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INTRODUCING THE NEW
PROGRAM FEATURES

NOW FOR TROOPS, TEAMS, AND CREWS

As the Boy Scouts of America’s mission statement says, Scouting exists “to prepare young people to make ethical and
moral choices over their lifetimes by instilling in them the values of the Scout Oath and Scout Law.” There is nothing in
the mission statement about meetings, outings, and other activities. However, it would be impossible to achieve our
mission without dynamic, relevant programming, which also requires effective program planning. The goal of Program
Features for Troops, Teams, and Crews is to make that planning a little easier for you, the unit leader.

These three volumes of program features bring together
48 features in three volumes for use by Boy Scout
troops, Varsity Scout teams, and Venturing crews. That’s
four full years of suggested programming. While your
unit may not use the material here exactly as presented,
it offers a launching point for you and your youth mem-
bers to plan exciting programs that will keep members
coming back, facilitate advancement and personal
growth, and help you achieve Scouting’s mission.

Annual Program Planning
In Scouting, planning is a two-phase process.

e Long-term planning results in an annual calendar and
a set of unit goals for the year.

e Short-term planning yields detailed plans for one month’s
meetings and outings—and sometimes a little more.

The Annual Planning Conference

Long-term planning happens at the annual planning
conference, typically held in late spring or early summer,
as soon as possible after school, community, and council
calendars have been published. A month or two before
the planning conference, the committee chair, unit leader,
and senior patrol leader, team captain, or crew president
should perform the following steps.

Step 1—Gather the necessary information.

¢ Key school dates, like holidays, homecoming,
and exams

e Community event dates, including those the unit might
want to participate in and dates you should avoid

¢ The chartered organization’s key dates, again consid-
ering opportunities to collaborate as well as potential
scheduling conflicts

e Personal dates, such as family vacations, that may
affect the unit’s activities

¢ Key district and council dates

e Data collected from the troop resource survey or
activity interest survey

e |ast year’s annual plan, if you have one
e Unit priorities and goals

¢ Advancement records for each member
* A general outline of next year’s program

Step 2—Discuss the planning process with your top
youth leader, explaining the importance of this process
and his or her role in it. Discuss options for programs
and activities and the unit’s goals. Share a draft outline
for next year’s program, and ask for the youth leader’s
input and thoughts. Be flexible at this point. You should
both review the program planning conference guide,
available online at www.scouting.org/BoyScouts/
ProgramPlanning.aspx for troops and www.scouting.
org/Venturing/ProgramPlanning.aspx for crews, to be on
the same page with the agenda and to work ahead.

Setting Goals
What sorts of unit goals should the draft plan include?
Here are some possibilities.

¢ Attend summer camp.
e Have an outdoor adventure at least once a month.

e Strengthen relations with the chartered organization by
planning a service project to benefit the organization
and by increasing the unit’s presence, such as on
Scout Sunday or Scout Sabbath.

e Earn the National Camping Award and a gold Journey
to Excellence rating.

e Conduct a fundraiser to help pay for unit expenses
such as new tents and other camping gear.

e (For troops) Have each patrol earn the National Honor
Patrol Award at least once.
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Step 3—Have the top youth leader share the draft
plan with other youth leaders, who then share it
with other members to get their input and ideas.
Besides reviewing the draft plan, members could
evaluate the current year’s plan. A useful tool is
the “start, stop, continue” method, which is based
on three simple questions:

* What should we start doing that we are not
currently doing?

* What should we stop doing that is not working?

e What should we continue doing that is working
well and helping us succeed?

It’s useful for members to have copies of the cur-
rent year’s calendar available for review, as well as
the draft plan. They shouldn’t limit themselves to
those materials, however. They might, for exam-
ple, see a need to focus more (or less) on
advancement during meetings or to build more
opportunities into the calendar for patrol outings
or social events—priorities that may not have
been considered.

Step 4—Invite the following people to attend the
conference to maximize the efficiency of planning:

° The unit’s youth leaders

e Unit committee members and other
adult leaders

* The chartered organization representative
® The unit commissioner (optional)

° Anyone else who might be helpful, such
as parents

Keep in mind that these people will play very
different roles at the conference:

e Active roles—elected youth leaders (and all
members in Venturing)

e Supportive roles—unit leader, assistant unit
leaders, and any other adults

To keep the planning conference as purposeful
and efficient as possible, invite only those adults
who actively and regularly engage in unit activities
and decision making.
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Holding the Annual

Planning Conference

The annual planning conference can be held at any
regular meeting place in three or four hours on a
Saturday morning or Sunday afternoon. However,

if you have access to a cabin or retreat center, you
might consider turning the conference into an over-
night retreat to allow time for fellowship and team
building. If the conference follows closely after unit
elections, some units also combine the planning
conference with the Introduction to Leadership Skills
for Troops (ILST) or introduction to Leadership Skills
for Crews (ILSC), the first step in the youth leader-
ship training continuum.

Most adults should not play active roles in the plan-
ning conference. Instead, they should give their
input ahead of time to the unit leader for program.

If extra adults attend, keep them busy by putting
them in charge of cooking and cleanup, and allow
the youth leaders to focus on the task at hand.

Besides the materials described above, you might
prepare poster-size calendars for each month that
will be planned. (Office supply stores offer a variety
of products that will work, including wall planners
with erasable surfaces.) Pencil in the dates from the
draft plan, as well as other important district, council,
community, school, and chartered organization dates.

Another useful tool is the program planning
chart, a worksheet for recording by month the
program features, activities, courts of honor,
service projects, leader meetings, and more.
This worksheet can help ensure, for example,
that leader meetings are scheduled every month
and that courts of honor and service projects are
evenly spaced throughout the year.

The outcome of the conference should be an
annual calendar, a list of monthly program features
(e.g., hiking, engineering, wilderness survival), and
a set of unit goals. The amount of detail in the plan
will vary. For some months, the group will decide
both where it wants to go and what it wants to do.
For other months, the group may choose either the
destination or the outing’s focus.

Ideally, the calendar should include a mix of
familiar and unfamiliar activities and destinations.
A few traditional outings each year are fun; more
than a few can make the program feel repetitive.
Even traditional outings can benefit from



occasional tweaks, such as doing a favorite
activity at a new location.

While discussing ideas at the conference, use
these ground rules.

e |t is important to respect one another’s views.
Listen and don't interrupt.

» Keep focused on the task to plan the unit’s
annual program. Don’t get sidetracked.

¢ Write out ideas so everyone can see them.

¢ Be in agreement.

The Annual Planning Conference,

Step by Step

Step 1—The unit leader leads a discussion on the
unit’s goals for the coming year. Write the goals on
a flip chart or eraser board, and agree to that list
of goals.

Step 2—Share with the rest of the meeting attend-
ees the printed draft of the calendar that shows
the dates researched (or review the dates listed

on poster-size calendars around the room) and
events planned. Ask if anyone has other dates
and events to add.

Step 3—Take a few minutes to discuss these
dates and events. Once you feel comfortable with
this stage of the calendar, you might take a vote to
approve the dates and activities listed so far.

Step 4—The top youth leader shares updates
from members about what they want to do. This
exercise can be the most challenging in the pro-
gram planning conference, so take as much time
as is needed. The program features could be used
as a foundation for the group’s desired programs
or themes. You might take it one month at a time.
Don’t forget to include advancement opportuni-
ties. The flow of the program is up to you and
could be driven by your goals. As an example, if
one of your goals is for the unit to take a wilder-
ness trip to Alaska, some of the programs could
focus on traveling to Alaska, wilderness survival,
trip planning, wilderness first aid, and van safety.

Again, as the group agrees on a monthly feature or
program theme, write it on a flip chart or board
and take a vote. Designate someone to record all
this on a master calendar, and take good notes!

Step 5—Add other important dates such as:
e Unit meetings and leadership meetings

e Boards of review

e Courts of honor

e Elections

¢ Open house

e Service projects

* Webelos Scout joint outings and
transition ceremonies

e Any other activities that can be scheduled this
far in advance (for example, fundraising events)

Step 6—Hold a final discussion on the plan, cal-
endar, and goals, and then take a vote for
approval. Once youth members approve the
annual plan, it will go to the unit committee

for final approval. Work with the chartered
organization representative to make any
facilities reservations at the chartered
organization. As soon as possible, begin

making campsite reservations for the dates

and locations selected.

Step 7—To make this plan a truly valuable tool,
it must be shared with each unit family, the
chartered organization, and all other interested
parties. The unit must follow its plan, share it
with everyone, and review it regularly to see if
modifications are needed.

After the Planning Conference
Prepare the calendar in an easy-to-use format for
distribution. Here are some features to consider.

e Include as much detail as possible, including
meeting start and end times.

e |ndicate when regular meetings won’t be held or
will be held at different times.

e Color-code events for easy reference. For exam-
ple, you might use blue for unit meetings and
outings, green for meetings that don’t affect all
members (such as patrol leaders’ council, unit
committee, boards of review), red for special
notices (such as meeting cancellations), and
black for external events (such as national Scout
jamborees, roundtables, and training courses).



° Add a revision date at the bottom of every page.
If the calendar must be updated later, change
the revision date and highlight the changes.

Distribute copies of the final plan to youth mem-
bers and their families, adult leaders, members of
the unit committee, and representatives of the
chartered organization. Be sure to include Cub
Scout pack leaders, the unit commissioner and
district executive, and the chartered organization’s
leader, secretary, and facilities manager. Also be
sure to post the calendar on the unit website and
at the meeting place.

Monthly Program Planning

No matter how comprehensive and well planned
your calendar is, it's simply a skeleton on which to
build your program. Short-term planning puts flesh
on the bones. Each month, the patrol leaders’
council or crew officers plan in detail the coming
month’s outing and meetings. If the group is on
the ball, it actually looks at three months of pro-
gramming each time.

» Briefly review the month that’s just ending using
the “start, stop, continue” model.

e Plan in detail everything the unit will do in the
month that is just beginning (or will soon begin).

e Briefly preview the following month and make
assignments for tasks like reserving campsites.

As with the annual plan, be sure to communicate
the results of each monthly planning meeting with
all members, leaders, and other stakeholders—
especially if changes are made to the annual plan.

How to Use the Program Features

Each program feature in this book provides a
month’s worth of program ideas for Boy Scout
troops, Varsity Scout teams, and Venturing crews.
You will find the following content:

e General information about the topic

® Related advancement requirements
and awards

* Games related to the topic (or that are
just for fun)

e |deas for using the EDGE method (Explain,
Demonstrate, Guide, Enable) to teach topics

e Four weeks’ worth of meeting plans
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e Qutlines of three main events (outings) that
build in length and intensity

* Print and online resources related to the topic,
including a list of related program features

Each program feature: You will find these icons in
each program feature:

Essential: Basic skills-development
information and beginner-level activities

Challenging: Skills-development
information and activities for those
who have moved beyond the basics

=
4

A NOTE TO VENTURERS

For the purpose of earning the Discovery
and Pathfinder awards, the main event
examples from each module can be
considered as follows:

Advanced: Learning topics and
activities for those who are ready
for the ultimate challenge

Essential (Tier I): Beginner level activities
requiring little preparation or planning; events
often last less than a full day (not overnight);
activities are not far beyond the comfort zone
for most participants.

Challenging (Tier ll): Midlevel activities
requiring some planning or preparation;
events last less than four days; some prior
skills development may be desirable or
required; activities extend beyond the
standard range for most participants.

Advanced (Tier IlI): Higher level activities
requiring extensive preparation; events last
at least four days; activities are mentally

and physically challenging, requiring skills
development prior to participation; such
adventures are highlights of the program year
and may take place once or twice annually.
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The Venturing Program Planning Chart appears in the appendix.



Meeting Plan: Plan Ahead/Knots
Week 1 Date
ACTIVITY DESCRIPTION
o—-Preopening Prepare several decks of index cards listing various items
15 minutes before meeting of camping gear, one item per card. Have small groups sort
the cards in order of importance, setting aside items that
shouldn’t be taken camping.
e—-Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law
Uniform inspection
o—-GrOup Instruction Review the Scout basic essentials from the Boy Scout 7:10 p.m.
; Handbook; discuss why each item should be
10 minutes 4 :
considered essential.
o_-Skills Instruction | * Learn and practice the square knot, two half hitches, taut- 7:20 p.m.
35 minutes ) line hitch, clove hitch, timber hitch, bowline, and sheet
2] bend. Discuss how each is used in camping.
e Make a list of personal camping gear Scouts should have.
e Review the above skKills.
. * Make a camp gadget using lashings.
e Learn the trucker’s hitch and explain its use in camping.
¢ Review the above skills.
’ e Practice splicing.
e Learn how to tie a monkey’s fist or woggle.
e—-Breakout Groups ¢ Discuss plans for the main event. 7:55 p.m.
15 minutes * Review what personal and group equipment
will be needed.
@--Game Play Knot-Tying Relay (described earlier). 8:10 p.m.
15 minutes
0—--Closing Announcements 8:25 p.m.
5 minutes Leader's minute
Closing
Total 90 minutes of meeting
@--Aﬂer the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.



