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Abstract 

This paper describes a project of an outdoor education program for 

preschool and early school age children, including its verification in practice. 

The project was tested in both day and night version with a total of 34 

children aged 3-10 years. For the verification of the project in practice, we 

used the method of preparation of the game in combination with the direct 

observation and the pen and paper group interview. The interview was 

conducted with parents and the key areas were: the intensity of individual 

tasks in relation to age, improper or dangerous parts of the game, the 

attractiveness of the game, the impact on relationships among children and 

overall social development of the child, the influence on the relationship to 

the outdoors and the general approprietness of the educational methods. 

The responses of children and parents are the proof that these methods 

work and should be used to a greater extent. For research in this area it is 

necessary to apply outdoor experiential-educational methods more 

frequently, systematically and on a long-term basis and to identify 

appropriate research methods. 

 

Key words: outdoor education program, pre-and primary school, outdoor 

project, game 
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Souhrn 

Článek popisuje projekt outdoorového vzdělávacího programu pro děti 

předškolního a mladšího školního věku včetně jeho ověření v praxi. Projekt 

byl ověřován v denní i noční variantě celkem na 34 dětech ve věkovém 

rozmezí 3-10 let. Pro ověření projektu v praxi jsme použili metody vlastní 

přípravy hry v kombinaci s přímým pozorováním a s řízeným skupinovým 

rozhovorem. Rozhovor byl uskutečněn s rodiči a klíčové oblasti byly: 

náročnost jednotlivých úkolů ve vztahu k věku, nevhodné či nebezpečné 

části hry, atraktivnost hry, vliv na vztahy mezi dětmi a celkový sociální rozvoj 

dítěte, vliv na vztah k pobytu v přírodě a celkové vhodnosti vzdělávací 

metody. Výpovědi dětí i rodičů jsou důkazem, že tyto metody výuky fungují 

a je vhodné je zařazovat ve větší míře. Pro výzkum v této oblasti je nutné 

prožitkové outdoorové výchovně-vzdělávací metody využívat častěji, 

systematicky a dlouhodobě a vymezit vhodné výzkumné metody. 

 

Klíčová slova: outdoorový vzdělávací program, předškolní a školní stupeň, 

outdoorový projekt, hra 

 

Introduction 

The education through experience realized in the natural environment is 

currently an alternative to traditional educational-learning approaches. The 

basics of the modern pedagogy using the experience can be found already 

in Comenius´s or Dewey´s works. Comenius (1991) considers the 

"emotional outlook" as a way to overcome the mechanical learning and 

education based on common sense and understanding relationships of the 

outside world. Dewey (1997) considers the education without experience as 

absurd and he recommends to use the processes associated with the 

evaluation of experience for a personal growth. This approach neatly 

combines educational objectives with the personality-social development 

and with the active movement in nature. 



91 
 

In this paper, we try to give you guidance and to inspire teachers, educators, 

parents and others interested in the use of these means in practice. Despite 

being aware of time, material and professional demands, the responses of 

children and especially their parents, who were also involved in the 

program, are the reason why we have decided to publish it. The program 

was tested in both daytime and nighttime conditions, therefore some of the 

parts of the paper are divided. The basic concept of both parts of the 

program is the same where in each of these variants there are different 

educational focuses, tasks and procedures. 

 

Theoretical outcomes 

Although the educational use of pedagogical experience has been 

interwoven with the pedagogical process since the time of Comenius, this 

approach is currently still considered emerging "movement from 

,below´(from the practice), Up' (to the theory)" (Neuman, Vomáčková, & 

Vomáčko, 1999, 39). This development trend results in a number of 

terminological confusions. These terminological issues are analyzed by 

Turčová (2005) who presents the most common terms it educational 

procedures dealing with an authentic experience and stay in nature as 

"education through experience" and "experiential education." Turčová 

defines the experiential education as a theoretical discipline dealing with the 

practical areas - education through experience. The experiential pedagogy 

was defined  by Jirasek (2004, 15) as "... the theoretical outcome and 

analysis of such educational processes that work with introduction, analysis 

and reflection of experiential events in order to gain experience transferable 

to the next life." 

The history of the Czech experiential education and its place among 

educational disciplines describes Hanuš (2009). The theory and practice of 

experiential education is described by Hanuš and Chytilová (2009) in the 

publication „Zážitkově pedagogické učení“ (Experiantial-pedagogical 

learning) and the experiantial method is both theoretically and practically 



92 
 

discussed by Valenta (2005, 2008). Pelánek (2008) published a 

methodological title „Instructor´s Handbook for Experiential Events“ and 

„Experiential Learning Programs „(2010)  which are among  few publications 

suitable for the use in the school environment.  In addition to educational 

and self-development goals they also emphasize the objectives of the 

education. And this publication was the initial inspiration for this presented 

project. 

