most popular form of shoot-
ing sports competition for young people. This session will focus on
equipment, techniques and shooting from the prone, standing and
kneeling positions. Come and see how this easily accessible sport
can be fun, safe and competitive! Age 11 and up.

[ 135. Buck Heads

This session will focus on the details of hunting whitetail deer, and
what equipment to use to put a trophy on the wall or meat in the
freezer. You must have completed a hunter safety course and hunted

during the 2005-06 seasons or have patrticipated in the 2006 Hunting
Michigan’s Big 5 session at 4-H Exploration Days to enroll in this
session. Age 12 and up.

(] 136. Gobble Heads

Gobble up this session with successful tips on hunting the elusive
turkey. Learn about decoys, calling, feeding, roosting and courtship
behavior, where to place a hunting blind and more. You must have
completed a hunter safety course and hunted during the 2005-06
seasons or have participated in the 2006 Hunting Michigan’s Big 5
session at 4-H Exploration Days to enroll in this session. You must
bring your own duck and turkey calls. Age 12 and up.

L1 525. Introduction to Archery
Hit the bulls-eye with this introduction to archery basics. Learn tips
to help you get started in the fun sport of archery! Age 11 and up.

] 526. Introduction to Shotgun

Get outside and try your hand at shotgunning! Through hands-on
instruction you'll learn safe gun handling and range rules, the parts
and operation of a shotgun, eye dominance, patterning a shotgun
and successfully hitting your target. You'll even get a chance to
practice on clay targets! This introductory class is not recommended
for seasoned 4-H shooting sports members. Fee of $6 is payable
through your county office. Age 12 and up.

( 2ND-HALF

1 624. Beginning Pellet Rifle
Same description as first-half session 524.

1 625. Introduction to Archery
Same description as first-half session 525.

] 626. Introduction to Shotgun
Same description as first-half session 526.

[ 243. Quack & Honk Heads

Learn the fine points of hunting ducks and geese and calling, decoys,
shot selection, duck boats and pit blinds. You must have completed
a hunter safety course and hunted during the 2005-06 seasons or
have participated in the 2006 Hunting Michigan’s Big 5 session at
4-H Exploration Days to enroll in this session. You must bring your
own duck and goose calls. Age 12 and up.

@ FULL

(] 321. Hunting Michigan’s Big 5

Gain hands-on experience learning how to hunt Michigan’s “Big
5” — ducks, turkey, deer, geese and pheasants — from outstanding
Michigan hunters! Learn how to blow a duck call, sneak up on a big
buck, handle a pointer for pheasants and call in a turkey. Try out a
computer simulation that allows you to shoot your game and gives
you feedback on your skill and strategy. Fee of $5 is payable through
your county office. Ages 11 to 19 only.

TECHNOLOGY

© 1ST-HALF

] 137. Basic Web Page Design

Introduce yourself to web page design. Learn to make a basic web
page, how to import and use pictures, how to create links and lots
more. Students will make their own basic web page and learn how
to publish them. Age 11 and up.

[] 527. Car Care for New Drivers

You're finally in the driver’s seat! Now make sure you also know how
to keep that car safely on the road. This session covers basic car
maintenance tips and how to check belts, fluids, hoses and tires.
Ages 15 to 17 only.
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[ 138. GPS Basics

Learn to use a GPS (Global Positioning System) unit to mark loca-
tions, find landmarks and do a GPS scavenger hunt. You'll also learn
how to create your own GPS scavenger hunt. Have some fun outside
with GPS and become a GPS expert. Age 11 and up.

(] 139. Photoshop 1

Learn the basics of using Adobe Photoshop to modify your digital
pictures. You'll learn to lighten pictures, eliminate red eye, move
pieces of pictures and do lots of other fun stuff with your digital
photos. Age 11 and up.

(] 140. Web Design: Flash 1

Learn to create cool, interactive web pages using Flash software.
Learn to make interactive buttons, simple animations and other
interactive and fun web page components. Previous experience in
basic web design is highly recommended. Age 11 and up.

( 2ND-HALF

(1 244. Advanced Web Page Design

Take web design beyond the basics by exploring topics including
frames, style sheets, creating image maps and managing web sites.
Explore importing Flash and video into your web page. Taking first-
half session Basic Web Page Design (session 137) or equivalent
experience is required. Age 11 and up.

