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Hey NEACURH!!! (HEY WHAT?!?!)

I’m Javier, your Associate Director of Programming Resources (ADPR) for the 2012-2013 
academic year. I am SUPER excited to present to you this programming guide that will assist 
in your MOOSE-TASTIC programming efforts for this academic year. As you might already 
know, NEACURH places a large emphasis on programming not just at conferences but all year 
long! Hence why we create documents for you to use and share with other students. As the 
ADPR, my goal is to give you the tools and resources to plan and implement awesome programs 
on your campuses and in your communities. Please send these resources to your student 
organizations, community councils, Resident Advisors/faculty/staff members, and anyone else you 
think could benefit from them. That being said, throughout the year I will be providing you 
with great programming resources via a couple different avenues (some old and some new). 
This will include, but is not limited to:

·  This programming guide that will give you everything you need to know about programming

·  Programming checklists and other documents on the NEACURH website
·  Programming sessions at Regionals at SUNY Geneseo and Mini No Frills at Northeastern
·  Programming on the Go Blog that you can use to share your campus programs in a fun way
·  Programming challenges as part of NEACURH’s Moose Tracks Initiative

 

Additionally, be sure to check out the NEACURH Programming Grant to find out more 
information for an amazing opportunity to receive funding for a program that you want to 
put on, but might not have the funds for. Lastly, please make sure to use me as a resource 
throughout the year! E-mail me, AIM chat, set up a Skype date, or anything else that could 
help you with programming or NEACURH in general. I look forward to chatting with you, seeing 
you at conferences, and overall sharing the love of the Moose! Hope to hear from you soon!

HAPPY PROGRAMMING!

Javier Grullon                                                 
Associate Director of Programming Resources                    
NEACURHADPR@nacurh.org                              
AIM/Skype: NEACURHADPR
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What is Programming?
WHAT IS A PROGRAM?
A program, as defined by Webster’s Dictionary, is a “list of events, pieces, performers, 
speakers, etc. of an entertainment, ceremony, or the like.” However, even those who 
have never programmed before know that there is so much more to a real program.

WHY PROGRAM? 
Programming is an integral part of residence hall life. Not only is programming a fun 
and informative experience for those that attend, but it is also an experience that 
enriches those that create and run the programs. Programs do not need to simply be 
one person speaking to an audience or a few people sitting around watching a 
movie.  Programs can be creative, interactive, passive, and an all-around wonderful 
tool to bring any community closer together.

Although programming is a great tool for conveying information, programming is not 
an easy task. People often spend weeks and months designing and perfecting their 
programs! Even after the program is presented, there are fine tunings that occur to 
make sure the program is better for the future use of it. However, as much work as a 
program can take to develop and perfect, the benefits reaped from the program are 
exponential. Programmers are honored with the ability to positively reach and 
impact small to large groups directly!Other than that, programming is a process that 
needs to be explored by those that want to take on the challenge.  

THIS GUIDE!
Programming will be difficult at times, and easy at others. Sometimes they will flop, 
and no one will understand why. However, the process can be an amazing 
experience if you go about everything correctly! 

In fact, that is the whole purpose of this programming guide. Please use this tool to 
both make the process more enjoyable and productive for yourself and to assist in 
creating successful programs, whether they are large or small!

If, as you are reading this, you have any questions concerning the information 
included, please contact the Associate Director of Programming Resources or any 

other member of the Regional Board of Directors.  We will see to it that your questions 
or concerns are answered!



WORK URL 6

NEACURHguides
by Page 

6

Assessing Needs
An accurate assessment of what the general audience needs/wants is a necessary component to a 

successful program. There are four approaches to the assessment of campus needs: informal 
indirect, informal direct, formal indirect, and formal direct.

INFORMAL INDIRECT: 
This approach relies on casual and occasional consultation with the programmers concerning their 
perceptions of the needs expressed by the campus population. This consultation may occur any 
place and any time and is usually oral (i.e. RHA, NRHH, discussions) rather than written.

Advantages: May identify needs not revealed in a formal survey and requires less time.
Disadvantages: A staff member’s perception of campus needs may differ from the perceived 
needs of the total campus population.

INFORMAL DIRECT: 
This approach is also casual and occasional, but seeks information directly from the campus 
population rather than the campus programmers.

Advantages: Same advantages as the informal indirect approach while avoiding the 
disadvantages of inaccurate needs perceived by programmers.
Disadvantages: The programmer will respond to the expressed needs of a vocal minority. To 
avoid this it is imperative that the programmer have frequent contacts with a significant 
percentage of the total campus population.

FORMAL INDIRECT:  
This approach employs a systematic and formal method to assess a programmer’s perceptions of 
campus needs. The collection of data may be by personal interview, group interview, or a survey 
instrument. 

Advantages: Allows greater confidence in the accuracy of the data.
Disadvantages: There is a risk that the programmer is misconstruing the data given. It also takes 
more time and is limited by the questions asked.

FORMAL DIRECT: 
The fourth approach uses a formal systematic approach to assess the campus population’s 
perception of their needs. Data may be collected from students, teachers, staff, faculty, or 
programming boards by structured interviews or by questionnaires.

Advantages: Allows maximum confidence in the accuracy of the information.
Disadvantages: Limited to the questions asked and may be time consuming.

Don’t feel limited by these four categories. There are many ways that you can mix and match these 
methods that can come up with the right style of assessment for your campus and the type of 

programming you are looking for.
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Setting Goals
Goal setting is an important aspect of planning any successful program. In order to serve your target 

audience you must be able to set goals and make sure those goals are met during any programs.  
 

FIVE STEPS TO EFFECTIVE GOAL SETTING:

Step 1: Purpose Statement — Why do you need this goal?
Step 2: Goal Statement — State all goals with a “To…”  Also, be specific.  Don’t drag it out and make 

it wordy.
Step 3: Objectives — Objectives are methods by which the goals are achieved.  Each goal should 

consist of multiple objectives. Objectives must be worthwhile, reasonable, measurable, and 
have a limited timeframe. Brainstorm as many objectives as you can so that your goals will be 
more attainable.

Step 4: Action Plan — For each objective list the steps necessary to complete each one.
Step 5: Evaluation — Evaluate the progress toward the goal. Modify the goals, objectives, and action 

plan if necessary. 

