ROGRAM

5/10/26
TAKING THE LEAD - Choice, Cha“enge ¢ Discovery
¢ = Edvcator Idea @ = Child Voice / Emerping Interest

Aim: This fortnight invites children fo take the lead in their own play, [earning
and experiences.

Building directly from our Vacation Care observations, edvcators noticed that
children were most engaped when they were given opportunities to make decisions,
adapt experiences, collaborate with others and take their ideas in vnexpected
ditections. Children independent|y organised sporfing games, created imaginary \\\
worlds, invesfigafed insects and habitats, experimented with materials and

transformed planned activities through their own ideas.
Rather than -Focusing oh a particular topic, this program focuses on agency.

Children wil| be encouraged to choose, lead, question, experiment, problem-sofve
and decide where an experience goes next. Edvcators will provide thoughtful

provocations, materials and support while creaﬁng space for children to fake
ownership.

The question guiding our fortnight: “What happens when YOU take the [ead?” MSP‘R‘N
Group Chat (Theme-Related Discussions): Group conversations encourage children ((J)
to explore emotions, safety, relationships, help-seeking and belonging. &\n EADE.K

-\

Taking the Lead: What does it mean fo be in charge of your own play? )
Children ¢ Advlits: Do advlts always need to decide what children do? /4 o ‘ nm?
What Makes a Leader?: What makes someone a good leader? Can you be a [eader

without being the Joudest person?

Different Ideas: What should we do when two people have different ideas?

Changing Your Mind: [s it okay to chqnge your mind? Can chchging an idea //
sometimes make it better? I ///n

gls

When Shovld Edvcators Help?: When should an educator help you and when should ‘
they glve you space fo work somefhlng ouvt yourself? —
OSHC for a Doy ' [f children were cornple'rely in chal’ge of OSHC for one day, L\)’—

what would you change, keep, create or infroduce?

Creative arts: Creative experiences encourage children to express emotions, \ /
Fecognise personal strengths and explore messages of safety, kindness,
connection and belonging.

The Open Studio @ : A collection of art materials with no example fo copy. What
can you create when the outcome is completely vp fo you?

One Material, Many Ideas: Everyone starts with the same material — cardboard,
clay, foil, paper or recycled materials — but what it becomes is completely
individval.

Continve My Creation: One child begins an artwork before another adds to it.
Continve passing it around and see where everyone's ideas fake it.

Create It BIG: Work collaboratively on a large-scale artwork using butcher's
paper, cardboard ot outdoor surfaces.

Clay Creators: Free Design Q: Following children’s sustained engagement with
clay dvring Vacation Care, revisit it without a prescribed ovtcome. Roll, movld,
cut, combine and creafe whatever you imagine. Children repeatedly returned fo
clay and vsed it socially, sharéng techniques and building on one another's ideas.




Indoor Experiences: Indoor expetiences provide opportunities to practise
emotional awareness, respectful relationships, personal safety and help-seeking.

You Choose the ChoHenget Choose from different challenges, then decide how to
make yours easier, harder or completely different.

Bvild a Worl|d ': Use blocks, {igvres, loose parts, fabric and natural materials fo
create a city, zoo, farm, campsite, planet or somefhing hobody has ﬂwugh’r of yet.
Our OSHC, Ovur |deas : : What would make OSHC even better? Draw, write ot build
yout ideas and work with edvcators tfo bring achievable _sugges‘fions to [ife.
Child-Led Clvb Board: Want to start a drowing club, LEGO club, soccer club,
Pokémon club or something completely different? Create your own club and invite
others to join.

Ovtdoor Experiences: Outdoor play supports we“being through movement,
connection, cooperation and positive shared experiences.

Create Your Own Sports Leagve @ : Choose the sport, create teams, establish the
rules and decide how fo make the game enjoyable and inclusive for different ages
and abilities.

Design the Challenge: Use cones, hoops, ropes, balls and other equipment to design
your own obstacle course or physical chcllenge. Test it, chcnge it and chaHenge
somebody else.

Bring Back a Childhood Game: Educatfors introduce games they remember playing as
children, then children modify the rules and create theit own 2026 version.
Children vs Educators @: Children choose the chaHenge — soccer, basketball, races,
chasing pames or something completely invented — before faking on the educators.

STEAM: Hands-on invesfigaﬁons encourage children to explore connections
between their bodies, emotions, environments and weHbeing.

Build It. Test It. Improve It @: Choose a building challenge — a bridge, fower,
vehicle, marble run of your own idea. Build if, tfest it, identify what couvld work
better and try again.

Th? Sfronges.f Sfrv‘cfvrs ¥ ?esign a sfrvcfure.fha’r can hold 3ncre‘asin'g f:m.ovn’r.s of <<.‘V‘V¢‘v‘,'"
weight. Test its [imits, investipate what makes it strong and redesign it if it Q )
collapses. SHTINS
Design for Space 4: To celebrate World Space Week, design something humans -

might need to [ive or explore beyond Earth — a rover, habitfat, spacesuvit, way to
grow food or something nobody has invented yet.