[ 627. Car Care for New Drivers
Same description as first-half session 527.

[l 245. Web Design: Flash 2

This session will pick up where Web Design: Flash 1 (session 140)
ends. You'll discover more advanced aspects of using Flash, includ-
ing action scripting. Taking Web Design: Flash 1 or some equivalent
experience is required to enroll in this session. Age 11 and up.

@ FULL

] 322. Filming Fun & Com puters

Work in a three- to four-person filming group to develop a film con-
cept, story-board scenes and shoot the action. Once your group
has finished shooting, you'll work with video staff to edit the film and
produce a final product. Age 11 and up.

(1 323. Small Engines

Focus on the theory and practice of small engine maintenance and
repair. You'll receive a list of basic tools to bring before the event.
Ages 11 to 13 only.

VISUAL ARTS & CRAFTS

© 1ST-HALF

1 528. Basketry

Learn the basics of basket weaving, including recognizing the right
and wrong side of the reed and twining. Make a basket you can
use many ways. Once you learn the basics, you can make many
different baskets following simple instructions. You'll have a basket
to take home. Fee of $2 is payable through your county office. Age
11 and up.

[ 141. Batik Silk Paintings

Discover batik — a popular method of dying fabric to create colorful
and cool designs. You will make a one-of-a-kind pillow to decorate
your room as you learn the fine art of batik silk painting. Fee of $10
is payable through your county office. Age 11 and up.

1 142. Beaded Jewelry

Using beads, straight pins and needle nose pliers, you'll create a
beaded necklace to take home. If there’s time, you can also make
earrings to go with your necklace, an ankle bracelet or a wrist brace-
let. Bring a pair of needle nose pliers. Age 11 and up.

] 529. Break It & Make It: Mosaic Making

Create your own mosaic art by using tile squares, pottery shards,
inexpensive flea market plates, old china, colored glass and stones.
Learn how simple, inexpensive and creative mosaic making can
be. You'll take home one finished art piece, such as a mosaic mir-
ror frame. Fee of $5 is payable through your county office. Age 11
and up.

] 530. Cool Candles

Learn to make candles of all shapes, sizes, colors and scents. Pour
them, dip them, mold them and decorate them. You'll have many fun
candles to take home. A fee of $7 is payable through your county
office. Age 11 and up.

(] 143. Fun & Fabulous Drawing

Experiment with the principles of drawing (including design, com-
position, shading, perspective and color) to create finished artwork.
People with all levels of drawing skills, from beginners to advanced,
are welcome. Bring a 4-inch by 6-inch or larger picture of something
you would like to draw. Age 11 and up.

[ 144. Fused-Glass Jewelry

Learn how to make fused-glass jewelry using glass, frit (crushed
glass), stringer (spaghetti glass) and a tabletop kiln. You'll learn how
to cut glass if needed. You'll also create and take home a fused-glass
pendant and earrings. A fee of $5 is payable through your county
office. Age 11 and up.

] 531. Stained Glass

Learn the skills you need to create your own stained glass art. Making
your first suncatcher will introduce you to the pattern design, glass
cutting and soldering techniques used in much larger projects. Ma-
terials and patterns will be provided. Bring your enthusiasm! Fee of
$3 is payable through your county office. Age 11 and up.

] 145. Stone Snowm an

This guy stands 26 inches tall and his nose even lights up. He is
attached to a planter box that you can fill with greens and flowers.
Caulking and painting is involved. Fee of $10 is payable through
your county office. Age 11 and up.

1 146. Tie-Dye

Tie-dye is back and it's fun! Use your imagination and create one-
of-a-kind wearable art. Bring a washed, white, 100-percent cotton
T-shirt to tie-dye. You'll receive a drawstring cotton backpack to dye.
Age 11 and up.

(@ 2ND-HALF

[l 628. Basketry
Same description as first-half session 528.

(] 629. Break It & Make It: Mosaic Making
Same description as first-half session 529.

] 630. Cool Candles
Same description as first-half session 530.

[l 246. Easy Holiday Ornaments

Use beads, sequins and much more to create decorative holiday
ornaments such as snowmen, snowflakes, mice and bells. You'll take
home at least four ornaments to share with your family. Bring wire
snipers and needle nose pliers if you have these tools. A fee of $2
is payable through your county office. Age 11 and up.