Parts of a Program Feature

A thumbnail description of the
meeting content

A breakdown of the parts of the meeting
with suggested times

Note who is in charge of each segment of
the meeting

Write down the actual times for each
segment of the meeting

A fun activity for members to do as they
are gathering

Start the meeting right with a formal
opening ceremony

A quick (or not so quick) introduction to the
topic for all members

Specific instruction for all three skill levels;
note the colored icons

Time for patrols or other small groups to
practice skills and prepare for the main
event

A game that tests what members have
learned or just lets them blow off steam

Take care of business at the end of
the meeting

Get ready for the next meeting and the
main event



CAMPING

Main Event: Overnight Car Camp

o—- Logistics

Location:

Essential (Tier I)
- Find a campsite that you can drive to and

that offers plenty of opportunities for outdoor
adventures. Camp overnight and hone your

Departure time:

camping skills.

Return time:

Duration of activity: Overnight

Budget: Completed Approved
Camping: Duty roster Menu
Transportation: Group Self
Tour and activity plan: Completed Submitted
Equipment List e Camping gear (individual and group)
e Backpacks, canoes, or bicycles to get the group to and from the campsite (optional)
¢ Food
e Water
e Scout Basic Essentials (Review the list and take what you need.)
Activity e Choose your campsite and event location.

* Plan camping duty roster and meal plan.

* Develop a schedule that allows plenty of time for setting up camp the right way,
including establishing defined sleeping, social, and cooking areas.

* Practice camping skills Scouts need to work on (fire building, cooking, knots, etc.).
e Participate in other activities as desired (hiking, boating, mountain biking, etc.).
¢ On departure, be sure you are leaving no trace of your presence.

Safety

For an added challenge, plan for all Scouts to reach camp under their own power— by hiking, cycling, or canoeing.
If possible, have them carry their own gear. All could travel by the same means, or different groups could choose

o— different options.

Normal camping safety guidelines apply. Use the buddy system; cell phones are a
good idea as appropriate. Have a first-aid kit handy.




Parts of a Main Event Plan

A quick description of the main event

Basic information such as times and
transportation plans

A quick reference to the event’s ability level
(essential, challenging, advanced) and more
in-depth description of the main event

Key equipment you will need to take, includ-
ing specialized gear for the type of event

A thumbnail planning worksheet
Safety concerns you should keep in mind

Special notes about the activity, including
variations you could consider






JCAMRIN

Living Comfortably in the Outdoors

Rudyard Kipling wrote, “Who hath smelt wood-smoke at twilight? Who hath heard the birch-log burning?
Who is quick to read the noises of the night? Let him follow with the others, for the young men’s feet are
turning to the camps of proved desire and known delight!” In other words, camping is fun! It’s a chance to
get away from the “busy-ness” and distractions of everyday life and spend time hanging out in the woods
with your closest friends.

Camping is also the foundation of many other Scouting activities. Scouts camp for fun, but they also camp
so they can be closer to great spots for fishing, rock climbing, geocaching, hiking, and a host of other
-activities. Comfort in the outdoors means finding a balance between skills and equipment. In the movies,
we often see a hero with such good skills that all he needs is a knife. On the other hand, people without
skills may only feel comfortable camping in a fully stocked motor home. The more you know, the less
equipment you need. The goal is not to be like a Navy Seal, but to have good outdoor skills so you feel
more comfortable and confident while living outdoors.

This month’s meetings and main event will help your Scouts develop good camping skills so you can enjoy
outings more and open the door to many fun outdoor activities.

Objectives

This month’s activities should: RELATED ADVANCEMENT

» Instill the knowledge and skills to be comfortable AND AWARDS
in camp. e Tenderfoot requirements 1, 2, and 3

e Emphasize the use of outdoor ethics to protect o Second Class requirements 2, 3a, 3b, 3¢, 3d,
the environment. 3e, 3f, and 3g

* Teasty knots and WHaEn 16 LSS therm. e First Class requirements 3, 4a, 4b, 4c, 4d,

» Help Scouts understand outdoor shelters. oA

¢ Teach the importance of keeping camp clean. « Camping merit badge

e Foster a sense of communion with nature and God. 3 :
e Firem’n Chit

e Build self-confidence by learning and
demonstrating skills. * Ranger

e Help Scouts work cooperatively in small groups
while living outdoors.



Leadership Planning

As a leadership team, you may want to discuss the

following items when choosing camping as your

program feature during your planning meetings.
Where do we want to camp?

2. What other activities do we want to do while we
are there?

What equipment will we need?

What type of evening program do we want,
and which group should be in charge?

5. Should we cook in small groups or as one
large unit?

Who needs to learn basic camp skills?
How can we involve parents?

To meet our needs, what should we change in
the sample meeting plans?

PARENTS CAN HELP WITH THE
CAMPING PROGRAM FEATURE BY:

1. Providing transportation for
the campout

2. Helping with purchasing food
before the campout

3. Making sure every Scout has
appropriate equipment

SPECIFIC CAMPING INFORMATION

Outdoor Ethics

You should always leave your campsite looking the

same—if not better—as it did when you arrived.

Outdoor ethics means that we follow the principles

of both Leave No Trace and Tread Lightly.

Leave No Trace principles apply to most back-
country activities:

® Plan ahead and prepare.

e Travel and camp on durable surfaces.

e Dispose of waste properly.

° |eave what you find.

e Minimize campfire impacts.

* Respect wildlife.

* Be considerate of other visitors.

Tread Lightly principles apply to situations involv-

ing all-terrain vehicles, personal watercraft, and
horses, among other things:

e Travel responsibly.

e Respect the rights of others.

Educate yourself.
e Avoid sensitive areas.

e Do your part.

-]
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Three-Bin Dishwashing To dispose of the bins of dishwater, pour the wash
The best way to wash dishes while camping is by bin water and rinse water through a strainer and
following the same method restaurants use. But into a bucket. The water can then be dumped in a
rather than using three sinks, campers use three wastewater drain, sump hole, or broadcast over a
wash bins. The first bin contains hot, soapy water, large area. Finally, pour the sanitizer into the rinse
the second is filled with clean, hot rinse water, and bin, then into the wash bin, then into the bucket,
the third bin contains cool water with a sanitizer and properly dispose of it. When this process is
such as bleach to kill bacteria. complete, all three bins and the bucket will have
been cleaned and sanitized. Shake the food
Before washing, make sure you use a rubber particles from the strainer into a trash bag, and
spatula to scrape excess food into a trash bag. properly dispose of or pack out the trash bag.

Immerse and wash each dish in the first bin, rinse
in the second bin, sanitize with a dip in the third
bin, then leave dishes to air dry. A rack or mesh
hang bag works well. Save pots for the end as
they are often the dirtiest, and washing the other
dishes first provides better water quality. If the
water gets too dirty, simply change the water and
continue washing.

Hot Hot Cold

The Trucker’s Hitch

The trucker’s hitch is a particularly valuable knot for securing loads and tarps. This knot provides a
mechanical advantage and works like a pulley system—but without the pulleys. This knot is very useful in
securing boats to a car or for tightening a clothesline.




THE KODIAK CHALLENGE

The advanced main event this month is the Kodiak Challenge. This is a special opportunity for adults
and older Scouts (those who are 14 or older and have met other requirements) to reinforce their
leadership skills during a three- to six-day trek of their own choosing.

The Kodiak program is described in detail in The Kodiak Challenge (No. 511-014). Here’s a quick overview.

Kodiak is designed to be an adventure that pushes the boundaries of the participants —one that will
encourage them to try new things that may be out of their comfort zones. It is an experience—but
one that has its underpinnings in the application of the leadership skills learned in the Introduction to
Leadership Skills for Troops or Crews, National Youth Leadership Training, and/or National Advanced
Youth Leadership Experience. It is an adventure with a purpose—just as is all of Scouting.

A Kodiak trek is an expedition, a road trip, an adventure, a visit to another country, a whitewater
rafting trip, a cross-state bicycle adventure, a Scout-operated sports week for special-needs youth—
any experience that helps push the participants out of their personal comfort zones for the sake of
adventure and learning.

A trek is an adventure that pushes boundaries. Not all troops or crews go on high-adventure outings,
and Kodiak need not be a high adventure to be a great experience. Of course a natural setting is
always a plus, but the key is adventure. For some units, it may be more challenging to do a weeklong
city tour than a backpacking trip that is similar to other trips the unit has taken in the past. Do what
works for your unit, but do something that is truly a challenge to each participant. Treks should be a
minimum of five days.

However, remember that the Kodiak Challenge is not about the trek; it is about leadership skills. During
the Kodiak trek, BSA leadership skills will provide a framework for you to help participants live out the
adventure—and grow from it. Each day there is an activity to showcase one or more BSA leadership
skills previously taught in the unit Introduction to Leadership Skills course and at NYLT and NAYLE. In
addition, at various times during each trek, participants will discover that leadership skills are essential
for success.




CAMPING GAMES

Knot-Tying Relay
Equipment: One 6 2-foot rope per team; Scout
staff or long stick

How to play: The teams line up in relay
formation with the first Scout about 10 feet from
the staff, which is held horizontally, 30 inches
off the ground. On the signal, “Bowline (or other
knot), go!” the first Scout runs up, rope in hand,
ties the rope to the staff with a bowline, has it
approved by the judge, unties it, runs back, and
gives the rope to the next Scout, who repeats
the procedure, and so on until all players have
tied the knot.

Scoring: The first team to finish wins.

Note: For the square knot, sheet bend, and
fisherman’s knot, join the ends of the rope with
a taut knot with the staff running through the
loop. For the clove hitch, two half hitches, and
timber hitch, tie the rope to the staff and pull
taut. For the taut-line hitch and bowline, tie the
knots so that the staff runs through the loop.

Tent Mess Relay
Equipment: Several tents, such as those used
during skills instruction

How to play: At one end of the room, make a
large pile of tents, tarps, and poles. Teams line
up in relay fashion at the other end of the room.
On your signal, one person from each team
runs to the pile, selects one item, and returns to
tag the next player. The players on each team
continue running up to retrieve tent parts until
they are able to set up their tent. Players who
retrieve the wrong tent parts must return them
and select other parts.

Scoring: The first team to set up a tent
successfully with all the correct parts wins.

Notes: For best results, use freestanding tents.
However, for an added challenge and to prolong
the game, you can play outside and include
tent pegs.

Three-Bin Washing Relay

Equipment: A set of three washing bins and a
bucket for each group; a water source (hose
or spigot)

How to play: Place the washing bins at one end
of the room. Teams line up in relay fashion. On
your signal, players take turns running up with
buckets to fill the bins, one bucketful per bfin.
Once the bins are filled, a player runs up and
simulates the process of washing a pot. The last
player goes through the process of cleaning and
sanitizing the bins.

Scoring: The first team to complete all steps wins.

Notes: This game is best played outdoors.

What Do | Smell?

Equipment: Several paper bags, each holding
a different-smelling article (licorice, onion half,
coffee, orange peels, cinnamon, etc.); paper,
and pencil for each team; blindfolds

How to play: Place the bags about 2 feet apart
on a table or bench. On signal, a blindfolded
Scout walks down the line and sniffs each

bag for 5 seconds. When all members of each
team have passed by, the teams huddle and
write down the names of the different articles
they smelled.

Scoring: Award 10 points for each correct answer.

Note: Instead of concealing items in bags, put
them in cups, tape foil covers over them, and
punch holes in the covers with a fork. The Scouts
sit at a table, passing and smelling the items.
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Explain how it is done—Tell them.

E.D.G.E.

ldeas

Demonstrate the steps—Show them.
Guide learners as they practice—Watch them do it.

Enable them to succeed on their own—Have them practice/teach it.

EXPLAIN

Describe the Kodiak Challenge.

Discuss the principles of Leave No Trace and
Tread Lightly.

Explain how to choose a good campsite.

Discuss how to properly dispose of
human waste.

GUIDE

Have Scouts discuss essential vs. nonessential
camping gear.

Teach Scouts knots, and have them practice
tying them.

Have Scouts practice setting up tents.

At the end of an outing, have Scouts inspect the
site for any traces of the group’s presence.

Using old tent parts, teach Scouts how to make
field repairs, and let them practice.

DEMONSTRATE

Demonstrate the three-bin
dishwashing technique.

Show different types of tents and backpacks,
and explain their features.
Set up a model campsite at your meeting place.

Show the proper way to pack a backpack,
taking into account weight distribution and
ease of access.

ENABLE

Have Scouts teach camping skills to
Webelos Scouts.

Have Scouts clean and season the unit’s
Dutch ovens.

Make fire starters for camping.

Encourage Scouts to make posters illustrating
Leave No Trace principles.

{  ESSENTIAL

Overnight Activity

Overnight car camp—Find a
campsite that you can drive to
and that offers plenty of oppor-
tunities for outdoor adventures.
Camp overnight, and hone your
camping skills.

MAIN EVENT SUMMARIES
B CHALLENGING

Overnight Activity

Camping in the teens—Return to
Scouting’s early days by camping
using technigues found in the
earliest Scout manuals.




