




JUDGING AND DECISION-MAKING 

Susie and Tommy wait anxiously at the close of the 
4-H meeting for their cookies to finish baking. When they 
take them from the oven, they give you, their leader, the 
first cookies and ask, "Are they good?" Or, you stop by a 
member's home to see a newly-purchased dairy calf and Joe 
asks, "How does he look?" Should you, as a leader, give 
them the answers, or will you help them make this decision? 

All of us make decisions every day. Decisions involve 
judgment-making comparisons and knowing why we have 
made our choice. As we push ourselves away from the 
dinner table, we usually say to ourselves or others, "That 
was a good meal." Or, maybe we say, "That meat wasn't 
very tender." 4-H'ers also have to make decisions every day. 
Tommy and Susie have to decide which outfits to wear to 
school, how to spend their free time, and how to budget 
their allowances. Decisions and more decisions! 

4-H judging is a way of evaluating how well you did. 
What improvements should you make? 

Through 4-H judging, members learn: 
To observe carefully. 
To recognize good products, animals, articles, and 
workmanship. 
To improve their own work. 
To appreciate things they have. 
To make their own decisions and selections. 
To express themselves clearly. 
To appreciate various opinions. 

4-H'ers want to learn to evaluate their project work. 
They want to learn to recognize good products and to know 
good standards. This takes lots of practice, and along with 
this comes practice in how to make decisions. This should 
be an important part of many of your project meetings. 

TEACH GOOD STANDARDS 

Before 4-H'ers can learn to evaluate or judge their 
products, they must know something about standards and 

qualities. Let's take muffins for example. Before deciding 
whether muffin A is better than muffin B, we need to know 
what a good muffin is. This we learn by studying just one 
good muffin. Let's take a look at the muffins and consider the 
chart below: 

Now all of us won't agree exactly on just what a good 
muffin looks and tastes like. Some like dark brown ones; 
maybe you like them light brown. Some like them king 
size; others like them very small. But we can agree on 
general characteristics. 

Score cards like the one below for muffins are included 
in the 4-H Exhibit Check Sheets, and others are in project 
materials so members can learn these characteristics. 

Other ways 4-H'ers can learn about standards and 
quality are: 

Read Project Material - Study and discuss facts in your 
project bulletins. List the important qualities mentioned. 

Study Pictures - Use pictures from magazines to help mem· 
bers select desirable qualities. In some projects, like dairy 
cattle, you can get pictures made especially to teach judging. 

Discuss Sample Products - Bring samples of items members 
make or grow to your club meeting. Then discuss them 
and write down the qualities mentioned. 

Attend Exhibit Days- 4-H'ers have an opportunity to 
watch a judge make his or her placings on exhibit days or at 
the fair. Encourage members to listen to the comments so 
they can understand how exhibit placings are made. 

Take Tours and Trips - Visit farms, stores, and processing 
plants. Ask the people in charge what they consider when 
judging their products. 

Plain Muffin Check Sheet 

Could 
Good Improve Comments 

Appearance 
Symmetrical, well-rounded top 
Slightly pebbled surface 
Uniformly golden brown 
Thin crust 

Crumb 
Color depends on ingredients 
Slightly moist and tender 
Medium sized grain, free from tunnels 

Weight 
Light in proportion to size 

Flavor 
Pleasing and well-blended 
No off flavors from excess baking 

powder or salt 



Members are ready to compare when they are familiar 
with the characteristics of a product, know the terms that 
describe it, and have some idea of what a good product 
really is. 

JUDGING IN 4-H MEETINGS 

Judging activities are teaching tools that can be used at 
4-H meetings. For the younger member or for those inexperi
enced in evaluation, you might want to use the Voting Game 
or the Group Leader Method. 

Voting Game 

The voting game is a good way for you to begin judging 
quality. Two samples of an item, labeled 1 and 2, are placed 
on a table. The leader reads each characteristic from the score 
card and members vote for either item 1 or 2. When each 
point on the score card has been voted upon, the scores are 
tallied and the results announced. 

Group Leader Method 

Judging in a group is another good way to learn. By 
working in a group, you gain confidence in your opinions. 
The group chooses a leader but everyone works together. They 
discuss one article or a class of articles informally. As a group 
they decide how the article should be rated and discuss reasons 
for their choice. Members learn from each other, sharing in 
the success when the rating is correct and in the responsibility 
when it is wrong. The group leader makes notes and reports 
group decisions and reasons, emphasizing the important points 
and correcting any errors. 

Individual Judging 

When members have become more skilled in judging, 
have them place a class of articles and give their reasons indi
vidually. 

What to Judge? 

Articles the members make in their projects are good 
products to judge. Choosing equipment for grooming a calf 
or for a sewing box, measuring flour by various methods, or 
selecting patterns or fabric are examples of judging activities 
for project meetings. 

You also might judge purchased items that were selected 
for a specific purpose. Consider the purpose and all the require
ments needed. Then check each article to see how it meets 
these requirements. Check labels for information, compare 
costs, and consider time and other resources used. For other 
ideas, refer to Project Leader's Guides for specific projects. 
Extension Bulletin 340 "Livestock Judging" gives specific 
information on general livestock judging. 

As you help 4-H'ers observe and compare articles, encour-
age them to use all five senses: 

Feel the back of a calf or the texture of a sponge cake. 
Taste pickles, cake, or cookies. 
Listen to a sewing machine, mower, or tractor. 
Smell a loaf of bread fresh from the oven. 
See the color of a hen's comb. 

JUDGING A CLASS 

Usually four articles or products make up a judging class. 
These articles are designated by numbers 1-2-3-4. The members 
examine the articles and decide which one they think is best, 
second best, third best, and least satisfactory. 