1 247. Lamp Shade Angel
This angel is fun and simple. Create her from a lamp shade, large
Christmas ball, fabric and some decorations and she’s ready for the
holidays. Some sewing is required. A fee of $10 is payable through
your county office. Ages 11 and up.
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(] 248. More Fun & Fabulous Drawing

Experiment with the principles of drawing (including design, com-
position, shading, perspective and color) to create finished artwork.
People with all levels of drawing skills, from beginners to advanced,
are welcome. Participants in Fun & Fabulous Drawing (first-half ses-
sion 143) are welcome. Bring a 4-inch by 6-inch or larger picture of
something you would like to draw. Age 11 and up.

(1 249. Paper Quilling

Paper quilling is the art of rolling thin strips of paper into different
shapes and using the shapes to form designs. This is easy to learn
and fun to do. It is an ideal technique for adding exciting accents to
a scrapbook page, to create one-of-a-kind art, to make cards and
much more. This session will give you a dozen creative quilling
ideas. You'll receive a set of quilling tools so you can continue to
do this craft at home. Fee of $10 is payable through your county
office. Age 11 and up.

] 631. Stained Glass
Same description as first-half session 531.

] 250. Tomato Cage Christmas Tree

This project is easy and this little tree looks great. Tomato cages,
garland, lights and an assortment of decorations will be available
to complete your tree. Fee of $10 is payable through your county
office. Age 11 and up.

] 251. Watercolors in the Gardens

Learn to paint on location in the MSU gardens. Learn basic water-
color techniques and composition while enjoying the natural beauty
of the gardens. Bring an old shirt or smock to protect your clothing
— we plan to get messy! Fee of $5 is payable through your county
office. Age 11 and up.

4-H AWARDS ASSEMBLY

(If you are not a state 4-H awards nominee, you can skip the
rest of this page!)

The Michigan 4-H state award winners will be chosen during
the 4-H Awards Assembly. All state award nominees are in-
vited to attend this event on June 20 and 21, 2007. You must
register for the 4-H Awards Assembly by completing the
form on page 17. You must also complete the Parent or
Guardian Consent/Medical Treatment Authorization and
Code of Conduct/Media Release Forms on pages 19 and
20. Be sure to sign up for the three-digit award category for
which you've been selected as your first-half session. The
individual and team award categories are listed below.

Individual Awards

(_]1900.
(_]901.
(_]902.
(L]903.
(L]904.
[_]905.
[_]1906.

Achievement

Agriculture

Beef

Citizenship

Clothing & Textiles (including Style Revue)
Communications

Companion Animals (including Cats, Fish, Pocket
Pets, Reptiles)

Crafts and/or Woodworking

Dairy Cattle

Dogs

Entomology

Environmental & Outdoor Education

Fine Arts (including Drawing, Painting, Photography,
Printing & Sculpting)

Folkpatterns

Food

Global and Cultural Education

Goats

Horses

Horticulture/Crops

Leadership

Leisure Education

Llamas (including Alpacas)

Performing Arts (including Clowning)
Poultry

Rabbits & Cavies

(_]907.
(_]908.
(_]909.
[_]910.
(]911.
[J912.

[]913.
(]914.
[_]915.
[_]916.
(]917.
[]918.
[]9109.
[_]920.
[]921.
(]922.
(]923.
(]924.

[L1925. Science & Technology (including Automotive,
Computers, Electrical, Small Engines, Tractors)
Sheep

Shooting Sports

Swine

Veterinary Science

[L]926.
[]927.
[L]928.
[]929.

Group Awards

[L1930. Community Service & Citizenship Emphasis
[L1931. Project Area Emphasis
[L1932. Special Activities Emphasis

During the 4-H Awards Assembly, you will:

» Have opportunities for personal and leadership growth.

» Develop skills in communication and team building.

» Be part of a hands-on community service project and use
your skills to make a difference!

* Interact with other award nominees.

» Be recognized for being nominated in your recognition
area.

 Participate in interviews for selection of 4-H state award
winners.

All state award nominees in all recognition areas will be
required to participate full-time in both days of the 4-H
Awards Assembly. Absence from any part of the two days
makes you ineligible to be a state winner.

Awards participants are encouraged to stay for the remainder
of 4-H Exploration Days and to participate in a second-half
session on Thursday afternoon and Friday morning. Awards
nominees may not sign up for or help with 4-H Exploration
Days full or first-half sessions.