CAMPING

Meeting Plan: Plan Ahead/Knots

Week 1 Date

ACTIVITY DESCRIPTION RUN BY TIME*

Preopening Prepare several decks of index cards listing various items 6:45 p.m.
of camping gear, one item per card. Have small groups sort
the cards in order of importance, setting aside items that
shouldn’t be taken camping.

15 minutes before meeting

Opening Ceremony Flag presentation 7 p.m.
10 minutes Qath and Law

Uniform inspection
Group Instruction Review the Scout basic essentials from the Boy Scout 7:10 p.m.
10 minutes Handbook; discuss why each item should be

considered essential.
Skills Instruction e |Learn and practice the square knot, two half hitches, taut- 7:20 p.m.
35 minutes line hitch, clove hitch, timber hitch, bowline, and sheet

bend. Discuss how each is used in camping.
e Make a list of personal camping gear Scouts should have.

¢ Review the above skills.

. * Make a camp gadget using lashings.
e Learn the trucker’s hitch and explain its use in camping.

e Review the above skills.

‘ e Practice splicing.
e |Learn how to tie a monkey’s fist or woggle.

Breakout Groups ¢ Discuss plans for the main event. 7:55 p.m.
15 minutes » Review what personal and group equipment will
be needed.
Game Play Knot-Tying Relay (described earlier). 8:10 p.m.
15 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader's minute
Closing
TOTAL 90 MINUTES OF MEETING
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.
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ACTIVITY

CAMPING

Meeting Plan: Using Durable Surfaces/Tents

Week 2 Date

DESCRIPTION

RUN BY TIME*

Preopening Set up a display of several types of tents. As Scouts arrive,
15 minutes before meeting discuss the different tents and the best use of each.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Qath and Law
Group Instruction Review the second principle of Leave No Trace (travel and 7:10 p.m.
10 minutes camp on durable surfaces). Discuss how this principle
applies to both frontcountry and backcountry activities.
Point out any special local considerations, such as
wetlands, in an area where you like to camp.
Skills Instruction » Discuss the factors in selecting a good campsite. 7:20 p.m.
40 minutes - | » Practice setting up tents. (For an extra challenge, set up
- tents while blindfolded.)
* Discuss how to maintain and repair tents, both in the field
and back home.
. e Brainstorm what tools and repair supplies you should
take camping (example: duct tape wrapped around a fuel
bottle for use in pitching tents or tent poles).
e Review the above skills.
‘ * Discuss alternative and emergency shelters and what sup-
plies you should carry to make them easier to construct.
Breakout Groups e Plan a cooking menu. 8 p.m.
15 minutes * Begin meal planning and create a duty roster for the
main event.
Game Play Tent Mess Relay (described earlier). 8:15 p.m.
10 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader's minute
Closing
Total 90 minutes of meeting
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*“All times are suggested.




ACTIVITY

CAMPING

Meeting Plan: Proper Sanitation

and Dishwashing

Week 3 Date

DESCRIPTION

RUN BY TIME*

Preopening Look through your group camping gear for dirty equipment 6:45 p.m.
15 minutes before meeting (especially pots and utensils). Display it as Scouts arrive so

they see how the unit needs to work on cleanliness

and sanitation.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law

Uniform inspection
Group Instruction Discuss how to dispose of waste properly, including: 7:10 p.m.
15 minutes e The concept of “pack it in/pack it out”

* The dos and don’ts of human waste

¢ Why you shouldn't leave things behind
Skills Instruction Learn the three-bin washing system. 7:25 p.m,
35 minutes

¢ Review the three-bin washing system.

. e |Learn to wash dishes while using a camp stove.
e Explain how this is different.
e | earn the proper care of Dutch ovens and group
’ cooking gear.

¢ Discuss what sanitation gear every group needs.
Breakout Groups e Each group fills out a duty roster for upcoming campout. 8 p.m.
15 minutes e |dentify special equipment needed for additional activities.
Game Play Three-Bin Washing Race (described earlier). 8:15 p.m.
10 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader's minute

Closing

Total 90 minutes of meeting

After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.



ACTIVITY

Preopening
15 minutes before meeting

CAMPING

Meeting Plan: Fire and Stoves

Week 4 Date

DESCRIPTION

Prepare a Dutch oven dessert or other camping treat and serve
as Scouts arrive.

After the Meeting
15 minutes

Leadership team reviews plans for the next meeting and for
the main event.

Opening Ceremony Flag presentation 7 p.m
10 minutes QOath and Law
Group Instruction Discuss how to minimize campfire impacts. 7:10 p.m.
10 minutes
Skills Instruction ° Learn to use a camp stove. 7:20 p.m.
35 minutes e Learn the basic of fire building, including tinder, kindling,
. and fuel.
e Review the above skills.
® Learn how to use a backpacking stove.
. e Discuss or make fire starters you can take camping
(examples: dryer lint, paraffin-soaked cardboard, cotton
balls dipped in petroleum jelly).
e Review the above skills.
0  Discuss or practice starting a fire without matches.
e Learn to cook without using utensils.
Breakout Groups ¢ Finalize plans for the main event. 7:55 p.m.
20 minutes * Plan the group’s portion of the evening program
(song, skit, or story).
Game Play What Do | Smell? (described earlier). 8:15 p.m.
10 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader's minute

Closing
Total 90 minutes of meeting

*All times are suggested.
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CAMPING

Main Event: Overnight Car Camp

Date

Logistics Essential (Tier |)

Location: Find a campsite that you can drive to and
that offers plenty of opportunities for outdoor
adventures. Camp overnight and hone your
camping skills.

Departure time:

Return time:

Duration of activity: Overnight

Budget: Completed Approved

Camping: Duty roster Menu

Transportation: Group Self

Tour and activity plan: Completed Submitted

Equipment List » Camping gear (individual and group)

» Backpacks, canoes, or bicycles to get the group to and from the campsite (optional)
* Food
e Water

e Scout Basic Essentials (Review the list and take what you need.)

Activity e Choose your campsite and event location.
» Plan camping duty roster and meal plan.

» Develop a schedule that allows plenty of time for setting up camp the right way,
including establishing defined sleeping, social, and cooking areas.

e Practice camping skills Scouts need to work on (fire building, cooking, knots, etc.).
e Participate in other activities as desired (hiking, boating, mountain biking, etc.).
e On departure, be sure you are leaving no trace of your presence.

Safety Normal camping safety guidelines apply. Use the buddy system; cell phones are a
good idea as appropriate. Have a first-aid kit handy.

For an added challenge, plan for all Scouts to reach camp under their own power—by hiking, cycling, or canoeing.
If possible, have them carry their own gear. All could travel by the same means, or different groups could choose
different options.
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CAMPING

Main Event: Camping in the Teens

Challenging (Tier ll)

Return to Scouting’s early days by camping using
techniques found in the earliest Scout manuals.

Logistics
Location:

Departure time:

Return time:

Duration of activity: Overnight or weekend

Budget: Completed Approved

Camping: Duty roster Menu

Transportation: Group Self

Tour and activity plan: Completed Submitted

Equipment List e Camping gear (individual and group) based on early Scout manuals
* Food
° Water

» Scout Basic Essentials (Review the list and take what you need.)

Activity * Obtain a reprint of Baden-Powell’'s Scouting for Boys or the first Handbook for Boys.
(Do an Internet search for PDF versions.) Research early camping methods
and activities.

* Have Scouts create their own camping gear and come up with group gear similar to
that used in Scouting’s early days.

e Practice camping skills Scouts need to work on (fire building, cooking, knots, etc.).

 Create a weekend program that includes playing some of the games described in
early handbooks.

* Plan menus based on cooking from scratch over fires instead of using stoves and
backpacking-style food.

Safety Normal camping safety guidelines apply. Use the buddy system, and have a first-aid
kit. Place a waypoint at camp so you can find your way back. Cell phones are a good
idea, as appropriate.

Many techniques in early Scout handbooks are not appropriate today, especially those that would violate Leave No
Trace principles. Keep to the spirit of the early handbooks, but adapt as necessary.
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CAMPING

Main Event: Kodiak Challenge

Logistics Advanced (Tier IlI)

Location: Complete the Kodiak Challenge, an opportunity
for older Scouts to reinforce their leadership skills
on an exciting trek adventure of five to six days.

Departure time:

Return time:

Duration of activity: Five to six days

Budget: Completed Approved

Camping: Duty roster Menu

Transportation: Group Self

Tour and activity plan: Completed Submitted

Equipment List e Camping gear (individual and group)
* Food
e Water

¢ Scout Basic Essentials (Review the list and take what you need.)
* Trek-specific gear

Activity e Obtain and study The Kodiak Challenge (No. 511-014).
e Get permission from your council training committee to conduct a Kodiak trek.
® Plan and conduct the trek as described in The Kodiak Challenge.
Safety Normal camping safety guidelines apply. Use the buddy system, and have a first-aid

kit handy. Cell phones are a good idea, as appropriate.

R e S R T T T
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RESOURCES AND REFERENCES

Books
Camping and Pioneering merit badge pamphlets

Boy Scout Handbook
Fieldbook

Knots and How to Tie Them

Organizations and Websites
Leave No Trace
Website: www.LNT.org

Tread Lightly
Website: www.treadlightly.org

Related Program Features
Geocaching, Hiking, Orienteering,
and Outdoor Ethics
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Go Vertical!

Your heart fluttering madly, you step gingerly toward the edge of the cliff, sit down on an invisible chair,
and then take a single step into thin air. At first, you can hardly let the rope slide through your hands, but
then you start taking baby steps down the face of the cliff: one step, then another, then another. Halfway
down, you bounce out just a little, beginning to feel the first surge of confidence. When you touch the
ground, you’re glad to be safe. But you're also ready to conquer the cliff again!

Climbing and rappelling are among the most exciting activities you can do in Scouting. Whether you visit
a climbing gym, a tower at Scout camp, or a wilderness site with cliffs and boulders, you will enjoy the
physical rush of descending on a rope and the mental challenge of finding a path back to the top.

Objectives
This month’s activities should: RELATED ADVANCEMENT

AND AWARDS

e Tenderfoot requirement 2

e Teach Scouts the principles of Climb On Safely.

¢ Show them how to identify climbing safety
hazards and how to avoid them. e Second class requirement 3a

* Help them become familiar with e First Class requirement 3

climbing equipment. e Camping merit badge requirement 9b6

* Teach the knots used in climbing. e Climbing merit badge

¢ Demonstrate the difference between climbing

y ¢ Rock Climbing and Rappelling Varsity Scout
and rappelling.

activity pin
e |et Scouts learn and demonstrate climbing and

. ) e Ranger: Mountaineering elective
rappelling skills.



Leadership Planning

As a leadership team, you may want to discuss
the following items when choosing climbing and
rappelling as your program feature during your
planning meetings.

1. Where can we find a BSA-certified climbing
instructor to help us learn about climbing
and rappelling?

Where do we want to climb, and what climbing
routes are available at the site we want to visit?

What is our unit’s current skill level? Do our
climbers have the skills required for the site we
want to visit?

What crew equipment do we need?
How much will the outing cost?

Do we have the correct number of qualified
and certified adults for the meetings and
main event?

How might the weather affect our plans?
How can we involve parents?

How can we incorporate Scout skills and
advancement into the main event?

10. To meet our needs, what should we change in

the sample meeting plans?

PARENTS CAN HELP WITH
THE CLIMBING AND
RAPPELLING PROGRAM BY:

1. Providing the necessary qualified
leadership for the activity (either
getting trained or finding someone
who is)

Providing transportation for the
main event

Helping rent or purchase gear

Researching places in the area to
climb or rappel

Helping ensure that the main event
is conducted in a safe manner

CLIMBING AND .
RAPPELLING INFORMATION

Climbing and rappelling activities carry more risk
than less adrenaline-fueled activities like nature
study and pioneering. With proper management,
that risk can be minimized. The Scout motto,

“Be Prepared,” can help you ensure that your
climbing and rappelling activities are fun and safe.

Climb On Safely

Climb On Safely is the Boy Scouts of America’s
procedure for organizing BSA climbing and rap-
pelling activities at a natural site or a specially
designed facility such as a climbing wall

or tower.

Climb On Safely includes eight core points.
These guidelines are summarized below; for more
details, see Climb On Safely, No. 430-099,

or complete Climb On Safely training.

1. Qualified Supervision—All climbing and
rappelling must be supervised by a mature,
conscientious adult at least 21 years of age
who understand the risks inherent in these
activities. This adult supervisor is trained in
and committed to compliance with the eight
points of Climb On Safely and is responsible
for recruiting trained instructors and verifying
their qualifications. One adult supervisor is
required for every 10 participants with a mini-
mum of two adults for any one group.




Qualified Instructors—A qualified climbing 5. Equipment—The climbing instructor should

and rappelling instructor who is at least 21 verify that the proper equipment is available
years of age and trained in the specific type for the size and ability level of the participants.
of climbing must supervise all BSA climbing Helmets, harnesses, rope, and climbing

and rappelling activities. There must be a hardware must meet appropriate requirements.

minimum of two instructors for all climbing
and rappelling activities (up to 12 participants)
and one additional instructor (at least 18 years
of age) for up to each additional six participants,
maintaining a 6:1 ratio.