GOAL SETTING TIPS
1. Write it down — If it is important enough to be a goal, it should be in writing.
2. Achievement, not activities — If you don’t have any results to achieve, you may have 

accomplished an activity rather than reaching a goal.
3. Challenge yourself, but be realistic — Goals aren’t likely to be pursued with commitment unless 

they are challenging yet attainable. Don’t set your bar so high that you will never reach it.
4. Willingness to take risks — Some of us avoid risks, whatever the stakes. However, remember to try 

and take risks. If you don’t, who knows what you could be passing up.
5. Don’t judge another’s goals by your own — To be effective, goal setting must be a personal affair; 

with each individual setting his/her own and team goals.
6. Involve others — Involve others when you need programming help. Even if it’s just for feedback. By 

having witnesses, you can strengthen your commitment to the goal.
7. Establish checkpoints — Goals that are 30 days away or more should be broken down into 

intermediate goals.
8. Recognize others — Make sure you are thanking and giving credit to those who deserve i
9. Establish S.M.A.R.T. Goals — Overall goals should be: Specific, Measurable, Attainable, Relevant, 

and Timely

Specific: What do I want to accomplish? Specific reasons, purpose or benefits of accomplishing the 
goal. Who is involved? Identify a location. Identify requirements and constraints.

Measurable: How much? How many? How will I know when it is accomplished?
Attainable: How can the goal be accomplished?
Relevant: Does this seem worthwhile? Is this the right time? Does this match our other efforts/needs? 

Are you the right person?
Timely: When? What can I do 6 months from now? What can I do 6 weeks from now? What can I do 

today?
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How to Program 
Effectively

Effective programming involves creativity, hard work, determination, dedication, the ability to 
adapt to situations, and following up on your program in order to make it better the second 

time around. This means that those looking to program effectively will have to devote more of 
their time and energy in the programming process. Below are a few tips on how to make sure 

your programs are as effective as possible:

1.GET OTHERS INVOLVED: 
No program can be done by just one person. Even if a program is presented by one person, 
others are needed for ideas and feedback, as well as being a sounding board for ideas and 
thoughts. Getting others involved does not mean that you cannot create a program on your 
own, it means that you realize the significance of having others involved in the creative 
processes and value feedback that will make your program that much more successful.

2.KEEP YOUR AUDIENCE IN MIND: 
Programming, although it provides leadership experience for those presenting, is mainly for 
the audience. Therefore, to present a program that is effective it is a must to keep the 
audience in mind. Although every program you put on will not appeal to your whole potential 
audience right away, you need to be able to market your program and present the program 
in such a way that would entice your audience to want to come and be involved.

3.DO NOT PROGRAM FOR THE SAKE OF PROGRAMMING: 
Whenever you are going about presenting a program, take pride in your work and put some 
time and effort into the process. Remember, this is something from which people will hopefully 
walk away with something, and therefore, it is going to require some dedication to develop to 
its full potential. Granted, you do not have to create the best program ever seen, but if you 
put some time and effort into the programming processes and take pride in the work you do, 
you just may end up creating just that!

4.PROVIDE CRITICAL YET CONSTRUCTIVE FEEDBACK: 
When someone comes to you seeking help on a program they are working with, do your best 
to give critical yet constructive feedback. This means that you have to be honest, but do not 
just focus on the negative aspects of what you review. Be sure to point out some of the 
positive things you see, and when you do see something that you feel needs to be developed 
more, do not just say so, but add how it can be improved and why.  

5.PROCESS, PROCESS, PROCESS: 
Do not forget to process with others and yourself about how the program went from 
beginning to finish, as well as highlight some areas that can be improved and what worked 
well that you can do when programming again. Always seek someone you trust to help you 
process, and keep in mind that you can never process something too much.
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Planning the Program
There are many different places and people to get programming ideas from. One of the most 

important things to remember is to always keep your mind open to new ideas and program 
suggestions. You never know when or where you will come across a great idea.  Before you actually 
start publicizing your event and making detailed plans, there are a few things that you may want to 

think about with your programming group:

THINGS TO REMEMBER WHEN PROGRAMMING:
★ Keep your target audience in mind, be sure to be inclusive of all residents

★ Listen to ALL ideas

★ Strive for creativity

★ Define the purpose of the program

★ Involve as many people as possible; don’t hog all the credit

★ Check all available resources

★ Try to touch at least one person with your programs

★ Motivate people to attend

★ Keep the program consistent with its purpose

★ Evaluate efforts and results

★ Don’t judge the program by the number of people that attend

★ There is no such thing as a flop, each experience is a learning experience

★ Don’t overdo programs by planning them too often

★ Don’t continually change a program date

★ Don’t attempt a program that bores you; excitement of the program begins with the 

programmer
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Co-Sponsoring a 
Program
Co-sponsoring programs is a great way to involve others in the programming process and present 

some programs you may not be able to do on your own.  However, like programming on your own, 
co-sponsoring programs has its pitfalls as well as its advantages.  The advantages are quite obvious 
and include being able to reach a wider potential audience, increasing your on-campus network 

and resources, learning from others, learning new ways to program, partaking in a shared vision and 
goals, as well as others.  However, the negative ramifications of cosponsoring become apparent if 

gone about incorrectly.  Here are some tips to avoid the negative effects of cosponsoring programs 
and events.

1. MAKE SURE THERE IS OPEN COMMUNICATION: 
Without communication, co-sponsorship on any level will never work.  A good idea when 
thinking of co-sponsoring a program is to have a liaison approach the other group/
organization and establish a solid line of communication.  That liaison can then be the 
contact person for the other group/organization throughout the cosponsoring process.

2. MEET REGULARLY: 
Make sure that you are meeting with the other group/organization that you are co-
sponsoring with on a regular basis.  Not only do you need to communicate well, but you are 
going to have to work through problems and issues when programming.  Therefore, a good 
idea would be to have your liaison set up a specific time outside of your organizations 
regular meeting time to sit down with a representative from the other group. Then, if other 
people need to be involved with the planning of the program, they will know what time 
they should come to discuss plans.  

3. WRITE EVERYTHING DOWN:
When programming with other groups or organizations, it is very easy to get 
confused. Hence, it becomes imperative that everything get recorded and written down by 
both groups working in the cosponsoring process.  Make sure that the notes you are taking 
are accurate, and share them with your organization so they know what is going on as well.  
Also, if any contracts or forms are filled out and signed, make sure to get a copy of it for 
your organization.