If you don't register to stay until the end of 4-H Exploration
Days, you must attend the Thursday afternoon session for
awards participants and the 4-H Awards Celebration on
Thursday evening, then check out of your residence hall
room between 9 and 10 p.m. and immediately leave campus.
Thursday evening recreation activities are only for those
registered for all of 4-H Exploration Days.

A 4-H Awards Celebration will be held in the Great Hall of the
Wharton Center for Performing Arts on Thursday from 7 to 9
p.m. State winners will be announced during this celebration.
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Awards continued

The program is open to 4-H members, 4-H volunteers, staff
and parents of nominees. Seating will be available on a first-
come, first-served basis.

ADULT ROLES AT 4-H

Schedule

The 4-H Awards Assembly schedule is slightly different from the
Wednesday and Thursday schedule for 4-H Exploration Days par-
ticipants. You will receive a copy of the 4-H Awards Assembly Activity
Guide when you arrive on campus.

EXPLORATION DAYS

4-H Exploration Days is a youth development conference.
Adults should attend the event to provide for the physical
and emotional safety and well-being of the youth participants
and to help create arich learning experience for them. Adults
should not attend solely for their own personal growth and
development. Each adultis needed to serve as a session host,
activity host, instructor, session helper or county conference
assistant (CCA), in addition to the role he or she plays as a
staff member or volunteer chaperone for a county delega-
tion. The only exception to this are adults with disabilities
that prevent them from taking on one of these support roles,
or bus drivers staying with their county delegations. These
adults should be the only ones registered as “Other Adults”
on the registration form.

Host Roles

Chaperones and field staff who do not serve as CCAs, instruc-
tors or helpers should mark the session host or activity host
roles they prefer on the adult-use-only section of the registra-
tion form. Session and activity hosts provide extra support
by taking attendance, answering questions and assisting as
needed. Each year more than 400 adults attend 4-H Explora-
tion Days. If everyone takes on just one support role, there

will easily be enough people to fill each and every one. Your
support and cooperation are deeply appreciated!

Activity Hosts — Some of the activities for which hosts are
needed (such as overseeing shuttle bus traffic) happen each
day and in each time frame. Others (such as verifying ice skat-
ing attendance) happen on a single day and in a single time
frame. On the adult host section at the end of the registration
form, you can rank your preferred times and activities.

Session Hosts — Each session will have an adult session
host. Whenever possible the host will be an adult participant
already registered for that session. Sessions without adults
participants will be given an at-large session host (that is, an
adult who is not already an assigned session participant, but
who is willing to be a session host).

Host assignments will be made at the end of the registra-
tion process based on the activities for which adults have
volunteered. Adults who did not submit host choices and are
not serving as CCAs, instructors or helpers will be assigned
to roles not requested by others. Host assignments will then
be confirmed in late May directly with those assigned. Each
county MSU Extension office will also receive a summary of
the host assignments for all of its adults.
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4-H EXPLORATION DAYS REGISTRATION FORM

Parental approval is required for youth under age 18 to
participate in 4-H Exploration Days activities.

This form, the Parent or Guardian Consent/Medical
Treatment Authorization Form and the Code of Conduct/
Media Release Form must be completed and returned

to your county MSU Extension office by May 4, 2007,
before the youth can participate in the event. Please type or
print clearly.

Name
(Last) (First) (MI)
Phone ( )
Street
City
State ZIP
County
4-H club or group
Status: (must check one)
(L] Youth — Not a 4-H Member
(1 Youth — 4-H Member (Number of years: __ )

(L1 Chaperone (] Field staff

(L] Other adult (Only for bus drivers needing housing
or adults with disabilities that prevent them from taking
chaperone roles.)

Youth Only:

Age on 01/01/07: Date of birth: I

MM /DD/ YYYY

High school graduation year:
School Name: School City:
U.S. Citizen: [ Yes [ No Sex: ] Male [ Female
Number of times you've attended this event before:_____
Adult T-Shirt Size (must check one): [_] Small [_] Medium
(JLarge [JX-Large [JXX-Large [ XXX-Large
Racial-Ethnic Category (Optional):
Are you of Hispanic ethnicity? [_] Yes [_] No
[LJAfrican American/Black [_JCaucasian & African

(only) American
[ African American/Black & [JCaucasian & American

American Indian or Indian or Alaskan Native
Alaskan Native [JCaucasian & Asian

Commuting to event:
(LI No [ Yes (Will not receive lodging or meal cards.)