The articles in any class should vary enough in quality so 
that a definite placing is possible. However, there may not 
always be the same amount of difference between any two 
articles in the class. 

When preparing a class, it is good to have a fairly ob
vious top or bottom or a fairly wide division between them. 

Four sketches of four leaf clovers are used in this bulletin 
as a very simple example of a judging class. 

In this class of four leaf clovers the member decides that 
No.3 is best, 4 is second best, 1 is third best and 2 is least 
satisfactory. She or he places these 3-4-1-2 and marks the ap
propriate place on the placing card. The member also may 
want to write the placing at the bottom of the card in addition 
to checking the column. 
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JUDGING CARDS ------
CLASS 1234 

1243 

1324 

CLASS NUMBER 1342 

1423 

1432 

NAME 2134 

2143 

2314 

COUNTY 2341 
2413 
2431 
3124 

ADDRESS 3142 
3214 
3241 

PLACING SCORE 3412 ~ 
3421 
4123 

REASON SCORE 4132 

4213 

4231 
4312 

4321 
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Encourage members to develop a system for judging. 
The keen judge is always orderly, never haphazard. Take a 
good look at the class from a distance. Don't hurry right in 
and start feeling or tasting. Get in mind a clear picture of the 
whole class first and then examine the items closer, feeling or 
tasting if this is permitted. 

GIVING REASONS 

Giving reasons why you placed a class a certain way is 
probably more important then the actual placing. Giving 
reasons separates the lucky guessers from the good judges. 
Giving reasons helps members organize their thinking. It 
teaches them to express themselves in a logical, convincing 
manner. 

Reasons can be oral, written or both. Members prob
ably learn more by giving reasons orally, but if time or other 
factors limit, written ones should be given. 

Judging is comparing. When giving reasons, divide the 
class into three sets of pairs for comparison. Example, if the 
placing for a certain class is 4-2-3-1, the pairing would look 
like this: 

4 

top 
pair 

2 

middle 
pair 

3 

bottom 
pair 

ANSWERING QUESTIONS ON A CLASS 

Instead of giving oral reasons, 4-H'ers may be asked 
questions about a class of articles. The questions are the kind 
that can be answered by "yes" or "no" or by writing the num
ber of the article. This is an example of questions on the 
four leaf clover sketches. 

1. Which clover has four uniformly shaped leaves? 
The answer is sketch No. 3. 

2. Which clover has two symmetrical, well shaped leaves? 

PLACING IN RIBBON GROUPS 

In some judging activities, several articles may be rated 
as purple, blue, red, white, or no award. To record ratings, 
draw a card and write the number of the article after the 
appropriate ribbon color. 

Several articles may merit the same ribbon award. On 
the other hand, a class may not have an article in every ribbon 
group. 

PLACING CARD 

Group __________________________________ ___ 

Purple ______________ _ Red ______________ __ 

Blue ______________ _ White ______________ _ 

No Award ______ __ 

Issued in furtherance of cooperative extension work in agriculture and 
home economics, acts of May 8 and June 30, 1914, in cooperation with 
the U.S. Department of Agriculture. Roland H. Abraham, Director of 
Agricultural Extension Service, University of Minnesota, St. Paul, Minne
sota 55108. We offer our programs and facilities to all people without 
regard to race, creed, color, sex, or national origin. 

EXPLANATION OF CLASSES 

If the judging activity is to have educational value, mem
bers should have an opportunity to hear a discussion of the 
classes to know the official placing in each class and the reason 
for the placing. 

ORGANIZING A 4-H JUDGING EVENT 

Judging activities may be organized as a contest or com
petitive activity at an achievement day, home ec. check-up day, 
livestock tours, fair, or other livestock shows. 

Here are some guidelines for organizing a judgiog event-
1. Set up classes. It may be a class of two, three, or four 

items. For beginners, make differences fairly obvious. 
It is best not to take things from members' exhibits to 
use in judging contests. 

2. Mark items in the class by number 1-2-3-4. These should 
be fastened to each item securely. 

3. Have supplies on hand-judging cards, additional cards or 
paper if reasons are written, and a score chart. At con
tests a tabulation sheet may be needed. 

4. Plan how to divide members into groups. Organize a 
rotation system for members to follow. Be sure groups 
are small enough so everyone can get around and see the 
classes. · 

5. Give members judging cards. If members are to turn in 
a card, give them two so they can keep one. Beginners 
may need instructions on how to fill them out. Divide 
members into groups. 

6. Give members instructions. Tell what classes will be 
judged, classes to give reasons on, time allowed for 
classes, and if members can handle or taste items. Every
one does his or her own judging-no talking! 

7. Members judge. Between 5 and 10 minutes is usually 
enough time to allow for each class. Classes where rea
sons will be given will need more time. If group is small, 
members need not be on time schedule. When finished 
with one class, a member could move to another. At a 
large event, give members some time at the end to finish 
writing their reasons. 

The last three steps may not be in order, due to many 
different county situations. The important thing is not the 
order but that all three of these steps are included. 

8. Scoring reasons. If oral reasons are given, judge should 
listen to individual members away from group. Listen
don't interrupt. When member finishes, judge may ask 
member questions. 

9. Score placings. 
10. IMPORTANT. Official placing. After judging is com

pleted, the judge should discuss classes with the mem
bers. The judge should not reveal his official placing 
until he has discussed the class, or he might lose the at
tention of his group. The judge may help the members 
arrive at a correct group placing by asking questions and 
pointing out the good and bad charact,eristics of each 
item. Members who gave a good set of reasons could 
give these to the whole group. This discussion should 
be done in front of the items judged. Members can fill 
in official placing on the card they kept. 
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