 

Based on searching and comparing the terminology in the English literature 

Turčová (2005) mentions the following most common terms: experiential 

education, action learning, adventure learning, experiential learning and 

outdoor education. If we want to classify the character of our project, the 

most appropriate term is the "outdoor education". The presented activity is 

realized in nature, it has clear learning objectives, which are complemented 

by educational objectives and we don´t work with the feedback in terms of 

personal and social development of children. 

 

Objective 

The aim of this research project is to create an outdoor education program 

for primary school children and to verify it in practice. Based on its 

realisation the partial objectives are to find out: 

1) the difficulty of individual tasks in relation to age; 

2) inappropriate or dangerous parts of the game; 

3) the attractiveness of the game; 

4) the impact on relationships between children and overall social 

development of a child; 

5) the impact on relationship to the outdoors; 

6) the appropriateness of educational methods. 
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Methodology 

To verify our project of an outdoor education program for school children of 

younger age in practice, we used the method of the actual preparation of the 

game in combination with the direct observation method and the group 

interview method. In terms of research methods  it is the experimental 

intervention qualitative research with elements of the case study. When 

choosing the appropriate methods we were inspired by Miovský (1996) and 

Hendl (1997, 2005). For the creation of the educational content, we came 

out from the Framework Education Programme (RVP) for the pre-school 

and school education. 

 

RVP for preschool education 

The program contains elements that develop pre-school children in all 

educational areas. Most notably in the following areas: " Child and his Body" 

and "Child and his Psyche." The benefits can be found in other educational 

areas "Child and Others," Child and Society "and" Child and World ", too. 

 

RVP for basic education 

The program contains elements that develop school-age children primarily 

in the areas of "Man and His World," Man and Nature "and" Man and 

Health“. The benefits can be found in the areas of "Man and Society" and 

"Man and World of Work." 

 

Research group 

The daily variation of the program was implemented in the summer camp for 

parents and children and the program was attended by 21 children between 

3-10 years (1 ten years old, 2 eight years old, 2 seven years old, 6 four 

years old, 2 five years old, 7 four years old, 1 three years old). 

The night variation group consisted of 13 children (3 four years old, 4 five 

years old, 6 six years old) and the program was implemented as a leisure 

activity for parents and children of the kindergarten Čibuz. 
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In both cases, the children were divided into five groups. In each group 

there was at least one adult who ensured safety of the game and read 

motivational stories during the course. The youngest children took part 

mostly with the assistance of their parents. 

 

Methods of data collection and processing 

The data collection was ensured by group interviews, videos and participant 

observation. The data fixation are the audio recordings of interviews, videos, 

notes and notes from participant observation. The validity of the research 

was ensured by the triangulation - several methods were used for the data 

acquisition and their fixation. The data were processed from two 

independent researchers and we listed only the interpretation in which they 

match. The main standpoint in the data analysis was to evaluate the given 

program with regard to the sub-goals. Some of these objectives were 

determined in advance, some "arose" in the course of the research. 

 

Project and Realisation of the Outdoor Educational Program 

Title: In the Footsteps of Knowledge 

Educational objectives: The daily variation of the game (DV): To give 

insight of developmental stage of the Earth - Mesozoic and to familiarize 

children with the field work of archaeologists. The night variation of the 

game (NV): To understand the nature of flying of hot air balloons and related 

fundamental physical phenomena (hot air rises). For the NV and DV: to 

learn the basic compass work. 

Educational objectives: To strengthen positive relationship to outdoor life, 

to promote moral-volitive qualities, to strengthen the responsibility for 

themselves and for others, to promote fair play thinking. 

Development of key competences: Communicative, social and personal, 

work, learning, problems solving competences. 

Health effects: The development of deft, balance and coordination skills; 

the increase of the overall resistance of the organism. 
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Process - methodical description 

Task: To master the route with help of a map, to meet ongoing challenges, 

to decode the searched object and to fulfil the final task. 

Motivation: To attract children´s attention to the game issue it is important to 

chose appropriate motivation. It may be a short sketch or story, a fairy tale 

or another form. In our case a short sketch was used for the daily version 

and a short fairy tale for the night version. 

 

Material and time demands: We recommend to determine the time limitation 

of the game based on the average age of the children. The younger 

children, the shorter game it should be. More time-consuming than the 

actual game is its preparation. The "office" preparation of maps and other 

aids by one person takes approximately one working day. The „field“ 

preparation depends on the number of organizers, environment and other 

conditions (detailed in paragraph Methodological Notes). 