4. SPIT WORK UP EVENLY: 
One of the biggest complaints when co-sponsoring is that one organization ends up feeling 
as though they have done more work than the other.  A good idea for solving this is to have 
your liaison set up expectations with the other organization at their first meeting about what 
both groups wish to get out of the programming process.  Furthermore, as work is done, 
make sure that it is split equally between both groups.  If for some reason one group is doing 
more work than another, have your liaison make a note of this at their next meeting, and try 
to rectify the situation before it get s out of hand.  Remember, if you say nothing, the 
situation will not be dealt with and will therefore not be resolved.
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Looking for Resources
There are a lot of resources that are available to you on your respective campuses, 
but you need to go and seek them out! Some resources are purely informational, 

whereas some will help in the actual implementation of your program

Remember, the more resources you utilize, the more complete your program will be, 
and the better received it will be by your audiences. It is important to stay 

connected to the different offices on your campus because they come in handy 
more often than not. Here is a list of some campus resources, but keep in mind that 

they vary from institution to institution.

ON CAMPUS RESOURCES 

•Department of Student Life

•Housing Office

•Residence Life Office

•Public Safety

•Multicultural Center

•LGBTQA Center

•Dining Services

•Academic Offices

•Professors

•Judicial Affairs

•Different Clubs/Organizations

•Depart of Campus Programs

•Health & Counseling Centers

•Other Offices on Campus

ON CAMPUS RESOURCES 

•Local Stores

•Local Offices (e.g. Police 

Department, Tax Office, etc.)

•Resident Artists, Merchants, 

Entertainers, etc.

•Other schools in NEACURH/NACURH

•NEACURH website 

(neacurh.nacurh.org)

OTHER RESOURCES RESOURCES 
•www.residentassistant.com

•NACURH RFI pages

•OTM Submissions

•Associate Director of Programming 

Resources

•Other RBD Members
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During the Program

A lot of people think that when the actual program begins their job is done.  This is not 
the case. There is a lot of work that can be done during the program to make it more 

sure it is more effective for the audience, and better for you as a programmer.  

1. IS EVERYTHING SET UP?  
Sometimes this is such an obvious task that it gets overlooked. Even though it may 
seem simple, you as the programmer have to make sure that everything is set up 
and ready to go for your audience.  Make sure that the room is the way you want 
it, the presenters have everything they need, and you are ready to go before 
people start to arrive. This will help your audience have confidence in you that the 
program will run smoothly.

2. MAKE SURE THE AUDIENCE IS HAVING A GOOD TIME.  
Obviously nobody puts on a program to bore people or to make hem unhappy.  If 
you look around at your audience, and notice that they are not enjoying 
themselves, there are things you can do to change this.  The best advice is to be 
prepared for all types of situations so that you can troubleshoot during the program 
if you need be.  Something easy to do is always make sure that you are interacting 
with the audience during the program.  If you do this, it will make participants get 
involved and they will not be as bored.

3. WEAR A SMILE!
No matter what happens during the program, always have a smile and look as 
though things are going as planned.  If you are having a good time, then chances 
your audience will as well. Remember, you’re never fully dressed without a smile!

4. TAKE A BREATH... AND RELAX!  
A wise man once said that there was no reason to stress out because everyone else 
did it for him.  Although it may be some hard advice to follow, it is very true.  
Sometimes during programs we all stress out more than necessary.  If something 
doesn’t go as planned, or if there is a small glitch, don’t worry about it too much.  
Just stay calm, relax, and think out the problem.  Also, you may want to utilize your 
advisor or your peers to figure out what to do.
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Evaluating the 
Program

The most difficult and yet most important factor of successful programming is 
evaluation. Attendance should not be the only basis for success. A program should be 

considered successful if it met the needs of the students that were in attendance 
regardless of how many actually came to the program.

TYPES OF EVALUATIONS CAN INCLUDE, BUT ARE NOT LIMITED TO:
 

•Asking those in attendance their opinion Comment board  

•Standard evaluation form Asking for improvements

•Listing S.W.O.T.’s (Strengths, Weaknesses, Opportunities, & Threats

WHY EVALUATIONS ARE BENEFICIAL:
    

As feedback - They can tell you whether the objectives of the program were met.       
            

As constructive criticism - It helps make the program more effective for future use.   

As a scale for effectiveness - Evaluations can help determine whether it has touched or 
changed the people, places, and/or things with which it came in contact.        

As a scale for cost effectiveness - Besides money, the cost of any program may be measured 
in many other terms. Time, people, and resources expended should be balanced with 
benefits received, and this can be determined via evaluations.        

 

As a form of gauging effectiveness - Not only will the data show if you are doing your job as a 
programmer, but it can even help determine whether you should continue such successful 
programs or implement new ones. 

As a source of inspiration - A complete written evaluation can show them what mistakes were 
made, what was done right, the cost, who to contact,  etc.  This will help future programmers 
avoid obvious mistakes or continue successful programs and it is therefore important to 
evaluate all programs.  

As a way of determining the program’s success - Evaluations can tell if a program was a 
success or how it can be improved for success in the future. 

As a means of how to expand the program - Maybe you missed a really great way to expand 
on your idea.  Evaluations could be your ticket to finding this out and making it bigger and 
better!
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Questions to Consider
Financial:

•How much did the event cost?
•What were the profits or loss or sharing of expenses among the participants?

 

Overall Attendance:
•Was it consistent, or did people drop out?
•Percentage of target population in attendance?
•Diversity of the group?

During the program:
•What was the perceived response meant to be?
•What was the actual response?
•How well did the guests get along with the audience?
•Did the speaker communicate well?
•Did the program hold the audience’s attention?

Learning:
•What was learned? (may not apply if the program was a social program)

Reaction:
•What was the reaction of the participants, presenters, and others involved?
•What was your own reaction?

Physical:
•Was the space provided adequate to fit your needs?
•Equipment available?
•How was the location?

Publicity:
•Was it effective?
•Did people know about the program before it occurred?
•Were they motivated to go?
•Did people come as a result of it?

Compare these with your own expectations and find out what happened that 
you thought would occur as well as what happened that you had not 

expected.
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Sample Evaluation
Title of Evaluation:           Date:
 

Rate the questions below from Strongly Agree and Strongly Disagree

1. The presenter was prepared for the presentation

STRONGLY AGREE            AGREE            NEUTRAL            DISAGREE            STRONGLY DISAGREE

2.  The presenter was knowledgable on the topic they presented

STRONGLY AGREE            AGREE            NEUTRAL            DISAGREE            STRONGLY DISAGREE

3.  The presenter was engaging and connected to the participants

STRONGLY AGREE            AGREE            NEUTRAL            DISAGREE            STRONGLY DISAGREE

4.  The program followed a logical format and was well organized

STRONGLY AGREE            AGREE            NEUTRAL            DISAGREE            STRONGLY DISAGREE

5.  The information presented in the program can be adapted to my campus

STRONGLY AGREE            AGREE            NEUTRAL            DISAGREE            STRONGLY DISAGREE

6.  The program met my expectations based on the description

STRONGLY AGREE            AGREE            NEUTRAL            DISAGREE            STRONGLY DISAGREE

7.  I would recommend this program to other delegates

STRONGLY AGREE            AGREE            NEUTRAL            DISAGREE            STRONGLY DISAGREE

What did you learn from this program?