Registration Choices (check one):

(_L14-H Exploration Days participant only

(_L14-H Awards Assembly participant only

[(L1Both 4-H Exploration Days and 4-H Awards Assembly
participant

Payment

A deposit must be sent in with the registration form.
Please make your check or money order payable to MSU
Extension. This form is due in your county MSU Extension
office by May 4, 2007. For specific information on the
amount due, see page 3.

Session Sign-Up

Sign up early to get the sessions you want! Reservations
will be made on a first-come, first-served basis. Be sure
to select eight choices since the sessions will fill up fast.

See page 5 for more information on how to complete this
section.

You may take one full session or two half sessions. 4-H
Awards Assembly delegates will sign up for the Assembly
as their first-half session and are not eligible for full
sessions. See the following samples. List session humbers
(not titles).

KEY: 1st-Half: #100 to #146 and #500 to #531
2nd-Half: #200 to #251 and #600 to #631
Full: #300 to #323
Awards Assembly: #900 to #932

SAMPLE REGISTRATIONS:

Ist-Half & 2nd-Half OR Full Session
4-H Exploration Days Participant:
1st Choice 112 620
2nd Choice 309
4-H Awards Delegate:
1st Choice 907 223 NA
2nd Choice 907 613 NA
YOUR SELECTIONS:

Ist-Half & 2nd-Half OR Full Session

[LJAmerican Indian or [_JNative Hawaiian or Other 1st Choice
Alaskan Native (only) Pacific Islander (only) 2nd Choice
[_LJAsian (only) [_L1Other Mixed Heritage: ,
[ Caucasian/White (only) 3rd Choice
Residence description: 4th Choice
(dUrban [ Rural, but not on a farm 5th Choice
[_JSuburban _JFarm 6th Choice
Status: (only check if applicable) -
[_L1Disability — wheelchair user /th Cho?ce
[Disability — physical, non-wheelchair user 8th Choice
[_1Disability — learning
BICrI]ZE[Jr:té/tgﬁn_fesrsgsciir?isstant For County MSU Extension Office Use Only:
[ Helper* — session # Date _ [/ [/ Amount Receipt #

* Selected through state 4-H committees.

OVER FOR HOST SIGN UP
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4-H EXPLORATION DAYS HOST REGISTRATION CHOICES

Adults not serving as CCAs (county conference assistants), instructors or helpers must serve as either session or activity
hosts. Please rank at least five choices if you sign up to be an activity host. Some of the activities (such as overseeing
shuttle bus traffic) happen each day and in each time frame. Others (such as verifying ice skating attendance) happen on
a single day and in a single time frame. When making activity host selections, think first about which day and time period
you would prefer to host, then select your preferred activities. (You may wish to coordinate this with other adults from your
county so that all of you do not select the same days and times.)

Please indicate your host preferences below. Check all that apply.

[_] Session host ] Activity host

fsc:ers)gi)(;jr: gséli?:gg%rﬁgsrzggi\%ognggzit rﬁgésgﬂsggn) (Please indicate your preferred time and activity below by
9 ranking your choices, with 1 being the most favorable. Please

at large (for those not assigned session registration 44 ot yse “$¢ or “¢" to indicate choices. If you do not have
choices and willing to host any session with a host a preference, put "1" for all your selections.)

vacancy)

Day (Rank 1 to 3):
_ Wednesday
__ Thursday
__ Friday

Time frame (Rank 1 to 3):
____ Morning

Afternoon

— Evening

Activity (please rank at least five choices):

__ Ride shuttle bus to discourage pleasure riding (to
continually make room for new riders)

___ Oversee aresidence hall shuttle bus stop (to help
participants find destinations)

___ Verify Spartan Bookstore attendance
__ Verify MSU Museum attendance
— Verify 4-H Children’s Garden attendance

__ Verify IM East attendance and facilitate indoor and
outdoor pick-up games

___ Verify MSU Union building recreation attendance
(bowling, billiards, shopping)

___ Verify Abrams Planetarium attendance
Verify ice skating attendance
___ Verify outdoor theater attendance

___ Willing to assist wherever needed
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PARENT OR GUARDIAN CONSENT/MEDICAL TREATMENT AUTHORIZATION FORM

4-H EXPLORATION DAYS, JUNE 20 to 22, 2007

This form, the Registration Form and the Code of
Conduct/Media Release Form are due to your county MSU
Extension office by May 4, 2007.