 

Game basics: Each group gets a schematic map - verified in NV (Picture 

1a). To simplify the preparation a satellite map (verified in DV) can be also 

used. The children set off in groups gradually or all groups at once (each 

starting at a different site). They have a transparent foil with the next course 

progress (children carry the foils with them or find them item by item). They 

attach the foil to the map (by the key - Picture 1b) to find out the next 

direction. At each post they receive a hint which helps them to detect the 

searched artifact. At the last site they decode all the clues together and 

finish the final task. While wandering through the different site they perform 

subtasks which help to fulfil educational goals. 
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Picture 1a  Sample of a prepared map with orientation symbols  

 

 

 

 

 

 

 

Picture 1b Sample of a foil with a symbol 

 

Ongoing tasks: Ongoing tasks are always clearly written on each site. 

For the daily version the following tasks were included: 

1. To sneak in through a security mechanism : It is recommended to criss-

cross tie the entry into a makeshift forest hut (instead of a hut a 

guarded space may be indicated as a rope or marked trees) with a 

string, so that at least three holes in this net can be crawled through; 

two "brave" children has to crawl through the net with no touch into the 

protected area and to find another part of the map and codes and to 

climb safely out again. 

2. To master the course tied together:  All  the members of the group hold 

the rope and present a tied group that goes together from one specific 

task to another. 

Foil 1 
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3. To go through a highly guarded area: The map shows a marked 

segment which the group must go through. This area is highly guarded 

and there is a guard who will not let anyone away without a penalty. 

The group´s mission is to go through the territory and escape the 

guard. If the guard catches someone and reads his/her  registration 

symbol on anyone´s face (see Pic. 2 – this can´t be hidden with the 

hand) this caught person musn´t speak until finding the archaeological 

treasure. 

4. To find the grandmother  of the treasure guard: Based on the place on 

the map to find the treasure guard´s grandmother and to hear the story 

of an extinct species living on the Earth and to remember this story (the 

story of the development of the Earth and the extinct dinosaurs). 

5. To gather wood for the treasure guard: The children continuously 

gather wood which will be a gift for the treasure guard. 

6. To dig out the last indication by using archaeological tools: On a 

location indicated in the map to dig out the last part of the picture by 

using equipment carried by the children. 

For the night version following tasks were included: 

1. To cross the gorge: There is a rope barrier "Footbridge" (slack line at the 

bottom, rope at the top) stratched between trees.  For higher 

attractiveness we attached green luminous sticks to the slack line. 

Below the barrier there were more luminous sticks accentuating the 

height of the footbridge above the ground. After completing the task 

everyone could take one indication. The indications presented different 

pictures of various balls (basketball, tennis, soccer, etc.). 

2. Search for red gems: There are orange and red bicycle reflectors 

indicating gems on the meadow. The children shine with a  flashlight into 

the meadow where there are the reflectors scattered. The sought 

indications can be found only at red reflectors and if not found there they 

must look at others. The indications display everything that flies (birds, 

various types of aircraft, missiles, etc.). 
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3. Working with  compass: Orient the paper  to the north and follow the 

arrow on the paper to find the sought site (Picture 3). At the sought site 

there is a buried indication. To help to find the place it was also marked 

with a luminous stick. The third indication was a transparent foil with a 

searched part including the key symbols (Picture 4). 

 

         

Picture 2 Sample of a symbol for the guarded area Picture 3 Sample of a prepared paper for 
the task " Working with a compas" 

 

Final task: This task is the highlight of the game when the learned 

information and acquired skills meet with practice. It is the main point of the 

event, which thanks to the mediated emotions presents the motivation for 

further learning. 

Daily version – To find the archaeological site, to fulfill the wishes of the 

treasure guard, to find the treasure and to dig it out. To find your way with a 

compass at the site of excavations of the last indication (Picture 3) and to be 

able to count the specified number of steps in the right directio where the 

treasure guard is waiting. To hand a gift (gathered wood) to treasure 

guard´s hands that he needs to maintain the fire and to answer his 

questions about the development of the country and endangered species  

(if the children don´t remember the answers, he sends them back to his 

grandmother to find them out). After answering questions the guard shows 

them the treasure. All the found foils are to be attached to each other by the 

key symbols (Picture 4). The children dig out the treasure (each group has 
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its own) which consists of miniature skeletons of dinosaurs. The children put 

together the skeletons and identify them (eg. Picture 5). 

  

Picture 4 Sample of decoding the searched   Picture 5 Sample of an assembled object 
with help of transparent foils                                 searched treasure (DV) 

 

Night version – The children were supposed to detect the searched object 

from the two found indications.  After decoding the last indication the 

children get the certainy of the searching object. All found foils are put on 

the paper by the key symbols (Picture 6). The result is a picture of a hot air 

balloon. 

To understand the principle of flying hot air balloons we prepared a cover 

foil used in room painting. We glued edges on three sides, so as to form a 

closed cylinder. The unglued edge was placed above the fire. The hot air 

from the fire elevated the foil further up. The children could take it in their 

hands and feel how the foil raises. 
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The highlight of the night version of the game is the flying of the happiness 

lanterns. Each child painted his/her wish on the lantern and later they were 

all released. 

