
Why do the Award  

 Improve Self-confidence  
The challenges involved 
in the programme will 
help you to increase your 
self-confidence.    
 

 Be a Leader  
Every duker has to lead; 
the programme assists in 
the planning and negotiation skills which are 
part of being a good leader  
 

 Improve time Management   
Doing the Award requires you to carefully 
organise your time.; a skill that employers 
want.  
 

 Broaden your horizons  
Set out to discover more about the world, 
through exploring new activities as you com-
plete your sections.  
 
 Make new friends  
Spread across the globe there are many op-
portunities to add to your friends list with the 
Award.   
 
 Have loads of fun  
Fun and great memories will define your 
Award experience.   

“I have learned self-confidence 
and independence. At the same 
time team work made the experi-
ence far more enjoyable”  

Kandia King-Jones 
St. Michael School  
(Bronze ‘00, Silver ‘01, Gold ‘03)  

Push the Limits  
#dukers246  

For more information 
contact  

The Duke of Edinburgh’s  
International Award Barbados  

Sheraton Mall  
Sargeant’s Village 

Christ Church  
 

T (246) 436-8754  F (246) 436-1630 
deiabarbados@gmail.com  

www.facebook.com/deabarbadosaward 
www.theawardbarbados.com 

dofebarbados 



The Duke of Edinburgh’s International 
Award gives all young people, 13 to 25 the 
chance to develop skills for work and life, 
fulfil their natural potential and have a 
brighter future. HRH The Duke of Edinburgh 
founded the Award in 1956.  Starting in Bar-
bados in 1963, we are extremely proud of our 
many years of service to the nation’s youth. 

Since then, in Barbados the Award has been 
recognised as a stable programme in enhanc-
ing the life skills. Our organisation is dedicat-
ed to the mandate expressed in the tagline 
‘Challenging Young People Everywhere’ and 
continues to actively pursue excellence within 
the three levels: Bronze, Silver and Gold.  
Across the globe the programme is used by 
schools and youth organisations such the 
Boys Scouts and Girl Guides.  
 
Participants are guided  by voluntary adult 
leaders, who are an invaluable resource.  
Leaders assist in choosing activities and over-
all development.  As participants complete 
the programme they are constantly encour-
aged to step out of their comfort zones and 
try new things.   

About the Award  Level Time 
Bronze 
(Age 13+) 

 

You must do a minimum of 3 
months activity for each of the 
Volunteering, Physical and 
Skills sections. One of these 
must last for 6 months. 
Plan, train for and do a 2 days 
+ 1 night expedition. 
  

Silver 
(Age 15+) 
  

 

Physical Recreation, Skill and 
Service are done for 6 months. 
If you start at Silver, without 
doing Bronze, you’ll have to do 
an extra 6 months in one area. 
  
The Expedition section in-
volves planning, training for 
and doing a 3 days + 2 nights 
expedition. 
It will take you at least 6 
months for Silver if you've al-
ready achieved your Bronze, or 
12 months if you've jumped 
straight into Silver. 

Gold 
(Age 16+) 
  
  

 

Physical Recreation, skill and 
Silver are done for 12 months. 
If you are a direct entrant to 
Gold, you’ll need to do an ex-
tra six months in one of area. 
Your qualifying expedition 
will be for 4 days + 3 nights. 
Additionally a Residential Pro-
ject is undertaken for the gold 
award.  Over a period of five 
days + four nights participants 
work on a shared task with 
unfamiliar people in a residen-
tial setting. 

Sections of the Programme   
 

Voluntary Ser-
vice—to     encour-

age service to others  
Example: Care of the 
elderly, service clubs 
such as the Kiwanis, 
care of animals 

Skills—encourage the discovery and                

development of personal interests, and so-
cial and personal skills.  Example: Stamp col-
lecting, photography, horticulture, playing 
piano.  

 
Physical recrea-
tion— encourage 

improvement of 
performance  
Example: football, 
netball, martial 
arts, sailing,  diving 

 
Adventurous Journey-to encourage a 

spirit of adventure & discovery.  
Categories: Expedition, Exploration, Other 
Adventurous Journey   
 

Gold Residential Project  - to broaden 

young people’s experience through involve-
ment with others in a residential setting.  
Example: construction project, conservation 
work, teaching tour 