6. Planning—Proper planning includes submit-
ting a tour and activity plan, sharing the climb-
ing and rappelling plan and an alternate plan
with parents and the unit committee, securing
necessary permits or written permission for

Physical Fitness —Evidence of fitness for the using private or public lands, enlisting the help
climbing and rappelling activity and a current of a qualified climbing instructor, and obtaining
BSA Annual Health and Medical Record are a current weather report for the area before the
required. The adult supervisor should adapt group’s departure.

all supervision, discipline, and precattions to 7. Environmental Conditions—The instructor,
anticipate any potential risks associated with each adult leader, and each participant assume
individual health conditions. responsibility for monitoring potentially danger-
Safe Area—All BSA climbing and rappelling ous environmental conditions that may include
activities must be conducted using an estab- loose, crumbly rock; poisonous plants; wildlife;
lished climbing and rappelling site or facility. and inclement weather.

A qualified climbing instructor should survey 8
the site in advance of the activity to identify
and evaluate possible hazards and to deter-

Discipline—Each participant knows, under-
stands, and respects the rules and procedures
for safely climbing and rappelling and follows

mine whether the site is suitable for the age, Climb On Safely and Leave No Trace. All par-
maturity, and skill level of the participants. ticipants should respect and follow all instruc-
Each participant and staff member in the fall tions and rules of the climbing instructor.

zone of a climbing and rappelling site must
wear a UIAA- or CE-approved rock-climbing
helmet. Everyone must be anchored or teth-
ered when within eight feet of a falling hazard.



Climb On Safely Training

Climb On Safely training is available in a classroom

setting and at www.myscouting.scouting.org.
Participants are issued a Climb On Safely card,
No. 33774, that is current for two years from the
date of training.

Climbing and Rappelling

Activity Limitations

Climb On Safely includes the following limits
on activities.

Boy Scouts

e Bouldering no higher than the climber’s
shoulder height, with trained spotters

e Top-rope climbing with trained belayers
e Rappelling with trained belayers
e Belaying with supervision and a backup

Older Boy Scouts, Varsity Scouts, and Venturers

e Bouldering no higher than the climber’s
shoulder height, with trained spotters.

¢ Top-rope climbing with trained belayers.
e Belaying with supervision.
¢ Rappelling with trained belayers.

e Only top-roped climbing only at the council and

district levels.

e Practicing lead climbing with a top-rope belay.

e Units with youth who are at least 13 years of
age may elect to participate in lead climbing
and/or snow and ice climbing only with train-
ing from a nationally recognized organization
that trains climbing instructors. BSA climbing
directors and instructors are not trained in lead
climbing or snow and ice climbing.

e Climbing and rappelling facilities may set more
restrictive standards than at the local council
and district level.

The Week of the Outing
Within the week prior to your main event, it is
important to consider these issues.

e Check to be sure that the weather predicted for
the place you intend to go is right for what you
intend to do; many climbing and rappelling sites
do not allow climbing for a certain number of
days after it has rained or snowed.

¢ Check to see that the participants have the
necessary equipment and gear for the outing.
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CLIMBING AND RAPPELLING GAMES

Shape Shifters

Equipment: A long piece of webbing tied in a
loop with a water knot

How to play: This game is meant to foster
communication and trust. Have everyone grab
on to the piece of webbing with both hands.
The leader of the game tells everyone to close
his or her eyes and to not speak during the
exercise. The leader then asks everyone to get
into a circle without talking. Repeat this exercise
with different shapes (triangles, squares, etc.).
Give each player a chance to lead.

Notes: If you have a large group, divide in two
teams and use two pieces of webbing. The
teams could compete to see which forms a
shape faster.

Knot Relay

Equipment: 1- to 3-foot piece of rope per
team of three to five players. (Aim for two to
four teams.)

How to play: Designate starting and ending
locations and a stump or surface—the ground

is OK—where knots will be tied. When the game
leader says “Go!” and names a knot, the first
person on each team runs to the stump/surface
and ties that knot. A judge at the location checks
it. If it is correct, the player unties the knot and
runs back to tag the next player. If it is incorrect,
the judge teaches the knot and lets the player
try again. The leader can add as many knots as
desired, but each player must tie each knot.

Notes: Knots could include figure eight follow-
through, figure eight on a bight, double fisher-
man'’s, bowline, butterfly knot, Prusik knot, and
double overhand knot

Ground Belay Relay

Equipment: Two or more ropes (60 to 180 feet
long), at least two harnesses for each rope, a
rudimentary anchor (webbing and carabiners),
and a belay device for each rope

How to play: Along a flat surface, set up two
or more simulated top-rope belays. Divide into
teams that will relay a belayed “climber” along
the floor. Be sure proper commands are used.
Team members can exchange harnesses

as needed.

Scoring: This is a timed race. A penalty of

5 seconds is assessed for each mistake, such
as wrong knots, improper harness wear, or
missing commands.

Notes: Use variations as needed, but keep the
focus on safety.

What Am 1?

Equipment: An assortment of gear and knots,
such as harness, ATC, Grigri, rappelling eight,
rope, cord, webbing, figure eight follow-through,
figure eight on a bight, double fisherman’s,
bowline, butterfly knot, Prusik, and double over-
hand; sticky notes that are sequentially num-
bered; a piece of paper and pencil for

every player

How to play: Lay out all the gear, putting a
numbered sticky note on each piece. Each
player then identifies each piece and writes it
down on paper.

Scoring: Teams check their responses and earn
a point for each correct answer. The team with
the most points wins.




Explain how it is done—Tell them.

E = D T G ad E a | Demonstrate the steps —Show them.
ldeas Guide learners as they practice—Watch them do it.

Enable them to succeed on their own—Have them practice/teach it.

EXPLAIN

* Talk about the several knots needed during
climbing and rappelling.

® Explain the types of anchors needed in an
outdoor area vs. an indoor area.

e Describe the types of gear needed for climbing,
rappelling, and belaying.

» Discuss technigues for climbing.
e Discuss how to deal with environmental issues.

¢ Explain how to find and access safe climbing
areas that meet the needs of the group.

e Explain how to care for gear.

GUIDE

e Have Scouts practice belaying techniques while
others “climb” a floor.

e Ask the Scouts to tie climbing and rappelling
knots while the leader demonstrates.

¢ Divide Scouts into groups. Teach them how to
tie anchors while following the leader.

e Help the Scouts put on harnesses and use the
belay and rappelling equipment.

* Talk Scouts through climbing techniques while
they are doing it.

° Remind Scouts to use the proper clothing and
sun protection during the activity.

e Show Scouts how to inspect equipment before
any climbing and rappelling activity.

DEMONSTRATE

e Demonstrate how to tie the knots needed for
both climbing and rappelling.

e Demonstrate how to tie several types
of anchors.

e Demonstrate how to put on or use the gear for
climbing and rappelling.

¢ Demonstrate several climbing techniques.

* Show what clothing and personal equipment are
best for climbing.

e Show what types of routes and climbing areas
are best for the group.

e Show climbing training videos.

ENABLE

¢ Have Scouts inspect equipment before every
climbing and rappelling activity.

e |et the Scouts tie the knots for the activity while
having the adults double-check them.

o | et Scouts help tie anchors for the activity.

e Have Scouts put their gear on and have
someone double-check it.

e Let Scouts try to belay other Scouts.

e | et the Scouts try climbing techniques on
their own.

MAIN EVENT SUMMARIES |

ESSENTIAL M cHALLENGING @ ADVANCED

Day Activity Day Activity

A trip to an indoor climbing Outdoor climbing—Go to a pre- Climbing competition—Compete
gym—Get beginning climbers selected natural climbing and in an organized climbing event.
started by visiting a local climbing | rappelling area; camp overnight as | Most often held at indoor climbing
gym, rock wall at a camp, or appropriate. Choose a safe place | facilities, these competitions

a similar outdoor site. Spend for trained consultants to assist usually include lead, speed, and
several hours practicing basic with different aspects of the activity | bouldering. Choose an event

skills and developing confidence. | such as setup, instruction, group appropriate for the group’s skill
management, and the main activity. | level. This is a great activity for
Have easy to challenging routes competing as a team. Skilled
to meet the varying skill levels. units could sponsor their

Overnight Activity

‘own event with appropriate
supervision and support.




A CLIMBING AND RAPPELLING

Meeting Plan: Hazards and Equipment

Week 1 Date

ACTIVITY DESCRIPTION RUN BY TIME*

Preopening Show selected climbing and rappelling videos from 6:45 p.m.
the Internet.

15 minutes before meeting

Opening Ceremony Flag presentation 7 p.m.
10 minutes Qath and Law
Uniform inspection

Group Instruction e Lead a discussion on the most likely hazards that may be 7:10 p.m.
encountered while climbing. Include information on risks,
weather, nature, injuries, equipment, etc.

» Introduce basic climbing gear. Display the gear with the
option for Scouts to handle it and ask questions.

15 minutes

Skills Instruction e Discuss proper attire and need for helmet, closed-toe 7:25 p.m.
shoes, and harness.

e Learn how to put on and adjust harness and
helmet properly.

e | earn how to inspect and care for a rope.

35 minutes

* Review the above equipment and skills.
e Learn the use of the equipment for anchors.

e Compare different carabiners and discuss how to use
them properly.

e Learn the proper care and placement of edge protection.
e Show how to use and care for webbing.

e Review the above equipment and skills.

e Get an introduction to rock climbing shoes; get a shoe
fitting if possible.

’ s Review and learn about the protection equipment needed
for lead climbing.

e Practice the knots for climbing, rappelling, belaying,
and anchors.

e |earn about the different types of anchors.

Breakout Groups s Practice harnessing, helmeting, shoeing, and having 8 p.m.
15 minutes Scouts check each other to make sure gear is put
on correctly.

e Have a station with a mock setup of a climbing area.

Game Play Shape Shifters (described earlier). 8:15 p.m.
10 minutes

Closing Announcements 8:25 p.m.
5 minutes Leader’s minute
Closing

Total 90 minutes of meeting

After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.
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ACTIVITY

Meeting Plan: Climb On Safely and Knots

Week 2 Date

DESCRIPTION

/\ CLIMBING AND RAPPELLING

RUN BY TIME*

Preopening ¢ Display ropes and equipment as Scouts arrive, as well as 6:45 p.m.
15 minutes before meeting rope logs if possible.
¢ Show Scouts how to inspect ropes and equipment for dam-
age and excessive wear.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law
Group Instruction * Present an overview of Climb On Safely 7:10 p.m.
25 minutes ° Ensure that all members understand each of the
eight points.
Skills Instruction Learn and practice the figure eight, water knot, 7:35 p.m.
25 minutes and safety knot.
° Review the above knots.
¢ Learn the use of the equipment for anchors
¢ Learn and practice the following the barrel knot and
fisherman'’s knot
* Review the above knots.
‘ ® Learn and practice the Prusik knot.
Breakout Groups ¢ Begin group planning for participation in main event, 8 p.m.
15 minutes including menus.
¢ Review members’ advancement status.
Game Play Knot Relay (described earlier). 8:15 p.m.
10 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader’s minute
Closing
Total 80 minutes of meeting
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.




/\ CLIMBING AND RAPPELLING

Meeting Plan: Climbing and Protection

Week 3 Date

ACTIVITY DESCRIPTION RUN BY TIME*

Preopening Show the video “Nine Lessons From Rock Climbing” from
www.ted.com.

15 minutes before meeting

Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law

Uniform inspection
Group Instruction ¢ Explain and demonstrate the different techniques 7:10 p.m.
10 minutes for ciimbing.

e Discuss top roping and lead climbing and rappelling.
e Use diagrams or photos as examples.

Skills Instruction e Learn the commands between climber and belayer. 7:20 p.m.
40 minutes e Learn proper belaying technique.
s Set up a basic belay system on the floor, and practice as
if climbing.

s Review climber commands and belaying techniques.
. ¢ |earn how to set a three-point anchor safely.

e Review the above skills.

’ e Learn the principles of lead climbing.

e Discuss where and when one should use nuts,
hexcentrics, or cam devices.

Breakout Groups ¢ Review advancement requirements related to climbing 8 p.m.
and rappelling.

¢ Determine what requirements members will still need to
compete for badges, such as the Climbing merit badge,
after the main event.

15 minutes

Game Play Ground Belay Relay (described earlier). 8:15 p.m.
10 minutes

Closing Announcements 8:25 p.m.
5 minutes Leader’s minute

Closing

Total 90 minutes of meeting

After the Meeting
15 minutes

Leadership team reviews plans for the next meeting and for
the main event.

*All times are suggested.



ACTIVITY

/\ CLIMBING AND RAPPELLING

Meeting Plan: Rappelling

Week 4 Date

DESCRIPTION RUN BY TIME*

Preopening Challenge each Scout on amival to tie a one-handed bowline.
15 minutes before meeting
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law
Group Instruction e Discuss rappelling commands and the relationship 7:10 p.m.
5 minutes between the rappeller and the belayer.

e Discuss how climbing and rappelling commands differ.
Skills Instruction Learn and practice rappelling skills: 7:15 p.m.
45 minutes ¢ How to tiein

e Different braking devices

® Going over the edge

* Review the above rappelling skills.