How could the presenter(s) have done a better job?

Would you suggest this program be put on again?

List the Strengths, Weaknessses, Opportunities, and Threats (SWOT’s)

Additional questions, comments, or concerns: 
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Large Scale vs. Small 
Scale Programming
There is always a question as to how to change your approach to programming depending on the 
size of the program. Although there are going to be definite differences, don’t feel like you have to 
completely reverse all you have learned about how to put on a successful program. All the same 
rules still apply, but there are small adjustments to be made. Here are some things to keep in mind 

when trying to increase the size of your programs.        
  

1. BUDGET
Depending on the size of your institution and your budget, large scale programming could be 
a bit tricky, however, it can be done. Look to other clubs on campus with whom you can co-
sponsor the program, explore corporate sponsors if that would be appropriate, or make 
appeals to the appropriate group(s) on campus for the monetary support you will need. 
Fundraising is an extremely viable option.  If you know of a budget concern early on, don’t wait 
to work it out. The sooner you figure out the money part, the sooner you can focus on the 
actual program. Another thing to think about is that a large program does not always mean a 
big budget is needed. Make a breakdown sheet with all the expenditures you can foresee, 
and work from there to achieve your goal of putting on the program.         

 

2. ATTITUDE
As strange as it sounds, where there is a will, there is a way. If you want to put on a larger 
program than you think is possible, make sure you are exploring all of your options. There is 
bound to be a way for you to have the program you want!

3. EXTRANEOUS PIECES OF THE PROGRAM
It is funny, but sometimes the smallest things in programs cost a lot. Check all the line items for 
the program you want to put on. Sometimes there are things that can be either taken out of 
the program or places where cost can be reduced.      

         

4. DON’T BE SCARED OF BIG PROGRAMS
The more programming ideas you explore, the better your overall program is going to be. If you 
close yourself off from programs, whether they are big or small, you may be disregarding 
programs that could be adapted to your campus and budget. Don’t be afraid to make small 
programs bigger, or scale down big programs.         

     

5. DON’T FORGET ABOUT THE NEACURH PROGRAMMING GRANT! 
This is a great way to get some support for a program, so don’t pass the opportunity up! (Look 
at the end of this guide for more information)
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Advertising and 
Publicity 101

Advertising and publicity are two important elements of successful programming. Advertising 
and publicity can make or break a program, yet too often, they are the areas in which we 
spend the least amount of time.  There are several reasons why this may occur. First, we are 

convinced that we lack the ability to be creative.  Secondly, we are unfamiliar with the 
resources that are available on our respective campuses.  You do not need a great deal of 
artistic ability to start developing effective and interesting advertisements for your programs.

THE PURPOSE OF PUBLICITY
1. Good publicity will stimulate interest, excitement and involvement.
2. Publicity serves as the means to reach your target population.
3. Publicity provides important information regarding your program. 

 

ALL ADVERTISEMENTS SHOULD CONTAIN:
1. Time and date of event
2. Place
3. Name of the event
4. Admission charge-even if it’s free
5. Who’s involved and who’s invited (sponsor’s name)
6. Any special information particular to your event

 

Location of Advertisements—There are a variety of possible areas where posters can be placed 
to get the best effect.  Whatever area you may choose for a poster display, make sure that you 
obtain permission from the proper people on your campus. 

Don’t Forget to check for policies and regulations concerning advertising and postings 
before you begin your publicity campaign!

POSTIONING OF POSTERS
1. Put posters in high traffic areas.
2. On crowded bulletin boards, use colors or alternate shapes to help make your posters stand 

out
3. Target your audience and heavily advertise where they “hang out,” as well as advertising 

elsewhere
4. Don’t forget to advertise on both academic and residential areas on campus.

When to Publicize—Your advertisements should be out at least one week before the activity takes 
place.  Suspense advertisements are a good way to handle advance publicity efforts.  This 
involves putting out a small amount of information several weeks before the event (i.e. “Do 
you know what’s coming in three weeks?”).  Each week following, posters should supply a 
little more information.  Suspense posters and table tents should be out 2 to 3 weeks before 
the event. Informal posters, representatives, newspaper articles and ads should be out 7 to 10 
days before the event.
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Posting 
Advertisements

Logos to establish a group on camps

Mailbox stuffers

Make door hangers to put on doorknobs

Teasers

Give out free tickets to an event

Skits in a student gathering spot

Publicize event at other activities

Advertisement on bathroom stalls

Flyers on cars

Wear costumes

Talk it up

Use odd shaped posters

Advertisement in the campus newspaper

Personal invitations

Table tents

Writing on windows

Banners 

Sidewalk chalk

Balloons you can write on

Social Networking Sites

Signs in the elevators

Put footprints leading to a program

Chalkboard messages in classrooms

Slide fliers under residents’ doors

Display cases

Laminated fliers in showers

Sandwich Boards

T-Shirts

Offer Door Prizes

Advertise on the Campus Radio Station

Table in your student building

Post-it notes on people’s doors

3d posters

Send out an all-campus voicemaill

Send out an all-campus email

Advertise FREE FOOD

Co-sponsor programs and advertise at 

them

Advertise on the Campus TV station

Putting your profile picture as an 

advertisement

SOME ADVERTISING IDEAS (DEPENDENT ON CAMPUS POLICIES)
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Advertising Method
FACEBOOK, INSTANT MESSAGING, TEXT MESSAGING, BLOGGING, or TWITTER

In a society full of technology, you have a great ability to use these social networking sites 
and tools to your advantage when it comes to programming. Create a Facebook event and 
invite all your friends, write a blog about all the fun events to come, or update all your friends 
about what's coming up on twitter! The best part about this means of advertisement is that it 
is absolutely, 100%, FREE. And who doesn't need another excuse to check out Facebook or 
Twitter!

WEBSITES, EMAIL BROADCASTING, AND CD ROMS  
  

Another great way to utilize new technology to advertise to a large group at relatively low 
cost! By creating a website and uploading information, or handing out CDs with fliers, or 
emailing all your listservs and groups, you can reach lots people. This is a very quick and 
relatively inexpensive way to spread materials. 

PRESS AND PUBLIC RELATIONS (PR)

The press release is the most under-rated form of advertising.  Why?  Because its’ free, and 
moreover press editorial is perceived by the audience to be true, whereas advertising above 
all other types of advertising is seen as ‘oh no, another advert’ and therefore implies 
uncertainty or skepticism.  Getting your editorial printed for free is easier than you may think. 
TV and radio publicity works in the same way, although more difficult to secure and control.