There are four places on these forms that must be
signed by a parent or guardian of a minor participant or
by participants aged 18 and up.

County
SECTION 1 — PARENT/GUARDIAN CONSENT

Required for youth under age 18 to participate.

| hereby grant permission for my child (print name)

to participate in all educational and social activities of
4-H Exploration Days 2007 sponsored by Michigan State
University Extension’s 4-H Youth Development. If my child
has any special needs or health concerns, | will make a
note of them on the Personal Data Sheet that is collected
at the county pre-event orientation meeting or at another
time designated by the county. (Personal Data Sheets are
kept as part of the County Identification Portfolio — a tool
used by 4-H chaperones and staff to identify and keep
track of each youth and to provide contact information in
an emergency.)

| understand that some sessions take field trips and conduct
activities that have special risks. | have read the session
descriptions, | approve of my child’s session selections and |
accept any risks associated with their assigned session(s).

Name of Parent/Guardian (Please print) .

Signature: Date:

SECTION 2 — MEDICAL TREATMENT AUTHORIZATION

This section must be completed and signed by a parent or
guardian for all youth participants before they can participate
in this program. If this form is not completed, youth participants
will not be allowed to participate. Completing this section is
optional but encouraged for adult participants.

Please complete this form to give a medical facility permission
to treat the participant for minor injuries or medical problems.
In the event of serious injury or iliness, the parent or person
designated will be contacted. Treatment will proceed before
contacting the parent or person designated only if the
situation is urgent and does not permit delay.
Participant’s full legal name
Birth date

Mailing address

Phone ( )

Primary care physician’s name
Physician’s address

Physician’s phone ( )

HEALTH INSURANCE INFORMATION:
Policy holder’s name and relationship to participant

Policy holder’s address
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Please attach a photocopy of both sides of
your insurance card or complete the insurance
information requested below.

Insurance company name and address

Insurance company phone number ( )
All policy numbers (please identify)

If you have HMO insurance, please list the emergency
treatment authorization phone number

( )

Employer’s name and address

Business phone ( )

/

INFORMATION NEEDED ABOUT PARTICIPANT:
Please check yes or no. If yes, explain below or on another
sheet if you need more room.

YES NO

| 4 Does the participant have any
chronic health problem or iliness?

M | | Does he or she have any acute illness
now?

M | | Has the person been treated re-

cently for some medical problem?

List any medications he or she is now taking for treat-
ment of any medical problem

| | Does the participant have any aller-
gies to medication or local anesthetics?
[l | | Does he or she have any allergies?

Date of his or her last tetanus shot

OFFICIAL AUTHORIZATION FOLLOWS:

| (parent or legal guardian)
recognize that while attending this program, medical
treatment on an emergency basis may be necessary for
my child, and | further recognize that MSU 4-H staff may
be unable to contact me for my consent for emergency
medical care. | do hereby consent in advance to such
emergency care, including hospital care, as may be
deemed necessary under the circumstances and to
assume the expenses of such care. | also authorize
the medical facility to release any and all information
required to complete insurance claims and also authorize
insurance payment directly to the medical facility.

Signature of Parent/Guardian of minor participant or of
participant aged 18 and up
Date Address

Phone: Day ( )

]

Evening ( )




CODE OF CONDUCT/MEDIA RELEASE FORM

SECTION 3 — CODE OF CONDUCT

Positive behavior is a key expectation for youth and adults
participating in state-sponsored 4-H activities — behavior that
reflects trustworthiness, respect, responsibility, fairness, caring and
citizenship. Participants are expected to fully participate, follow all
event guidelines and behave appropriately to ensure a high-quality
learning experience and ensure the safety of all participants. Youth
and adult participants should be aware of the following:

A Theft, vandalism, the use of illegal drugs and alcohol, leaving
campus (except for session field trips arranged by instructors) and
other such offenses are strictly prohibited. Anyone involved with
these offenses will immediately be sent home at his or her own
expense and may be dismissed from MSU Extension 4-H Youth
Development. Those engaged in illegal activities will be turned
over to the proper authorities. Repair costs for damages incurred
to property will be billed to those responsible for such damage.