 
 

 

 

 

 

 

 

 

 

 

Picture 6 Sample of decoding the searched object with help of transparent foils 

 

Results and discussion 

Based on the analysis of interviews with parents and observations the 

following findings emerged: 

1. Difficulty of various tasks in relation to age: During the daily variation all 

the tasks were well manageable without significant complications. During 

the night version several following problems appeared: Working with the 

map and compass requires more practical preparation. During the game 

some parents had (especially at the night version) to intervene and specify 

some destinations. This shows that the participation of parents in each 

group is irreplaceable and we must allow enough time for the practical 

training prior to the game. 

2. Inappropriate or dangerous parts of the game: In both day and night 

variations no unsafe or unsuitable parts of the game were found. 

3. Learning effect: Thus can not be determined because of the short period 

of time. It would be better to re-contact the participants, eg. after a month 
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and to conduct a further research. This unfortunately failed. To evaluate the 

learning effect it would be appropriate to include a similar program in school 

lessons and through a didactic test to verify the level of the learning effect 

and to do the same test with a control group learning the same topic without 

the implementation of this or other similar methods. 

4. The attractiveness of the game: During the program the children were  

fully involved in the activity; no visible signs of fatigue, resentment or 

defiance were noticed. The children worked happily to complete the final 

tasks and they were fully concentrated. We can say that the program was 

very attractive and engaging for them. 

5. The influence on the relationships between children and overall social 

development of a child: Especially in meeting the ongoing challenges, the 

children were forced to collaborate in groups, which in some cases required 

correction by present adults. The children had to consider eachother´s 

presence, tolerate individual work pace and share the tasks. In none of the 

groups a problem of such a matter  occured and the parents or adults 

considered this for very important. 

6. The influence on the relationship to the outdoors: In both variants, the 

children were instructed to be respectful to the environment. They acquired 

the basics principles of being outdoor. 

7. The overall suitability of educational methods: The biggest positive part of 

this program is its complexity. The parents and observers considered the 

emotional involvement of children and mediated experiences as the greatest 

contribution of this program. For major conclusions it would be appropiate to 

realize and evaluate similar programs more frequently. 

 

Based on the observation and analysis more practical advice resulted: 

The maximum number of children involved in the game is mainly affected by 

the potential of organizers. If it was designed for individuals, then we 

suggest, with regard to the length of the game, a maximum of 10 
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participants. You can create smaller groups (eg. 3 participants per team) 

and divide the roles (eg. navigator, observer). 

In the case of the next discovery of other foils with indications and further 

course progress (DV) it is necessary to have the route sheets prepared for 

each group separately and to ensure that each group can always find the 

one that belongs to it (preparation of the route for each group in a different 

way). In our case, the foils varied in color and each group always searched 

only their color (Picture 5). 

 

Picture 5 Sample of colorful differentiation for searched foils 

 

To prepare the DV in the field it is necessary to reserve approx. 3 hours (2 

organizers) in advance.  The preparation of the NV is a bit shorter - it 

depends on the environment and the area. 

Before the actual realization of the NV  it is needed to prepare the children 

not only for individual tasks in the daylight, but also to the specifics of the 

movement at night. The children have to be accustomed to it, otherwise 

without any preparation it can be very stressful. This is especially true for 

the youngest children (aged three, four and five years) and for children 

whose parents will not accompany them (not in each group there are 

parents of all children). From experience we know that the darknes makes 

all the tasks much more difficult. This preparation can be also divided into a 

few days. One of the most important moments in this project is the sufficient 

attention we pay to the motivation and psychological preparation of children.  

Since the children were familiar with the environment in which the NV was 

implemented, their stress of the unknown and of the darkness was minimal,  

even among the smallest ones. In this age group the presence of at least 

one parent was substantial, so the children could feel safe and in both game 

variations they could fully participate. 
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It is preferable to carry out the game in the environment that children know. 

The time depends on the number of groups, the number of tasks and 

possible time limitation. 

 

Conclusion 

In the theoretical part we described the possibilities and uses of outdoor 

activities in education. In the described and in practice varified project of an 

outdoor education program for school children of younger age, we tried to 

link the theory with the practice. Although we could not verify the fulfillment 

of all educational goals, we evaluated the program as very beneficial. The 

program´s greatest benefit is its educational complexity and the mediation of 

authentic experiences as a pedagogical tool. The responses of children and 

parents are the proof that these teaching methods work and should be used 

in much larger extent. For the research in this area it is necessary to 

implement the outdoor experiential educational methods more frequently, 

systematicaly and on a long term basis and to identify appropriate research 

methods. 
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