DIRECT MAIL
    

Though this is a relatively outdated method, it can be effective when documents HAVE to be 
sent to people. Compiling address information can be time-consuming and postage is only 
getting more expensive, so try and limit regular mailings, for your budget’s sake. 

DISPLAY ADVERTISING

Check out your student union or campus center to see if any advertising areas are 
available!!  The taking of advertising space in the editorial sections of magazines or 
newspapers, as opposed to the classified sections, which are a less expensive, and generally 
lower performing method. Display advertising is a great way to create awareness.

BROCHURES, LEAFLETS, AND PRINTED MATERIAL

Brochures and leaflets can be used for a variety of purposes, and can be distributed in 
different ways.  The acronym AIDA (attention interest desire action) should be the basis of its 
design.  Though designing pamphlets like art can grab the reader’s eye, it can sometimes 
detract from the purpose of the pamphlet: to spread information, so try to keep them simple! 
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Be Color Savvy and 
Attention Grabbers

It’s all up to you, so be creative! to help out, here is a list of the common colors and their 
psychological meaning. 

RED: Calls attention, dynamic, exciting sensual. Good if you want immediate attention. Not good for long-term use. Eyes 
tire of it most quickly. 

ORANGE: Witty, fun things, humor. Not serious; associated with youth.

YELLOW: Encourages growth, organic. The more you see it, the more you like it. Healing color, soothing on the nervous 
system. Good for advanced advertising.

BLUE: Mind and intellect, relaxing, feeling of restfulness. Good for soothing people.

VIOLET: Never take seriously. Lighter color. Good to underscore a point you are trying to make. 

BROWN: Financial community. Evokes emotional security and stability. Not exciting: does not stimulate action. Restful. 
**Use brown and orange for serious and direct messages.

BLACK: Most serious, more formal, the most frightening color. 

WHITE: Striking when used with dark colors, crisp colors (navy). Innocence and weddings, newness, birth, creativity.

COLOR COMBINATIONS: 

Attention value is earned through the use of strong contrasts, color,  effective treatment of headline, illustration, negative 
space, etc. Exercise good judgment as you choose methods of gaining the viewer’s attention. Be careful of a symbol that 
becomes too interesting and overshadows the information it is trying to enhance. 

Balance: Symmetrical balance generally results in more variety and surprise. Symmetrical balance has its place, but 
can be monotonous and predictable. Try to throw the balance off.  

Proportion: Relationship to sizes in the space requirement is very important. Equal proportion is obvious and less 
interesting. Designers should depend on intuitive sense of proportion more so than a mechanical approach, although the 
latter should not be ruled out completely.

Emphasis: Depending on the nature of the design, emphasis is gained through lettering, illustration, white space, color, 
or a combination of mediums. Only one though or element should prevail.

White Space: For attention value, white space is as powerful as solid black. It can give a distinction of elegance, 
refinement, beauty, and taste. A small unity surrounded by white space will gain more emphasis.

Rhythm: The repetition of one feature of a layout over and over (circles, rectangles, squares), rhythm is anything that will 
impart a feeling of movement. Interrupted rhythm “snaps up” the design. The repeated may be shapes, sizes, directions, 
or tones.

Simplicity: Effective layouts should be simple in arrangement, concise and quickly understandable. Simplicity of the 
number of units is highly essential to success. If many units are required, combine and group them to improve simplicity. 
Can any element be removed without destroying the completeness of the message? This is the test of a good layout. The 
removing of any one element should necessitate a complete redesigning of the layout. 

Size/Shape: Your posters may range from a half page to banner size, depending on your needs. Try varying sized 
posters to catch attention. Also, familiar or related shapes may be used/ 

1. Purple on Yellow
2. Black on White
3. Yellow on Black
4. White on Black

5. Purple on White
6. White on Purple
7. Red on White
8. White on Red

9. Black on Orange
10. Red on Green
11. Green on Red
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Group Dynamics
Group dynamics is something you need to be cognizant of when working in an organization. Even if 

you are interacting with one other person for five minutes there are things happening during your 
communication that go toward the strengthening or deteriorating of your relationship. The dynamics 

of any relationship is of great importance to the furthering of that relationship, but it is especially 
important when you have a set goal in mind, e.g. programming for a large community.  The 

following is an explanation of an assortment of different issues surrounding group dynamics, but 
remember, there are always exceptions to the rule!

WORKING AS A TEAM    
As you are all a part of the same organization, you all need to work together as a cohesive unit.  This is 
going to be trying at times, as you are not going to be, nor are you expected to be, best friends with 
others on the team. However, you must find common ground to work upon, and you must learn how to 
work together. Teamwork is something that we all work toward, and yet, we rarely understand what it is, 
how it works, and what dimensions are involved. One premise about teamwork is: A team is more 
effective and energy efficient when in pursuit of a clear purpose and when their thinking and behavior 
are guided by a set of standards or principles by which all abide and strive to uphold. Through dialogue 
and discussion, team members reach understanding around the meaning of teamwork, its dimensions, 
and the thoughts/behaviors associated with it.

SETTING EXPECTATIONS         
It is important at the beginning of each semester to set expectations for each other and for your 
organization. This can help foster a better relationship and enables members of the team to begin the 
year on the same page. By creating this list and keeping it posted in a visible area it makes it much 
easier to work with each other. Ground rules are also very important. By having these guidelines 
discussions will run more efficiently. The key to both of these issues is to make sure that you 
communicate with each other.

HOW TO HAVE EFFECTIVE TEAM MEETINGS                                                                
Having meetings can be one of the most powerful tools of planning a program, or one of the most 
abused. Too often, the latter is common. Most frequent complaints include: They last too long; they’re 
boring; nothing ever gets accomplished; there’s never any follow-up; there’s no control; people ramble 
on about their own particular issues and frequently people arrive late creating the need to repeat 
information that has already been covered.

Planning is critical to the success of team meetings. Many students want to jump into meetings without 
planning properly, defining desired results, or anticipating obstacles. Instead, plan ahead so that the 
cards are stacked on the side for success. The ingredients for planning a good team meeting are the 
agenda, deciding who should attend, and planning a time and place for the meeting.

THE AGENDA    
The purpose of the agenda is to organize the meeting and to help you plan what you want to discuss.  
Before writing your agenda, it is important to determine the purpose of the meeting.  In general, the 
purpose of team meetings is to review the performance of the team, reinforce progress, and discuss 
problems and look for solutions related to team performance.