. ® |earn how to belay a rappeller.
¢ Review the above rappelling and belaying skills.
’ * Learn how to ascend a rope using the Prusik knot or
ascending device.
Breakout Groups ¢ Finalize plans for participation in the main event. 8 p.m.
10 minutes * Determine what advancement requirements can be
completed during the main event.

Game Play “What Am [?” (described earlier). 8:10 p.m.
15 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader’s minute

Closing

Total 90 minutes of meeting

After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.
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CLIMBING AND RAPPELLING

Main Event: A Trip to an
Indoor Climbing Gym

Date

Logistics ‘ Essential (Tier I)

Location: : Get beginning climbers started by visiting a local
climbing gym, rock wall at a camp, or a similar
outdoor site. Spend several hours practicing basic

' skills and developing confidence.

Departure time:

Return time:

Duration of activity: 4 to 6 hours

Budget: Completed Approved

Camping: Duty roster Menu

Transportation: Group Self

Tour and activity plan: Completed____ Submitted ______

Equipment List ¢ Trained climbing consultant

e Appropriate clothing

e Sack lunch

e Money for gym fees

¢ Signed waivers for gym

¢ Climbing gear (if not supplied by gym)
e Cell phones as appropriate for safety

Activity e Meet for transportation to climbing location.

¢ Upon arrival, check in to climbing facility.

* Receive orientation, and learn gym safety rules.

¢ Work with the climbing consultant to learn climbing skills.
* Enjoy a day of climbing.

e Return home.

¢ Follow up with the appropriate thank you notes.

Safety While climbing does present safety risks, training in proper technique and adherence
to the rules can eliminate most dangers. Horseplay of any kind cannot be tolerated.
For the safety of others, those who do not follow the rules must be removed from
the activity.

Look for a climbing gym that adheres to the standards of the Climbing Wall Association.
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CLIMBING AND RAPPELLING

Main Event: Outdoor Climbing

Date

Logistics Challenging (Tier )

Location: Go to a previously selected natural climbing and
rappelling area and camp overnight. Choose a
safe place to have trained consultants assist you
in the different aspects of the activity such as

Departure time: setup, instruction, group management, and the
Retumnitire: climbing and rappelling activity. Routes should
elrmime. range from easy to challenging to meet the

Duration of activity: Weekend varying skill levels of the group.

Budget: Completed Approved

Camping: Duty roster Menu

Transportation: Group Self
Tour and activity plan: Completed Submitted
Equipment List e Trained climbing consultant

* Personal climbing gear (helmet, harness, appropriate shoes)

e Group climbing gear (ropes, webbing, anchors, belaying devices, etc.)
e Group camping gear

* Personal camping gear

° Water

¢ Scout Basic Essentials (Review the list and take what you need.)

e Meal plan and food

e First-aid kit

e Cell phone for emergency communication

Activity e Choose a safe local climbing area.

® Plan to camp nearby.

® Travel to camping area.

e Demonstrate good camping skills.

° Arrive at climbing area and receive safety orientation from trained consultants.
e Assist with setup as appropriate to skill levels.

e Learn and practice good climbing and rappelling techniques.

e Focus on safety.

Take down climbing equipment and clean area.

Travel home.

Safety All climbing participants must follow climbing rules at all times. Climb On Safely proce-
dures should be learned prior to arriving at climbing and rappelling location. Only those
participants with appropriate skills should assist with setup of climbing routes, and
their work must be checked and approved by trained and qualified climbing consul-
tants. Participants should never attempt climbing activities beyond their skill levels.
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/Nl CLIMBING AND RAPPELLING

Main Event: Climbing Competition

Date

Logistics
Location:

Advanced (Tier lll)
Compete in an organized climbing competition.

Most often held at indoor climbing facilities,
these competitions usually include lead, speed,

Departure time:

and bouldering contests. Choose an event that
is appropriate for your group’s skill level. This is

Return time:

a great activity for the group when competing as
a team. Units that have a high skill level could

Duration of activity: 4 hours or overnight

sponsor their own event with appropriate
supervision and support.

Budget: Completed Approved
Camping: Duty roster Menu
Transportation: Group Self

Tour and activity plan: Completed_ Submitted

Equipment List

Trained climbing consultant

Entry form for competition with appropriate signed waivers
Personal climbing gear (harness, shoes, helmet)
Competition climbing gear (if putting on your own event)
Nutritious meals for competition

Camping equipment, if staying overnight

Activity

Find an appropriate climbing competition.

Train for the event using safe climbing practices.

Travel to event venue.

Camp or lodge as appropriate

Go through a safety orientation of climbing venue.
Assist with climbing competition according to skill level.
Compete as a team or as individuals.

Demonstrate good sportsmanship.

Assist in cleaning up after the event.

Travel home.

Safety

All climbing participants must follow climbing rules at all times. At this level, Climb On
Safety procedures should be well-known to all participants. Only those participants
with appropriate skills should assist with setup of climbing routes, and their work must
be checked and approved by trained and qualified climbing consultants. Only units
with a great amount of skill and experience should consider creating their own climb-
ing competition.

Local climbing gyms and outdoor shops should be able to help you identify climbing competitions in your area.
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RESOURCES AND REFERENCES

Books
Climbing merit badge pamphlet

Climb On Safely
Passport to High Adventure
Topping Out: A BSA Climbing/Rappelling Manual

The Mountaineers. Mountaineering: The Freedom
of the Hills. Mountaineers Books, 2010.

Websites
Black Diamond Equipment
Website: http://blackdiamondequipment.com

Climbing Wall Association
Website: http://www.climbingwallindustry.org

Petzl
Website: http://www.petzl.com/us/outdoor

Rockclimbing.com
Website: http://www.rockclimbing.com

Triple Crown Bouldering
Website: http://www.triplecrownbouldering.org

USA Climbing
Website: http://usaclimbing.net

Related Program Features
Camping, Cave Exploring, Outdoor
Ethics, and Sportsmanship
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COM

Getting and Giving Information

An old movie called Cool Hand Luke included this famous line: “What we’ve got here is a failure to com-
municate.” But communication failures don’t just happen in the movies; they happen in school, in families,
and in Scout units. Have you ever had a campout where somebody showed up late because he didn’t
hear the announced time? Have you ever had a meeting where nobody listened, even when the senior
patrol leader held up the Scout sign for five minutes? Have your parents ever failed to hear what you were
trying to say about chores or homework—or have you ever failed to hear them?

Communication is an essential life skill—a critical skill—that all people need. The activities in this program
feature will help your Scouts use a variety of communication techniques more effectively. It will also put
Scouts on the road toward earning the Communication merit badge or other badges and awards related

to communication.

Objectives
This month’s activities should:

» Help Scouts become better communicators
and listeners.

¢ Introduce Scouts to a variety of
communication methods.

e Help Scouts understand and overcome
communication barriers.

¢ Emphasize the importance of Internet safety.

¢ Encourage Scouts to pursue
communication-related awards.

® Introduce Scouts to careers in the
communication field.

¢ Build self-confidence by learning and
demonstrating skills.

RELATED ADVANCEMENT
AND AWARDS

Tenderfoot requirement 2
Second Class requirement 3a
First Class requirements 3, 11

Communication, Computers, Digital
Technology (which will replace Computers

in 2014), Journalism, Public Speaking, Radio,
and Theater merit badges

Interpreter strip
Cyber Chip

Ranger: Communications core requirement



Leadership Planning

During your planning meetings, you and your
leadership team may want to discuss the following
items when choosing communication as your
program feature:

i
2.

What do we want our main event to be?

Which merit badges would we like to focus on
this month?

What adults in our unit have
communication expertise?

Who else do we know who could serve as a
communication instructor?

Are there areas in our unit where we struggle
to communicate?

How can we involve parents?

To meet our needs, what should we change in
the sample meeting plans?

PARENTS CAN HELP WITH THE

COMMUNICATION PROGRAM

FEATURE BY:

1. Serving as presenters or merit
badge counselors

2. ldentifying a location for the
main event

3. Providing transportation for the
main event

COMMUNICATION:
A KEY TO OPENING DOORS

Communication is important to your life. Being
able to communicate effectively is key to
achieving success. It is the way you get people
to understand your values, interests, talents,
abilities, needs, and wants. It is how you show
your knowledge about things.

Good communication means more than just
expressing yourself. It also involves listening
carefully to others, knowing when to speak up,
and knowing when to keep your thoughts to
yourself. If you can communicate well, you will
be better at just about everything you do, from
Scouting to schoolwork to being a good friend.

As you grow older, your ability to communicate
grows with you. When you were an infant, you
cried to communicate simple messages such as
“I'm hungry!” or “My diaper needs changing!”

At about 6 weeks of age, you learned to
communicate by smiling. This was how you said:
“I'm happy” or “I'm comfortable with you.” At
around 6 months, you started talking. A mixture
of sounds and words tumbled out of your mouth.
Every day, you got a little better at it. By the time
you started school, you had advanced from
“Da-dal” to “Can you come over to play?”

@
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Today, you are able to communicate complex
thoughts about things like sports, math, and movie
plots. You may have learned a special group of
words related to a favorite hobby or sport. You
may have even learned to communicate in a
second language.



Speaking without words. Not all communication
uses words. There are many ways we communicate

nonverbally, or “without words.” Nonverbal
communication can still use symbols, however.
For example, if a Scout is in a public place and

he sees a female figure on a bathroom door, he will
know not to go through that door, even if there are
no words on it.

Some types of communication use words and
nonverbal symbols. The eight-sided red sign
printed with the word STOP in white letters tells
drivers to stop their cars. You would probably know
the sign’s meaning even if the word was not there.
That is because the color red, which signifies danger,
and the eight-sided shape (called an octagon) are
used on no other road sign in the United States. In
this case, three different symbols—a word, a color,
and a shape—all help communicate the same
important meaning.

What Is Communication?

Simply put, communication is the act of

sharing information with others. Most forms

of communication are symbolic. A symbol is
something that means or stands for something
else. For example, the American flag is a symbol
of America.

Language. Language is the most common

way we use symbols to communicate verbally
and in writing. Most languages use an alphabet
to symbolize (stand for) sounds in the spoken
language. We combine letters in the alphabet to
form words that can be spoken or written. Some
words symbolize things you can hold or touch.
“Apple,” for example, stands for a fruit we love to
eat. Other words, such as “love,” “intelligence,”
and “freedom,” stand for intangible things—things
you cannot hold or touch.

We combine words to form sentences. Sentences
state facts, opinions, questions, or commands,
such as, “The apple looks delicious” and “May |
have one?”




Talking with your body. Another nonverbal way

to communicate is through “body language.”

Body language is communication through body
movements, gestures, and facial expressions. It can
be as simple as a smile, frown, or nod of the head.

Shaking hands when you meet someone is a
nonverbal way to communicate goodwill. For
people in the military, a salute—raising the right
hand, held flat to the forehead over the right
eyebrow—shows respect. Legend has it that the
practice had its origin in the Middle Ages, when
knights raised the visors of their helmets to greet
each other.

Body language can even communicate whole
sentences. For example, many people who are
deaf, and their friends and families, use a special
language called American Sign Language, or ASL.
This language uses hand movements and “finger
spelling” to communicate thoughts.

Why Study Communication?

If we learn to communicate naturally, why do
we study communication? The answer is that
we all can improve our communication skills if
we practice them. That improvement means
learning to be a better listener and a more
confident public speaker.

According to the National Communication
Association, “Communication is a learned skill.
Most people are born with the physical ability
to talk, but we learn over time to speak well and
communicate effectively.”

Have you studied a foreign language in school?
If so, you could qualify to wear an interpreter
strip on your uniform. To earn this award, you
must carry on a five-minute conversation,
translate a two-minute speech or address, and
write a letter in the language (this requirement
does not apply for sign language), and translate
200 words from the written word. (Different
requirements apply to the Morse Code strip.)



COMMUNICATION GAMES

Sealed Orders

Equipment: Pencil and two sheets of paper

How to play: Divide the troop into two teams.
Each team chooses a captain. The two teams
assemble to await orders. Give the captain

of each team a folded slip of paper with
orders written on it for the captain’s team.
The captain returns to his team, looks at

the orders, and, without moving the team,
determines the strategy to be used in
carrying out the orders. On signal,
both teams attempt to carry out

their orders. The orders given to

the two teams contradict so that
they work against each other.

For example, one message might
read, “Leave the room,” and

the other might read, “Don’t

let anyone leave the room.”

Establish a one-minute time

limit for the action.

Scoring: For each team,

give 1 point for every player
who accomplished the assign-
ment, and, for every player
who failed, 1 point goes to the
opposing team.

Who Am 1?

Equipment: For each player, a card or piece
of paper at least 2 inches square, each printed
with a famous name (can be those of real
people or of fictional characters —Spider-Man,
Christopher Columbus, a current or past U.S.
president, Robert Baden-Powell, etc.)

Procedure: Each player has a name card
pinned on his back but does not know whose
name is on the card. The players circulate and
ask yes-or-no questions such as “Am | alive?”
and “Am | an American?” Only two questions
can be asked of one person, then the player
must move on to ask another person gquestions.
Players who identify the name on their card may
stop or get another name and start over.