dParticipants may be sent home for inappropriate sexual behavior
and behavior that violates the rights of others, particularly when
the behavior is disrespectful as regards a person’s gender, race,
age, sexual orientation, religion, national origin, disability or ap-
pearance. Disciplinary action will vary based on the degree of the
offense and will be determined by the 4-H staff in charge of the
program.

dYouth participants are not permitted to use tobacco in any form.
The use of tobacco products by adults is prohibited in all indoor
spaces. Smoking areas are usually provided outside of buildings
and are for adults only.

dHousing areas are set up as all female and all male. Participants
are not permitted in the housing areas assigned to members of the
opposite sex (bathrooms, floors and rooms). The only exception
is brief delegation meetings arranged by 4-H staff.

Al youth and adult participants are to wear their conference lan-
yards and name badges around their necks at all times (except
when sleeping, bathing and swimming, of course). Name badges
identify participants as part of 4-H Exploration Days and are used
for admission to event activities.

QParticipants are responsible for their own belongings. Valuables,
such as expensive jewelry and electronic devices, should be left
at home. 4-H Youth Development is not responsible for any lost
or missing items.

dParticipants should dress casually, but neatly and appropriately,
for the occasion. Shirt and shoes must be worn in eating areas.

All participants are expected to:

(1 Attend all the sessions for which they are registered. Attendance
will be taken and reported back to the county conference assistant
(CCA).

(1 Select from and participate in a variety of afternoon and evening
programs and leisure activities.

1 Attend all county or floor meetings.

1 Stay on campus (except while on off-campus session field
trips).

1 Inform their assigned chaperone of their whereabouts.

(1d Observe the 11 p.m. curfew on their assigned residence hall floors.
County conference assistants and chaperones will do a bed check
each night to account for each participant. Everyone should be
quiet within his or her assigned room by midnight.

(1 Stay in their assigned rooms once assignments have been made
and keys issued. Unapproved changes make it difficult for CCAs,
chaperones and staff to contact participants in emergencies and
at bed check time.

[ Understand that a fee will be assessed on the county billing to
participants with lost keys or missing linens (towels, sheets and
blankets).

(1 Refrain from yelling out of windows or removing window screens
and leaning out of windows or sitting on window ledges. Blinds
are to be closed when dressing and after dark.

(1 Refrain from running in residence halls and classroom hallways.

A Understand that use of rollerskates and in-line skates (Roller-
blades), nonmotorized scooters, skateboards and similar devices
is allowed at your own risk. Use of these devices is restricted to
sidewalks. Users may not use bike paths or go on any roadway
except while crossing a street within a crosswalk. No person us-
ing rollerskates, in-lines skates, a scooter, a skateboard or similar
device shall go in or on any parking ramp, building, garden or any
other posted area. Doing so will result in a civil infraction. Skaters
must yield to pedestrians. In crossing the street, skaters hold the
rights and are subject to the duties applicable to pedestrians.

MSU Extension staff, county conference assistants and chaperones
are responsible for enforcing the rules as stated. Violators who are
asked to leave will be sent home at their own expense. These rules
are not subject to interpretation and each group is expected to follow
them without exception. Our primary consideration is to provide a
safe, secure environment for all participants.

| agree to abide by this code of conduct.
Date:

Youth or adult participant’s signature

| expect my child to abide by this code of conduct.

Date:
Parent or legal guardian’s signature (for youth under age 18)

Each participant, along with a parent or guardian, must attend a pre-
event county orientation meeting. Your county 4-H staff can provide
you with the date, time and location of this important meeting.

SECTION 4 — MEDIA RELEASE FORM

Participants are sometimes photographed and
videotaped for use in MSU promotional and educational
materials.

| authorize Michigan State University to record the
image and voice of the subject named below and

give MSU and all persons or entities acting pursuant

to MSU'’s permission or authority, all rights to use of
these recorded images and voice. | understand that

said images and/or voice will be used for educational,
advertising and promotional purposes in all conventional
and electronic media, including but not limited to the
Internet and any future media. | also authorize the use of
any printed material in connection therewith.

| understand and agree that these images and
recordings may be duplicated, distributed with or without
charge, and/or altered in any form or manner without
future or further compensation or liability, in perpetuity.
Print subject’s name:
Date:

Signature of Parent/Guardian of minor participant or of
participant aged 18 and up

Date
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