Once you know the purpose of the meeting, you are ready to identify specific topics for discussion.  As 
you do this, keep the following in mind:
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Group Dynamics
Prioritize the agenda topics —  Since you may not have time to discuss every issue, it is 
important that the most urgent and/or important issues get addressed first. Allocating time 
parameters to each item helps control the meeting process and insures everything gets covered 
appropriately.

Allow participants to add items to the agenda — People should have the opportunity to 
raise issues that they would like addressed during the meeting. One way to handle this is to ask for 
contributions to next week’s agenda at the end of each meeting or have time set aside for 
discussion.

The agenda should be publicized before the meeting — This will allow the participants to 
think about the items to be discussed and come to the meeting prepared with any necessary 
information.

DECIDING WHO SHOULD ATTEND                                                                         
Time is often wasted in meetings when people with critical information are not represented. After 
planning the agenda, consider whether an invitation to a person who is not a regular team member 
would be advisable. 

PLANNING A TIME AND A PLACE   
Finding a convenient time and place for a meeting is never easy. Until people get used to meeting 
regularly, meetings may feel disruptive. However, as meetings become a way of working on the 
program, the issues of time for meetings will be easier to resolve.

MANAGING TEAM MEETINGS
Productive behavior in meetings doesn’t just happen, it must be managed.  A strong prompt for getting 
desirable behavior in a meeting is a code of conduct.  This is a list of “meeting rules” or guidelines for 
appropriate meeting behavior.  The list can be hung in the meeting room, reviewed at the beginning of 
the meeting, and referred to when inappropriate behavior occurs.  An interesting twist on that are 
“ground rules,” rules written on paper and taped to the ground so people can read them when the 
come in the room.  The group will be more committed to conforming to the code if they establish it as a 
group.  However, you may find it helpful to provide a “sample code of conduct” as a model.

SAMPLE CODE OF CONDUCT
1. Stick to the topic at hand. If you have other issues to discuss, wait until the one being discussed is 

resolved.
2. Make criticism constructive. Avoid value judgments and try to suggest alternatives.
3. Always arrive on time.
4. Pay attention to whoever is speaking.
5. One person talks at a time.
6. Keep discussions on issues over which the group has some control.
7. Everyone has the responsibility to contribute.
8. Avoid tangents

 

As your committee develops, you may want to update and revise your code of conduct.  You may also want 
to have the committee check periodically how they are doing against the code of conduct.
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Team Development

As with all teams, development must take place.  If a team does not develop, there are bound to 
be problems that arise that will continue to build up until there is a major roadblock facing the team.  
The first step to overcoming such roadblocks is understanding the basics of team development.  The 

following is only one of a number of group development theories, but is broad enough to give a 
good guide for group dynamics and how teams function.

GROUP DEVELOPMENTAL THEORY          

As effective teams mature, they need to go through fairly predictable stages. Each stage is used 
as a building block for the next stage. The stages go as follows, but do not always happen in this 
direct order. Groups may flip flop back and forth between two stages, while other teams may go 
from forming and norming right to performing. It all depends on the participants that make up 
each individual team. Here are the stages in their logical progression. 

1. FORMING: 
A collection of individuals quickly band together through both interaction and just 
being together. A group is forming amongst the individuals.

2.  NORMING: 
The group is gaining a group mentality where someone will do something because 
another member of the group also does it. This is a time that both constructive and 
destructive norms are created. It is imperative to make sure that only the good norms 
persist in the group.

3. STORMING: 
The group becomes defensive because someone in the group is challenging the 
group mentality. Many times, this comes about when certain individuals want space 
of don’t want to do what the group is doing. This is a normal phase, and shouldn’t be 
seen as negative.

4.  PERFORMING: 
The group is coming together, there is cohesion and people are working 
interdependently. There is a sense of belonging. People are empowered. There is a 
high level of energy and commitment to task goals. The group has become an 
effective team.

5. ADJOURNING:
At this point, the group has accomplished their goal, and it is time to move on. The 
group has done all it set out to do, and done so successfully.
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Dysfunctional Group 
Behavior

Below is a set of possible dysfunctional individual or group behaviors, possible reasons for 
such behavior, and suggested solutions for eliminating them.

SYMPTOMS: MEMBER IS A JOKER; OFTEN DISRUPTS THE GROUP

POSSIBLE REASONS: Feels tension and wants to relieve it. Enjoys the limelight and likes to get laughs.

POSSIBLE SOLUTIONS: Encourage such behavior when tensions need releases. Laugh; compliment his or 
her wit. Ignore such behavior when tensions are relieved and work is at hand. 
Member will soon learn that his or her role is a productive release of tension, but 
such behavior is inappropriate at certain times. 

SYMPTOMS: GROUP IS LOST, CONFUSED, OR WANTS TO GO TO WORK. MEMBERS ASK 
FOR DIRECTION OR COMPLAIN THAT TIME IS BEING WASTED. A FEELING 

THAT THE ORGANIZATION IS LACKING DISCUSSION.

POSSIBLE REASONS: Group has begun to develop a role structure. The group wants to leave social 
matters and get to working. 

POSSIBLE SOLUTIONS: Suggest ways of working. Provide division of work and provide agendas and 
systematic ways to go about discussing issues and solving problems. 

SYMPTOMS: MEMBER IS ARGUMENTATIVE AND/OR OBSTINATE

POSSIBLE REASONS: Member is involved in a role struggle or member has strong personal convictions 
on the topic. 

POSSIBLE SOLUTIONS: Keep your own temper. Understand that he or she is not inherently abstinent, but 
is so in context of a particular discussion. Don’t let the group get too tense. 
Examine his or her position carefully. Find merit if possible. Talk to the member 
privately; explain that his or her view is important, that the group will consider it, 
but that he or she must not destroy group effectiveness by creating tension within 
the group. 

SYMPTOMS: GROUP IS TIRED, DULL, OR APATHETIC. MARKED LACK OF INTEREST, 
YAWNING, QUIET, OR OVERLY POLITE

POSSIBLE REASONS: Tension or lack or commitment to the projects at hand. 