Get the Message

Equipment: Signal flag and secret message of
30 letters for each patrol, signal system chart for
each patrol, paper and pencil for each Scout

Procedure: Each patrol has one signaler

and one dictator. These two players are sent
100 yards or more away from the rest of the
patrol and given a secret message to send with
the signal flag. The rest of the patrol members
are the receivers. When the message is sent,
each receiver writes the
message on his paper.
There must be no communi-
cation between receivers in
the patrol. The signaler may
not repeat the message,
but he may send it slowly
enough to be understood
by all his patrol members.
The patrol leader collects
the slips for the judge.

Scoring: All correct letters
recorded by the receivers
are added together, then
divided by the number of
receivers to get the patrol
average. The patrol with the
highest average wins.

Variation: This same game could be played
at night using flashlights and Morse code, or
during the daytime using mirrors.

Follow My Voice
Equipment: Blindfold

How to play: Blindfold one Scout and assign a
second Scout to be the guide. Without touching
the blindfolded Scout, the guide should direct
the Scout to a specified destination across

the room, being careful to avoid any obstacles
along the way. The catch is that the other play-
ers can shout contradictory directions to the
Scout. Continue playing with different Scouts in
the two roles until time is up.
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Explain how it is done—Tell them.

E - D & G - E . Demonstrate the steps—Show them.

Ideas Guide learners as they practice—Watch them do it.

Enable them to succeed on their own—Have them practice/teach it.

EXPLAIN DEMONSTRATE

* Describe the various communication-related * Invite ham radio operators to demonstrate their
merit badges and awards. skills at a meeting.

¢ Explain the three things you should avoid doing * Show YouTube videos of famous speeches.
related to use of the Internet. * Have communication professionals demonstrate

¢ Introduce the Cyber Chip program. their work at a meeting or on a field trip.

® Demonstrate less-familiar communication meth-
ods like semaphore and Morse Code.

GUIDE ENABLE

* Have the Scouts list as many ways as they can ® Have Scouts use the EDGE technique to teach
think of to communicate with others. a skill.

* Play games that create communication barriersto e Make time in unit meefings for Scouts to give
illustrate the importance of good communication. Communication merit badge speeches.

* Make arrangements for Scouts to get hands-on e Hold campfire programs and interfaith services to
practice with equipment at a television studio, let Scouts practice communication skills.
newspaper office, or other communication facility. s Make counselors available for communication-

¢ Guide older Scouts in a discussion of the unit’s related merit badges.

communication methods, including what works
and what could be improved.

MAIN EVENT SUMMARIES

ESSENTIAL Bl CHALLENGING @ ADVANCED

Day Activity Overnight Activity

Communication field trip—Take | Communication hike — Take a hike | Merit badge weekend—Camp
a field trip to a television studio, | with a twist. Create communication | in a favorite spot and use part

Day Activity

newspaper office, ad agency, barriers to illustrate the importance | of the time to work on the
movie studio, or other site where | of effective communication.  Communication merit badge. Be
communicators work. sure to take advantage of other

activity and advancement options
at the campsite.




ACTIVITY

COMMUNICATION

Meeting Plan: Communicating Effectively

Week 1 Date
DESCRIPTION

RUN BY TIME*

Preopening As Scouts arrive, give them copies of the Scout Oath and 6:45 p.m.
; ; Scout Law from other countries (in the original languages).
minutes before meetin
utes e Challenge them to translate the texts into English.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Qath and Law
Uniform inspection
Group Instruction Have the Scouts list as many ways as they can think of to 7:10 p.m.
15 minutes communicate with others (face-to-face, by telephone, by
email, by texting, etc.). For each type of communication,
have them name instances when that method would or
would not be appropriate or effective.
Note: This activity relates to Communication merit badge
requirement 1d. .
Skills Instruction e Learn and practice the EDGE method. 7:25 p.m.
30 minutes e Work on Tenderfoot, Second Class, and First Class
requirements as needed.
* Review the EDGE method.
- * Work on Communication merit badge requirement
1c together.
¢ Review the EDGE method.
= Working with the unit leader, review the ways the unit
’ communicates with members and parents.
¢ Discuss what works and what doesn’t, and make a plan for
improving communication.
Breakout Groups ¢ Discuss plans for the main event. 7:55 p.m.
15 minutes * Review what personal and group equipment will
be needed.
Game Play Sealed Orders (described earlier). 8:10 p.m.
15 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader’s minute
Closing
Total 90 minutes of meeting
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.




COMMUNICATION

Meeting Plan: Nonverbal Communication

Week 2 Date

ACTIVITY DESCRIPTION RUNBY TIME*

Preopening Post pictures around the meeting room of sports officials 6:45 p.m.
15 minutes before meeting giving signals. Challenge Scouts to correctly identify what
the signals mean.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law
Uniform inspection
Group Instruction * Have a Scout working on the Communication merit badge 7:10 p.m.
15 minutes give his five-minute speech, or show a YouTube video of a
speech such as an inaugural address.
¢ Have half the group watch the speech and the other half
listen with their eyes closed.
e Afterward, invite Scouts to discuss how persuasive the
speech was and how the speaker’s body language,
delivery, and mannerisms affected the message.
¢ Discuss whether and why those who watched the speech
reacted differently from those who just listened to it.
Skills Instruction Work on Tenderfoot, Second Class, and First Class 7:25 p.m.
30 minutes requirements as needed.
Work on Communication merit badge
requirement 4 together.
Begin planning a campfire program or interfaith worship
service to be conducted during the main event.
Breakout Groups * Plan a cooking menu. 7:55 p.m.
15 minutes ¢ Begin meal planning and create a duty roster for the
main event.
Game Play Paper-Wad Tennis. (See Troop Program Resources.) 8:10 p.m.
15 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader’s minute
Closing
Total 90 minutes of meeting
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.



Meeting Plan: Communicating Online
and Over the Air
Week 3 Date
ACTIVITY DESCRIPTION RUN BY TIME?*
Preopening Invite a ham radio operator to set up at your meeting place 6:45 p.m.
15 minutes before meeting so Scouts can experience amateur radio as they arrive.
Introduce Scouts to the Morse Code interpreter strip.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Qath and Law
Group Instruction Have a guest speaker discuss the dos and don’ts of Internet 7:10 p.m.
25 minutes safety. Watch a video from the NetSmartz Workshop website.
Skills Instruction » Review the Cyber Chip requirements for grades 6-8. 7:35 p.m.
25 minutes e Read and sign the Level Il Internet Safety Pledge
from NetSmartz.
= Review the Cyber Chip requirements for grades 9-12.
. ¢ Read and sign the Level Il Internet Safety Pledge
from NetSmartz.
» Make plans to use the EDGE method to teach Internet
’ safety to a patrol or Webelos den.
e Continue plans for the main event campfire program or
interfaith service.
Breakout Groups s Each group fills out a duty roster for upcoming campout. 8 p.m.
15 minutes o |dentify special equipment needed for additional activities.
Game Play Get the Message (described earlier). 8:15 p.m.
10 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader’s minute
Closing
Total 90 minutes of meeting
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

“All times are suggested.



COMMUNICATION

w Meeting Plan: Careers in Communication

Week 4 Date

ACTIVITY DESCRIPTION RUN BY TIME*

Play Slow Motion Telephone: Give a verbal message of 20 6:45 p.m.
or so words to the first Scout who arrives. He passes the
message on to the next Scout who arrives, and so on. At
the opening, have the last Scout who received the message
repeat it out loud to show how much the message changed
in transmission

Preopening
15 minutes before meeting

Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law

Uniform inspection
Group Instruction * Recruit representatives from three or more careers in 7:10 p.m.
40 minutes communication. (Ideally, these individuals would also be

counselors for communication-related merit badges.)
* Set up a round-robin so that Scouts in small groups can
visit all the representatives and learn about their careers.

* Representatives should discuss the education, training,
and experience required for their careers (Communication
merit badge requirement 9).

Skills Instruction Work on Tenderfoot, Second Class, and First Class 7:50 p.m.
requirements as needed.

10 minutes

° Review the list of communication-related merit badges.

. ¢ Encourage each Scout to pick one to work on in the
months to come.

Finalize plans for the main event campfire program or

interfaith service.
Breakout Groups Finalize plans for the main event. Plan the group’s portion of 8 p.m.
10 minutes the campfire program or interfaith service.
Game Play Follow the Leader (described earlier). 8:10 p.m.
15 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader’s minute

Closing

Total 90 minutes of meeting

After the Meeting Leadership team reviews plans for the next meeting and for

15 minutes the main event.

*All times are suggested.
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A\ COMMUNICATION

Event: Communication Field Trip

b ¢
®
Date

Logistics Essential (Tier I)

Location: Take a field trip to a television studio, newspaper
office, ad agency, movie studio, or other site
where communicators work.

Departure time:

Return time:

Duration of activity: 3 to 4 hours

Budget: Completed Approved

Camping: Duty roster Menu

Transportation: Group Self

Tour and activity plan: Completed Submitted

Equipment List * Food

e Water

Scout Basic Essentials (Review the list and take what you need.)

Activity °

Identify a local communication facility your unit can visit. (If it’s not local, the field trip
could easily be combined with a campout.)

Make arrangements to visit and try to get permission to do a hands-on activity rather
than just a passive tour.

Review the requirements for related merit badges to see if any requirements could
be completed during the visit.

Share those requirements ahead of time with the contact person at the site to see if
he or she can tailor the visit to accommodate those requirements.

Safety Use the buddy system; cell phones are a good idea as appropriate. Have a first-aid
kit handy.

T T e
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COMMUNICATION

Main Event: Communication Hike

Date

Logistics Challenging (Tier Il)

Location: Take a hike with a twist: Create
communication barriers to illustrate the
importance of effective communication.

Departure time:

Return time:

Duration of activity: 4 to 6 hours

Budget: Completed Approved

Camping: Duty roster Menu

Transportation: Group Self

Tour and activity plan: Completed Submitted

Equipment List N

Pencil and paper

Food

Water

Scout Basic Essentials (Review the list and take what you need.)

Activity °

Plan a day hike in your area.

To add a communication element to the hike, set up scenarios that complicate com-
munication: a Scout who speaks a foreign language should use only that language;
certain Scouts should not be allowed to talk; Scouts should talk only to adults
through designated intermediaries, etc.

Change up these assignments throughout the hike.

Have other periods where no one is allowed to speak but must use other methods
of communication.

At the end of the hike, have a time of reflection and discuss what the group learned
about effective communication.

Safety Use the buddy system; cell phones are a good idea as appropriate. Have a first-aid

kit handy.
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COMMUNICATION

Main Event: Merit Badge Weekend

Date

Logistics Advanced (Tier llI)

Location: Camp in a favorite spot and use part of the time
to work on the Communication merit badge.
Be sure to take advantage of other activity and

! advancement options at the campsite.

Departure time:

Return time:

Duration of activity: Weekend

Budget: Completed Approved

Camping: Duty roster Menu

Transportation: Group Self

Tour and activity plan: Completed Submitted

Equipment List » Paper and pens

« Supplies for the Communication merit badge, such as poster board, markers, and
collage materials

e Camping gear (individual and group)

* Food

o Water

e Scout Basic Essentials (Review the list and take what you need.)

Activity e Find and reserve a campsite. Look for a place with a shelter or building where you
can work.

» Choose the Communication merit badge requirements that can be done during
the campout.

o |dentify adults who can teach those requirements and facilitate work.

e Set up a round-robin schedule so Scouts can work on each of those requirements
during the campout.

e Take time during the day for hiking or other activities.

Safety Use the buddy system; cell phones are a good idea as appropriate. Have a first-aid

kit handy.
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Getting Stronger, Going Farther

Bicycling is great way to combine exercise, travel, and recreation in one activity. Few activities are better
than uphill cycling for intense aerobic exercise and physical fitness. Cycling’s downhill speed is simply
thrilling. Another attraction is that you can bicycle four times father than you can jog in the same time period.
Even cycling to school or work is much more than just a transportation alternative. It is always recreational,
diverting your mind from your daily indoor work to enjoyment of the outdoor environment. It is a means of
travel that will reduce stress and restore and energize your spirits.

You can ride in bicycle races if you like, but most cycling is the noncompetitive touring or commuting type—
although you will probably have trouble resisting the urge to pass those riding ahead of you even when you
are only touring or commuting. Trick riding on BMX bikes and trail riding on mountain bikes are also part of
the cycling scene. Whether you stick to only one type or participate in all kinds of cycling, you will probably
find that cycling becomes a valuable and enjoyable lifelong activity. It might even lead you to a career.

Objectives
This month’s activities should: RELATED ADVANCEMENT
AND AWARDS

¢ Tenderfoot requirements 2

e Show Scouts how to ride safely.

e Teach cycling first aid.

e Teach Scouts how to maintain and repair * Second Class requirements 1b and 3a

their bikes. e First Class requirements 3 and 10
¢ Show Scouts how to plan rides and routes. ¢ Cycling merit badge
e Teach good cycling nutrition. * Personal Fitness merit badge
¢ Introduce Scouts to cycling organizations. e 50-Miler Award
e Teach about cycling gear and clothing. e Cycling and Freestyle Biking Varsity Scout
activity pins

¢ Ranger: Cycling/Mountain Biking elective

e Quest requirement 5
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Leadership Planning

As a leadership team, you may want to discuss
the following items when choosing cycling as your
program feature during your planning meetings.