Nature and Living Things: Children will explore how curing for Iiving fhings and
connecfing with nature can support we”being, responsibility and belonging.

Backyard Biologists @ : Search our OSHC environment for insects and other living
things. Observe where they are found, investigate what they need to survive and
consider how we can care for them.

Map Our Living World: Create a map of the service grounds and mark where you
discover insects, birds, plants, nests, flowers and other signs of [ife.

Build a Bug Hotel ¢: Investigate what Jocal insects need before working fogether
to deslgn and create a safe insect habitat ”5'”8 natural and recycled materials.

v

Nature Inventors  : Collect fallen natural materials and investigate their shapes,
textures and features. What could nature inspire you to design or create?

Langvage ¢ Literacy: Children will vse reading, wrifing, .s'foryfelling and
discussion to explore emotions, safety, relationships and help-seeking.

Teach Us Something @: Become the expert and teach your friends something you
know how to do, sharing your knowledge, skills or interests with the group.

My Big Idea: |f you could chonge, create or invent one ’rhing, what would it be?
Draw, write or explain your idea and why you think it should exist.

Pass the Story: One child begins a story before passing it to the next person fo
continve. Keep adding ideas unti| the grovp discovers where the sfory ends.
Interview an Expert  : interview another child about something they're really

v

interested in. What could they teach you that you didn't already know?




Creating Conversations (Cultural ¢ Indigenous Perspectives): Children explore
how identity, belonging, relationships and collective we“being are sfrengfhened
fhrovgh Aboriginal and Torres Strait Islander cvltures and communities.

Games We Grow Up With
game they grew vp playing or one that is important within their family or culture,
then teach it fo others. 2.2
Many Languvages, Many Voices: Explore the different [anguages spoken within
OSHC community and invite children fo share greeﬁngs, words ot expression:

%t |nvite children, edvcators and families to share a

L

know.
Our Families Know How: What is something someone in your family has taughfiyuRs
Share a skill, game, recipe, tradition, story or piece of know!edge that has been
passed on to you.

Leurning Thl’o\;gh Country: Explore how knowledge can come from observing
Country — |and, weather, plants, animals and seasonal changes. Head outside and
ask: What is Country showing us at this time of year?

Wonder Wal|

| Wonder... What Could We Do Next? @: Add questions, ideas, problems you'd |ike to solve, ’rhings you'd [ike
to investigate or experiences you'd like to bring to OSHC. Educators will vse children’s ideas fo help decide
where out Iearning goes next.

Where Did This Program Come From?:

This program has been developed directly from observations and reflections collected throughout our
September Vacation Care program. Educators identified recurring interests in child-led sport, nature and
living things, construction, sensory exploration, imaginative play, experimentation and creative expression.

What We Noticed: Children showed particularly strong engagement when they were given opportunities fo
make decisions, adapt experiences, collaborate with others and |ead the direction of their own play.

Where To Next?: These observations have informed our first Term 4 focus on choice, chal!enge and agency.
Edvcators will continve Observing children's ideas, conversations and interests ’rhroughovf the -Forfnigh’r,
vsing these fo inform where our program goes next.

That is supported really strongly by the actval Vacation Care reflections — including independently
organised soccer, child-led insect/habitat invesﬁgaﬁon and children Trans{orming planned activities into
their own creations.

Framework Connections — My Time, Our Place

Ovtcome | — [dentity: Children sfrengfhen their sense of identity, confidence and avfonomy by mcking
choices, Shdl’ihg ideas, Tcking on |eadership roles and seeing their contributions valved within the program.

Outcome 2 — Connectedness: Children contfribute to theit OSHC community by cotloboraﬁng with others,
sharing knowledge, making collective decisions and recognising the ideas, culfures and perspectives of
othetrs.

Ovtcome 3 — Wellbeing: Children build confidence, resilience and persistence as they take on challenges,
make decisions, experience svuccess and nqviga‘fe moments when Things do not g to plan.

Ovtcome 4 — Confident ¢ Involved Learners: Children |ead their learning fhrough curiosity, experimentation,
pI'Oblem-.sotving and inquity as they create, test, adapt and extend their own ideas.

Ouvtcome 5 — Communication: Children express ideas, explain their fhinking, negofiofe decisions, [isten to
different perspectives and share their knowledge and interests with others.

Ovr Learning Journey — Where To Next?

Term 4% continves our Curious Minds jovrney by mcwing from imagining, designing and creaﬁng towards
children Taking grea’(er ownership of where their ideas can |ead. Throvgh choice, chaHenge and child-led
experiences, children are encovraged to turn curiosity into action, Jead olongside others and recoghise that
their ideas can genvinely influence their OSHC experience.
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