POSSIBLE SOLUTIONS: Small talk and humor. Make them smile and/or laugh. Display as much 
enthusiasm and energy as possible-it is often contagious. Play devil’s advocate 
when explaining a subject vividly
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Ice Breakers
Ice breakers are a great way to begin a meeting. They help to relax participants, and that makes them more 

receptive to listening and contributing. Ice breakers can also serve to build a team atmosphere and to generate 
enthusiasm. They can be fun, amusing, humorous, thoughtful, surprising, or plain silly. The most popular are games 
that have players reveal something personal about themselves, or which encourage players to get to know each 
other personally. The idea is that more than just having fun, the ice breaker will truly help to create group cohesion 
based on trust and understanding. One of the tricks of an ice breaker is timing. It should not be too long otherwise 
the serious work of the meeting will not be given enough time.  It should not be so short that participants feel it was 

a perfunctory exercise. Timing also depends on the size of the group, the overall length of the event, and the 
purpose of the event. An all-day retreat might warrant a half hour ice breaker, but a one-hour meeting may merit 
only a minute or two. Take a second and look at some great ice breakers that will surely add life to your meeting.

 **A fun way to incorporate everyone into the activity is to rotate the people or hall responsible for providing the 
icebreaker each week. Without further ado, let’s break some ice!!!

BACK TO BACK     
Each member of the group must find a partner of approximately the same height and weight, if possible. The partners will 
lock arms with their backs to one another. With arms remaining locked at all times, the partners will sit down on the 
ground, kick their legs straight out, and try to stand back up. Then groups of four will try the same thing. Then groups of 
eight, etc, etc, until the entire group is attempting the task together. 

**This exercise is great because it develops trust between team members and it requires them to communicate and work 
together to achieve a common task.

THE DUCK GAME   
About 20% of the group will be in the middle while the others from a  circle around. The ones in the middle close their 
eyes.  The ones outside hold hands with only one opening. The object is for the “ducks” stuck in the middle to get out of 
the pen. They cannot open their eyes and their only means of communicating is by quacking and bumping into each 
other. Also, they can only move about on their hands and knees. Once he finds the opening he/she must quack really 
loudly so that the others will know where the opening is.

HA HA GAME   
Each person will lie on the floor.  The first person will lay down, the second person will lay down with his/her head on the 
first person’s stomach. The third person will lay down with their head on the second person’s stomach, and so on, until 
everyone in the group is laying on the floor with their head on someone else’s stomach. When everyone is in place the 
game begins. The first person says HA! The second person says HA HA! The third person says HA HA HA!, etc.  Each person 
saying one more HA than the person before them did. The catch? You can’t laugh. If you do, you have to go back to the 
beginning and start all over again!

THE WINDS ARE BLOWING  
Have students sit in a circle with 1 less chair.  The person without a chair stands in the middle of the circle and says, “the 
winds are blowing for anyone who…” They must fill in the blank with a quality that pertains to them. Immediately any 
student in which this statement pertains to stands up and has to switch seats with everyone else who stands up.  The 
person left without a seat continues by saying something about himself or herself and the scramble begins again.  This is a 
great game to help people in your organization get to know each other.

PEOPLE ALL AROUND
Stand in a circle with one person in the middle.  This person says, “People all around/put your hands together/when I say 
1, 2, 3/do the dance with me/1, 2, 3 do the dance with me.”  On the first ‘do the dance with me’ the middle person will 
do a dance.  On the last ‘dance with me,’ the circle will imitate.  The person then calls out “*insert name*” do the dance 
with me.  Oh, “*insert name*” do the dance with me.  The person called out goes into the middle and repeats from the 
beginning repeating the phrase.  People in the group can join along singing the sing song tune and the game ends when 
everyone has had a chance in the middle or until the time runs out.
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Ice Breakers
SHOE RELAY   
Divide the group into two teams.  Have everyone take a shoe off and untie it. Using two garbage bags (preferably black) 
have the groups place their shoes in a bag. All of group one’s shoes should go in one bag, and all of group two’s shoes 
should go in another bag. Have the team members line up on one side of the room and place the bag of shoes on the 
other side of the room. Each person should run and find their shoe, TIE IT, and then proceed back and tag off. The game 
ends when all of he team members have all of their shoes on their feet and tied.

CHOCOLATE RIVER 
Create a “river” not wider than 7 ft. to separate two sides of a room. Tell the group they must cross the chocolate river by 
only using two marshmallows (paper plates). One foot must be on the marshmallow at all times or it floats away. Your feet 
can’t touch the river at all or else the whole team must start over again.

POST IT PARADE                                                                                                                                       
You need: Post-it pad, bold markers, and a group of people.  Distribute the markers and the squares to every player and 
advise each person to write down a person and not show it to anyone (this part can be adapted to almost any category 
you choose, animal, school supply item, etc). After each person has completed writing their word on the square, the 
players are then directed to stick their post-it note on the forehead of the player to his/her Right. (These people are not to 
see what it says, yet the rest of the group will see clearly what is written upon the note). One at a time, each player takes 
a turn asking a yes or no question to the group. Ultimately each player tries to guess what the note says. The game can 
go as long as you like. The wackier the category the crazier the game!

POST IT PARADE (2)       
A fun variation of the above game is to have the facilitator use labels to stick predetermined people on their back.  While 
they are mingling people are asking yes or no questions to find out who they are.  Once people figure it out, they are 
done.  You can also have “pairs” of names.  For example, Sunny and Cher… Garfield and Odie… Batman and Cat 
Woman… Batman and Robin… Bill Clinton and Hillary Clinton… Mickey and Minnie… The options are really endless.  In this 
version, people not only have to figure out who they are, but then they must find their match!

IS MRS. MUMBLE HOME?   
The group will sit in a circle formation.  One person will start by turning to the person next to them and say, “Is Mrs. Mumble 
home?,” to which the person replies, “Who?” then the first person says “Mrs. Mumble.” To this, the second person replies “I 
don’t know, let me ask my neighbor.” The conversation continues around the circle. The object of the game is to get the 
conversation moving really fast without showing their teeth.  (They are making a face that some people do to be a 
monkey, or a person without teeth, basically curling their lips around their teeth). NOTE: to make the game more difficult, 
send the message in opposite directions!

ANIMAL CALL   
Write down the name of an animal on 2 index cards or 2 small pieces of paper.  Create enough animal pairs so the entire 
group will be able to have an animal and a mate.  Hand out the animals.  Be sure that NO ONE else sees.  Object of the 
game is to find your pair making only the sound your animal makes. 

Birdie on a Perch        
Tell people to find a partner that is about the same size that they are.  Explain to them the person on the right is a birdie 
and the person on the left is a perch.  The birdies will make a small circle and walk clockwise.  When the facilitator yells out 
birdie on a perch, they must run to each other and the birdie needs to be on the perch.  NO body part of the birdie can 
be touching the ground.  The last team to get their birdie on the perch is eliminated.  The facilitator can also yell perch on 
a birdie.  The game continues until there is only one or two teams remaining.