1. Do we know an accomplished adult cyclist who

is also a good Scouter?
Where are the local bicycle stores?

What bike organizations and clubs exist in
our community?

4. Do our members all have bikes and helmets? If
not, how can we help them get equipped?

5. What cycling skills do our members already
have, and what do they lack?

Does our community have a bike route map?
What are the best bike trails near us?

What are the best-organized bike events and
programs in our community?

9. What kind of cycling will be most interesting to
our members?

PARENTS CAN HELP WITH THE
CYCLING PROGRAM FEATURE BY:

1. Providing and requiring the use
of helmets

Participating as riders or
support drivers

Providing safe and functional bikes

Providing proper clothing
and shoes

Providing repair and maintenance
tools and expertise

BICYCLING SAFETY TRAINING

The speed made possible by riding a bicycle
inherently increases the risk of injury, with the head
being the most vulnerable body part. However,
any bicycle fall is potentially life threatening even
without speed, because the head is likely to

strike a hard surface with enough force to cause

a concussion, if not a skull fracture. Accordingly,
an essential part of cycling gear is a good quality
and well-fitted helmet. It is essential to understand
the risk involved from head injury and the absolute
necessity of wearing a helmet when biking.

Too far back Correctly

positioned

Too far forward

The helmet, however, is no match for a collision
with a motor vehicle. Youths often want to ride in
vehicular traffic without an adequate respect for
and understanding of the risks related to the bike
and motor vehicle collision. The bike rider always
loses in such a collision.



Defensive riding practices and cycling rules of the
road must be learned and practiced before riding
in vehicular traffic. Practice should be conducted
on bike trails or lightly traveled roads until skill
levels are sufficient for safe riding in traffic. Special
attention should be paid to staying in the bike lane
and being alert for the danger of doors being flung
open into the bike lane by parked cars and with
drivers making a right-hand turn across bike lanes.

Bicycling need not be too expensive. A great many
used bikes are available for sale at affordable
prices. Likewise, bike helmets and clothing

can be purchased inexpensively with a little
searching. Discount sellers are easy to find both
in traditional stores and on sellers’ websites. Like
most products, however, you often get what you
pay for in terms of quality, and there always are
low-quality bicycle products for sale that should
be avoided. Determining the quality of bikes and
accessories is something leaders can teach.

Nutrition

Good nutrition is critical for long-distance bike
riding and endurance. Energy drinks should

be used if riding more than 10 miles to replace
electrolytes and help prevent muscle cramping—
especially when climbing hills. You have to force
yourself to eat and drink, because thirst and
hunger are suppressed when riding. Energy bars
or gels supply necessary biking fuel, and they can
replace the high number of calories burned when
riding more than 10 miles.

Bicycle Training and Touring

While almost anyone can ride a bike for 10 to 20
miles, rides of longer distances require training to
condition the body for the stress involved and to
build endurance. Many Scouts have believed they
were the exception to the rule and were so strong
that they could ride 50 or more miles without
training, only to find they “hit the wall” after about
20 miles and had to quit.

How to avoid this embarrassing situation? Plan

a series of training rides leading up to the long-
distance main event. With a couple of months of
training, one can ride 100 miles; with only one month
of training, one can easily ride 50 miles to satisfy

the requirements of the Cycling merit badge using

a road bike, or 22 miles using a mountain bike.

Like most athletic conditioning, consistent daily
training is the key. A daily ride of 10 to 15 miles

is ideal and should take only about one hour to
complete. Then, on weekends, take longer rides of
20, 30, 40, and finally 50 miles to satisfy the merit
badge requirements (using a road bike). Following
that feat, if desired, keep training for another
month to complete an all-day “century” ride of 100
miles as a highlight of the summer.

During the spring, summer, and fall months, there
are typically organized bike rides available in most
cities on many weekends and even weekdays.
They may offer varying distances and provide

the support needed for relatively carefree group
touring. Some such rides provide T-shirts, well-
stocked rest stops, and even entertainment. Plus,
you get the fun of riding with lots of experienced
riders. Contact local bike clubs and organizations
in your city to find out what organized rides are
available. Group rides are great fun and often
double as a charitable event for a good cause.



Before you start training for a long-distance ride,
it is important to make sure you have the right
bike that fits you well. Bikes are made for different
types of riding and cannot effectively be used
interchangeably. Mountain bikes are designed

for trail riding and should not be used for long-
distance road riding. That is because they are too
heavy to be ridden long distances at high speeds.
Weight—lack of weight, really—is everything in
long-distance riding and especially hill climbing.
To satisfy the 50-mile ride requirement for the
Cycling merit badge, you should use a lightweight
road bike, preferably one weighing no more than
about 25 pounds.

Good fit is as important as weight. Little neck or
seat pains quickly become unbearable over many
miles. The most important part of your bike is
the seat, and a newer ergonomic design is really
worthwhile for comfort on long rides. Get expert
assistance to make sure your bike is the right
type, size, and design for your body type and
for long-distance riding—and that it's properly
adjusted for you. Padded bike shorts are also
recommended for comfortable long-distance
riding. This can be purchased at most stores
that carry cycling equipment.

On a road bike, the handlebar ends should be
tited up or down so they are oarallel to the
ground. Is the handlebars are in the correct
postion, your back should be at a
45-degree angle when you
are riding. (This angle is a
suggested guideline: your
personal preference may
vary.) If not, you may have
to change to a different size
hadlebar stem or adjust the
height of the bars.

Avoiding Cycling Sunburn
Skin sun damage is cumulative and
can lead to skin cancer. To avoid skin
damage, follow these tips:

® Use a sunblock with a sun
protection factor (SPF) of 30 or
higher on all exposed skin,
and reapply it several times
during the day.

¢ Use gloves for protection

E
from the sun and spills. 0Guargm

* Wear long sleeves and
biking tights.

e Wear a head and neck
cover. Your helmet will also
provide some protection
from the sun.




- - — o e—— e
To check the fit of a bicycle, straddle the top tube and lift the handlebars until the
top tube reaches your crotch level. If the road bike fits you, there should be about
an inch or two of space between the front tire and the ground, which allows you
to dismount safely and ride with maximum efficiency. For a mountain bike, there
should be 2 to 4 inches of space.

Four Weekend Rides for Cycling Merit Badge

Here is a simple plan to work toward the Cycling merit badge. Scouts should also ride on their own or in
small groups in between these rides. Your counselor can help you adjust the mileage if you plan to use a
mountain bike instead of a road bike.

Weekend 1 Training Ride

Distance: 20 miles

Elevation gain: 300 feet

Average speed: 12 mph

Time goal: 2 hours, including rest and food breaks

Weekend 2 Training Ride

Distance: 30 miles

Elevation gain: 500 feet

Average speed: 13 mph

Time goal: 3 hours, including two breaks for rest and food

Weekend 3 Training Ride

Distance: 40 miles

Elevation gain: 800 feet

Average speed: 14 mph

Time goal: 4 hours, including three breaks for ride rest and food

Weekend 4 Training Ride

Distance: 50 miles

Elevation gain: 1,000 feet

Average speed: 15 mph

Time goal: 4.5 hours, including four rest and food breaks



Explain how it is done—Tell them.

E.D.G.E.

ldeas

Demonstrate the steps—Show them.
Guide learners as they practice—Watch them do it.

Enable them to succeed on their own—Have them practice/teach it.

EXPLAIN

¢ Explain different types of bikes, and discuss how to
acquire a bike.

¢ Explain the importance of wearing a helmet and
proper clothing when riding.

¢ Discuss the need for energy food and drinks.
® Explain riding rules and safety measures.
» Discuss the steps in route mapping and trip planning.

¢ Show bike videos from Bicycling.com or other
trusted sites.

* Introduce local bike clubs and organizations, and
explain what they offer.

GUIDE

¢ Hold a bike rodeo to practice safe riding techniques.
* Have Scouts replace a tube while you watch.

* Have Scouts adjust each other’s bikes (brakes, seats,
etc.) while you watch.

* Take a leader-led ride around the block; have the
leader guide Scouts in using proper hand and
vocal signals.

° Have Scouts go online to plan bike routes near your
meeting place.

¢ Have Scouts practice first aid; give feedback on
their performance.

DEMONSTRATE

* Demonstrate safe riding techniques.

° Show how to perform bicycle maintenance and use
repair tools.

e Show how to change a flat tire.
® Adjust brakes, seat, etc., on a bike.

e Show Scouts how to check helmet fit and make
needed adjustments.

* Walk through the use of Internet route-planning tools;
if possible, use a projector so everyone can easily see
the computer screen.

* Visit a bike store or bike club event.
® Wear biking clothing and gear to a meeting.
* Demonstrate first aid for cyclists.

ENABLE
* Ride routes planned by Scouts.

* Have Scouts do a preride inspection of each
other’s bikes.

» During a training ride, have Scouts take turns serving
as ride leader.

¢ Film and review a video of the Scouts riding.
e Debrief after rides and discuss lessons learned.

* Encourage Scouts to create videos of group rides to
show at courts of honor and unit open houses.

® Have Scouts plan and run a Cub Scout bike rodeo.

() ESSENTIAL

Day Activity
Out-and-back bike ride— After a
month of training, take an out-
and-back bike ride on local trails
or roads lasting 4 to 5 hours,
including three breaks for rest
and food.

MAIN EVENT SUMMARIES
B CHALLENGING

Overnight Activity

100-mile bike trip— After two
months of training, take a one-
day century (100-mile) ride from
your campsite or ride 50 miles to
a campsite, stay overnight, and
ride 50 miles back. Use support
vehicles to carry gear.

Overnight or More Activity
_-Cybling_;trekf-ﬂide ikes f .
‘multinight ride on a scenic route.
Carry all gear on bikes without

cover 75 miles per day. f
special challenge, bike one
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CYCLING

Meeting Plan: Bicycle Basics

Week 1 Date

ACTIVITY DESCRIPTION RUN BY TIME*
Preopening Watch YouTube bike videos of Danny MacAskill trick riding. 6:45 p.m.
15 minutes before meeting
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law

Uniform inspection
Group Instruction Discuss cycling safety and traffic rules, and introduce 7:10 p.m.
20 minutes these topics:

¢ Bike types and parts

¢ Bike clothing and helmets

» Bike training and nutritional needs
Skills Instruction e |earn how to change tires and tubes. 7:30 p.m.
20 minutes e |ean how to adjust brakes, seat, and stem tube.

e [earn skills for short-distance street riding.

» Discuss a training regimen for a 50-mile ride.

. e Discuss nutritional requirements for a 50-mile ride.

¢ Discuss clothing for a 50-mile ride.

e Discuss gear storage systems for road bikes.

» Practice using toe clips or clipless pedals and shoes.

’ ¢ Discuss clothing needs for long-distance touring.

¢ Discuss gear needs for long-distance touring.
Breakout Groups e Practice for the game. 7:50 p.m.
15 minutes ¢ Study safety rules and your city/state traffic laws, and

practice riding an obstacle course.

Game Do one of these activities: 8:05 p.m.
20 minutes * Have a tire-changing speed competition.

¢ Run a short bicycle race or obstacle course.

¢ Run a group trivia competition on safety and traffic rules.
Closing Announcements 8:25 p.m.
5 minutes Leader's minute

Closing

Total 90 minutes of meeting

After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.
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Meeting Plan: Route Planning
Week 2 Date
ACTIVITY DESCRIPTION
Preopening Watch a YouTube video about a major cycling event like
15 minutes before meeting RAGBRAI or Race Across America. Inspect bicycles and
bike clothing. Have arriving Scouts report on training rides
they've taken.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law
Group Instruction ¢ Introduce bicycle route maps. 7:10 p.m.
10 minutes ¢ Demonstrate websites for bike riders.
* Demonstrate online route map creation.
Skills Instruction e Discuss safe cycling route criteria and streets to avoid. 7:20 p.m.
30 minutes ¢ Brainstorm most common dangers for city cyclists.
¢ Demonstrate signals for turns and stopping.
¢ Discuss other defensive riding techniques.
e Discuss customary practices of long-distance group riding.
¢ Teach drafting technique and sharing of the lead position.
* Discuss techniques to avoid seat and neck pain
and injury.
* Walk through route planning for a 50-mile ride.
¢ Explain long-distance route criteria and route-
elevation profiles.
‘ e Discuss long-hill climbing and descent techniques.
¢ Discuss endurance nutrition and hydration.
e Walk through route planning for a week-long tour.
Breakout Groups ® Prepare for route planning using Internet resources. 7:50 p.m.
15 minutes ® Practice riding skills, and review traffic rules.
Game Do one of these activities 8:05 p.m.
20 minutes e Have groups go online and try to create the best bike
route (starting at your meeting place) that meets certain
criteria like distance or passing given landmarks.
* Hold a riding-skills competition.
e Hold a traffic-rules testing game.
Closing Announcements 8:25 p.m.
5 minutes Leader's minute
Closing
Total 90 minutes of meeting
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.