MY BONNIE 
This is an exercise to raise the group’s energy and attention.  The group must sing the following song, and for every “O” in 
the song, they must either sit down or stand up.  The song is: my bOnnie lies Over the Ocean, my bOnnie lies Over the sea, 
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Ice Breakers
my bOnnie lies Over the Ocean, sO bring back my bOnnie tO me, bring back, bring back, Oh bring back my bOnnie tO 
me.  Repeat as many as three times, going faster each time.  You can also do this with the “B”’s rather than the “O”’s.

RAINSTORM       
The facilitator in the center of the circle directs, rubbing his/her hands together and turning slowly toward everyone in the 
circle.  Everyone should imitate the facilitator as s/he faces him or her.  The facilitator completes the circle eight times in 
this order: the first time, turn around lightly rubbing your hands together, the second time snap your fingers until you have 
completed the circle again, the third time slap your thighs, the fourth time slap thighs and stamp feet, the fifth time return 
to just slapping your thighs, the sixth time back to snapping fingers, seventh back to rubbing your hands and finally turn in 
silence.  The rainstorm is over.

PATTERN BALL  
You will need four to six balls (rolled up socks work well) for this exercise.  First get everyone to raise one hand.  Tell 
everyone that all they need to remember is who they got the ball from and why they threw it to.  Then throw the ball to 
someone who has their hand raised, and have them do the same until everyone has been passed the ball.  When the last 
person has received the ball, have him/her throw it back to the facilitator who started it.  Repeat the pattern a number of 
times with one ball and then slowly introduce the other ones.  End off the exercise by slowly taking the balls out of 
circulation.  For a challenge, add more balls, reverse the order, or do both!!  Have several balls going in different directions 
just to make sure everyone can think on their feet and remember everyone’s names!

TEAMWORK WEB    
Everyone stands in a circle facing each other.  The facilitator starts by holding the end of a ball of string and saying their 
name and passing it to another person.  Before passing it, that person has to say the name of the people hat have had 
the yarn before them and they hold on to the yarn or string before throwing it to another person.  This continues until the 
last person throws it back to the first person.  This person then ahs to repeat everyone’s name, and a web is made out of 
the yarn, the facilitator instructs one person to let go and explains that just like on a team if one person fails to pull their 
string, the whole web won’t work.  Main point—everyone is needed to do their job in order to make the team reach its 
fullest potential.

TEAMWORK WEB (2)                                                                                                                                           
Once the group has worked together, either on one meeting, one project, or one year, this can be turned into a 
recognition/teamwork web.  The passing the yarn through the circle stays the same, but instead of saying everyone’s 
names, the person throwing the yarn would say the person’s name they were throwing it to, and something they admire, 
appreciate, enjoy, thank, etc, about the other person.  Warning, this can get a little emotional sometimes, especially if the 
group has gotten close!

SHOW FACTORY 
Everyone takes off his or her right shoe and puts on somebody else’s.  The group then tries to pair the shoes side by side by 
moving around and most likely into each other.  Eventually everyone will find his or her mate. 

TROLLS, GIANTS, WIZARDS
Break the group into two fairly even groups.  Draw a line on the floor in the middle of the room.  Explain that there are 
three positions that they can take.  There is troll, where you crouch down and put your hands up on top of your head like 
troll ears.  For giants, they stand up on their tip toes and put their arms all the way up over their heads.  For wizards, they 
put their arm out like they are holding a wand.  Wizards are superior to Giants (they can cast spells on them), Giants are 
superior to Trolls (they step on them), and Trolls are superior to Wizards (they sneak under their wands).  Each group has to 
decide together which they want to be when they charge. Then at the count of three (from the facilitator), they run 
towards the middle line and then the facilitator yells ‘Pose!’ then each team goes into their pose.  Whichever team has 
the superior creature chases the other inferior team and whoever gets tagged joins the team that tagged them.

If you want any more ice breakers, then please contact the ADPR, or any other RBD member! 
We have a bazillion for you!!
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Introductions

If you need a few ways to get people to know each other at a first meeting… Here are a few 
ideas!

FIRE    

Ask participants to tell what one object they would want to save if there was a fire in their 
home, assuming that their family and pets were out of the blaze 

TRUTH OR PRETEND

Have each person tell one thing about themselves that is true and one thing that is false, 
without revealing which is which.  Then have all participants try and guess which one is the 
truth.

PURPLE PANDA BEAR

Have each person tell what animal best fits their personality as a description and why. 

DREAM VACATION

Have each person tell where they would most like to visit on a dream vacation and why.

RAP INTRO

Have each person make an acronym out of their name using words that describe them.  
Ex: Javier, J=Jovial, A=Athletic, V=Veracious, I=Intelligent, E=Extroverted, R=Rambunctious. 

SAME LETTER

Have each person describe themselves using only words that start with the first letters in 
their first and last name or screen name.

MEMORABLE

Have each person tell the most memorable moment in their life so far (one they care to 
share). 

MEMORY GAME

Have everyone in the group go around and say their name, and the names of everyone 
else in front of them.



WORK URL 29

NEACURHguides
by Page 

29

Programming Grant
NEACURH Programming Grant- 2012-2013 Application Form

GRANT SUMMARY
In order to qualify for the North East Affiliate of College and University Residence Halls 
(NEACURH) Programming Grant, the following criteria must be met:

•The application must be filled out in its entirety, no partial or incomplete applications will be 
considered.

•Only schools in good standing with NEACURH, the NIC and NACURH will be considered.
•The program must take place between the NEACURH 20120 Regional Conference and the 

NEACURH 2011 Regional Conference
•A submission from the RFI that relates to your program must be used as a resource in the 

execution/planning of your program. 
•Please reference future emails regarding this grant from the ADPR and the related section 

of the NEACURH governing documents for addition stipulations.

ALL SUBMISSIONS MUST BE EMAILED BY A DATE DETERMINED BY THE ASSOCIATE DIRECTOR OF 
PROGRAMMING RESOURCES.

Application- PART 1- Please complete the following:

School Name:
National Communication Coordinator(s):
Address:
Phone Number: 
Email Address: 
School Program Title:

To receive the NEACURH Programming Grant, your program/activity must utilize a report from 
the RFI. Please reference the title of the report, as well as its reference number, below.

RFI Program Title:
RFI Reference Number:

Application- PART 1- Please complete the following:

Please type and e-mail with your application a clear and concise description of your 
program. The description should be no more than 500 words. The more specific you are, the 
more able the RBD will be able to make a decision on your application

PLEASE E-MAIL TYPED AND COMPLETED APPLICATIONS TO: NEACURHADPR@NACURH.ORG