ACTIVITY

CYCLING

S Meeting Plan: Riding Skills Demonstration

Week 3 Date

DESCRIPTION

RUN BY TIME*

Preopening Inspect helmets, gear, and clothing. If the main event will 6:45 p.m.
15 minutes before meeting be an organized bike club ride or fundraiser, distribute

registration forms.
Opening Ceremony Flag presentation 7 p.m.
10 minutes QOath and Law
Group Instruction e Explain skills to be demonstrated later in the meeting. 7:10 p.m.
10 minutes e Explain the route to be covered on evaluation rides.

¢ Assign riders to leaders for evaluation.

e Assemble at the starting line.
Skills Instruction Cover these skills that will be used in evaluation rides: 7:20 p.m.
20 minutes e Staying in the bike lane

= Turning, stopping, and passing signals and alerts

¢ Obeying traffic signs and signals

e Maintaining safe speeds for conditions

Cover these skills that will be used in evaluation rides:

e Drafting in group of fast riders

. e Signaling to other group members

e Taking the lead position

e Obeying traffic signs and signals

Cover these skills that will be used in evaluation rides:

e Packing camping gear on bike

¢ Riding at night using lights

» Obeying traffic signs and signals

e Riding bikes, fully loaded with gear, up and down a

steep hill

Breakout Groups Prepare groups to compete in demonstrating skills learned. 7:40 p.m.
15 minutes
Activity e Take evaluation rides from the meeting place. 7:55 p.m,
30 minutes o Test the skills covered earlier.

» Score groups and individuals and note needed improvements.
Closing Announcements 8:25 p.m.
5 minutes Leader's minute

Closing

Total 90 minutes of meeting

After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.




CYCLING

Meeting Plan: Main Event

Final Preparation

Week 4 Date

DESCRIPTION RUNBY TIME*
Have Scouts ride to the meeting by bike for final inspection.

ACTIVITY
Preopening

15 minutes before meeting
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law
Group Instruction ¢ Finalize the route for the main event. 7:10 p.m.
10 minutes e Discuss transportation to and from starting line.

* Discuss support arrangements.

* Hold a final inspection of bikes, clothing, and gear.
Skills Instruction * Discuss the benefits of bike commuting to and 7:20 p.m.
25 minutes from school.

* Discuss the health benefits of biking.
° Show resources available for more biking information.
¢ Discuss setting goals for long-term cycling.

¢ Discuss year-round biking as a better
transportation alternative.

. e Teach winter-weather biking techniques.
* Discuss winter-weather bike lighting, gear, and clothing.
* Discuss summer recreational biking opportunities.

* Discuss competitive bicycle racing organizations
and events.

¢ Discuss noncompetitive bicycle clubs, touring groups,

’ and events.
° Discuss bicycle vacation touring as a great way to stay fit
on vacation.

» Discuss advanced-level bikes and equipment; if possible,
visit a well-stocked bike shop.

Breakout Groups * Work online to explore biking resources. 7:45 p.m.
20 minutes * Study final route alternatives for the main event.

¢ Finalize route map for main event.

* Write personal and group goals for future biking activity.

Combined Activity Invite a guest from a local bike club or organization to 8:05 p.m.
20 minutes discuss area cycling opportunities and how to get involved

in cycling groups.
Closing Announcements 8:25 p.m.
5 minutes Leader's minute

Closing

Total 90' minutes of meeting

After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.
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CYCLING

Main Event: Qut-and-Back Bike Ride

Logistics Essential (Tier I)

Location: After a month of training, take an out-and-back
bike ride on local trails or roads. The ride should
last four to five hours, including three breaks for
rest and food.

Departure time:

Return time:

Duration of activity: 4 to 5 hours

Budget: Completed Approved
Camping: Duty roster Menu
Transportation: Group Self

Tour and activity plan: Completed Submitted
Equipment List ¢ Lightweight road bicycles

e Water bottles

e Two spare inner tubes

e Air pump or cartridges

e Tire-changing tools

» Cell phone for emergency use

e Sunblock

» Padded bike shorts and suitable clothing

» Scout Basic Essentials (Review the list and take what you need.)

Activity e Plan a 50-mile out-and-back bike ride.

o Recruit volunteers to staff rest stops with food and drinks every 10 or so miles—
or make sure store stops are available. (Note that drivers can leapfrog the group
and staff multiple stops).

o Make sure restrooms are available near the rest stops.

Safety Use sunscreen. Have one adult rider for every four or five youth riders, and make sure
everyone stays hydrated. Carry a cell phone and first-aid kit, and have a way to
contact a support vehicle in case of problems on the road.

It's best to start the ride in the morning so that any slow riders will have plenty of time to finish during daylight hours.
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CYCLING

Main Event: Challenging 100-Mile Bike Trip

Logistics
Location:

Departure time:

Return time:

Duration of activity: Overnight

Budget: Completed Approved

Camping: Duty roster Menu

Challenging (Tier Il)

After two months of training, take a one-day
century (100-mile) ride from your campsite—

or ride 50 miles to a campsite, stay overnight,
and ride 50 miles back. Use support vehicles to
carry gear.

Transportation: Group Self

Tour and activity plan: Completed Submitted

Equipment List e Lightweight road bicycles ° Sunblock
¢ Water bottles ® Padded bike shorts and suitable clothing
® Two spare inner tubes * Food
e Air pump or cartridges e Water

* Tire-changing tools
° Cell phone for emergency use

¢ Scout Basic Essentials (Review the list
and take what you need.)

Activity ® Plan 50-mile routes to a campsite or a 100-mile route from a campsite.

and staff multiple stops).

e If you are riding to the campsite, recruit drivers to carry camping gear to the site.

¢ Recruit volunteers to staff rest stops with food and drinks every 15 to 20 miles—
or make sure store stops are available. (Note that drivers can leapfrog the group

® Make sure restrooms are available near the rest stops.

* Consider participating in a scheduled ride organized by a charity or bike club to take
advantage of support services they already plan to provide.

Safety Use sunscreen. Have one adult rider for every four or five youth riders, and make sure

everyone stays hydrated. Carry a cell phone and first-aid kit, and have a way to
contact a support vehicle in case of problems on the road.

Especially with the century option, it’s best to start the ride in the morning so that any slow riders will have plenty of
time to finish during daylight hours. Century rides should be limited to those riders who've proven themselves capa-
ble of riding more than 50 miles at a relatively fast pace. It's also important to have someone set a comfortable pace
early so that riders don’t wear themselves out.




Main Event: Cycling Trek

CYCLING

Date

Logistics
Location:

Advanced (Tier lll)
Ride bikes for multinight ride on a scenic route;

carry all gear on bikes without any support
vehicles and aim to cover 75 miles per day.

Departure time:

For a special challenge, bike from one end of

Return time:

your state to the other.

Duration of activity: Weekend or longer

Budget: Completed Approved
Camping: Duty roster Menu
Transportation: Group Self
Tour and activity plan: Completed Submitted
Equipment List e Lightweight road bicycles ¢ Padded bike shorts and suitable clothing
o Water bottles » Scout Basic Essentials (Review the list
e Two spare inner tubes and take what yOu need.)
e Air pump or cartridges s Racks and pannier bags sufficient to
* Tire-changing tools ’C;:g alldnecctass::rﬁ ;amp;nin%]ear ) t
o and water for the road, although mos
» Call phanedorermeiganty Ut food should be purchased along the ride
* Sunblock because it is too heavy to carry on bikes
Activity « Working with local cycling experts, research options for a multiday
unsupported bike tour.
e Consider a goal such as cycling across your state or cycling the length
of a recreational trail.
» Plot your route so that you ride 50 to 75 miles per day.
e |dentify camping sites and food sources for each day.
e Consider recreational opportunities for each evening.
= If possible, have someone drive the route ahead of time to make sure stores
haven’t closed, the roads are in good condition, and the hills are climbable.
e Remember to make the route fun as well as challenging so that everyone will
have good memories of an enjoyable trip.
= Arrange transportation for riders and bikes to the starting point and from the
ending point.
Safety Use sunscreen. Have one adult rider for every four or five youth riders, and make sure
everyone stays hydrated. Carry a cell phone and first-aid kit, and have a way to
contact a support vehicle in case of problems on the road.

It’s best to start each day’s ride in the morning so that any slow riders will have plenty of time to finish during day-
light hours. This main event should be limited to those riders who've proven themselves capable of riding more than
50 miles on consecutive days at a relatively fast pace. It’s also important to have someone set a comfortable pace
each day so that riders don’t wear themselves out.
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RESOURCES AND REFERENCES

Books
Cycling merit badge pamphlet

Boy Scout Handbook
Websites

Adventure Cycling Association
Website: www.adv-cycling.org

American Bicycle Association
Website: www.ababmx.com

Bicycling Magazine
Website: www.bicyclingmagazine.com

Bikely
Website: www.bikely.com

Gmap-Pedometer
Website: www.gmap-pedometer.com

International Mountain Bicycling Association
Website: www.imba.com

League of American Bicyclists
Website: www.bikeleague.org

Map My Ride
Website: www.mapmyride.com

Mountain Bike magazine
Website: www.mountainbike.com

Ride With GPS
Website: ridewithgps.com

USA Cycling
Website: www.usacycling.org

Veloroutes
Website: veloroutes.org/bikemaps

Related Program Features
Camping, Geocaching, Hiking, and Orienteering
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Prepared to Help When Needed

First aid—caring for injured or ill persons until they can receive professional medical care—is an important
skill for every Scout. With some knowledge of first aid, a Scout can provide immediate care and assistance
to someone who is hurt or who becomes ill. First aid can help prevent infection and serious loss of blood.
It could even save a limb or a life.

But first aid is about more than the techniques used to treat specific injuries. Emergencies, big or small,
may be charged with emotion and confusion. Even minor chaos increases the risk of injury to rescuers
and bystanders, as well as the risk of inadequate care for the patient. Emergencies most often call for a
leader to be directive, at least until the scene is safe and the patient is stabilized. This is best
accomplished by discussing leadership in case of an emergency with other members of your party
before a potentially critical situation occurs.

Objectives
This month'’s activities should: RELATED ADVANCEMENT

AND AWARDS

e Tenderfoot requirements 2, 11, 12a, and 12b

e Show Scouts how to evaluate a scene.

e Help them understand the first-aid needs to con-

sider on outings. e Second Class requirements 3a, 7a, 7b, and 7¢
e Teach them what to say when calling 911. s First Class requirements 3, 8b, 8c, 8d, and 10
e Cover basic first-aid skills needed e First Aid merit badge

for advancement. -

Ranger: Standard First Aid core requirement 1

e Encourage Scouts to work together as a team. e Quest requirement 1

e Prompt Scouts to pursue additional first-aid -
training, such as certification in CPR or
wilderness first aid.

Trust: Serving Your Community requirement 3d

e Pathfinder: Adventure requirement



Leadership Planning

As a leadership team, you may want to discuss
the following items when choosing first aid as your
program feature during your planning meetings.
How prepared are we for first-aid emergencies?
Who do we know that is a CPR instructor?
What first-aid training supplies do we have?
What will we do for our main event?

Where will we do our main event?
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What other subtopics would fit well with
this feature?

=

What agencies need our help?
How can we involve parents?

To meet our needs, what should we change in
the sample meeting plans?

PARENTS CAN HELP WITH THE
FIRST AID PROGRAM FEATURE BY:

1. Providing first-aid kits for practice
2. Serving as practice victims

3. Providing transportation for the
main event

4. Being first-aid experts

5. Preparing the family for
first-aid emergencies

THE FIRST RESPONDER

e As the term implies, first aid is the initial
assistance given for an injury. It is not
intended as a long-term solution to a problem,
nor does it replace treatment provided by
trained medical personnel.

* Before attempting to administer first aid, you
should perform an initial assessment that
includes safety (yours and the victim’s), the
mechanism of the injury (how it happened),
medical information devices (presence of
medical ID tags or bracelets), the number
of casualties (if more than one person is
involved), and bystanders (those who might
be able to help you).

e Always avoid contact with blood or other body
fluids. Use gloves whenever possible.

* If administering mouth-to-mouth resuscitation,
use a face shield, following instructions on
the packet.

¢ Do not become involved in using treatment
methods beyond your skill.

Triage

Emergency situations involving more than one
victim can require triage (pronounced TREE-ahj),
which is quickly checking each victim for injuries
or symptoms of illness and then determining
how best to use available first-aid resources.

In its simplest form, triage occurs whenever
first-aiders approach an emergency scene that
involves two or more persons who are injured or
ill. Once on the scene, medical professionals will
determine who requires urgent care, who can be
treated later, who needs to be monitored in case
his or her condition changes, and who is well
enough to help out.




Realistic First Aid

It's good to be able to bandage a wound or splint a broken leg on command.
It's better to be able to identify those and other injuries when you encounter
. ithem. After all, in a real-world situation, a victim won’t be wearing a sign that
reads “puncture wound” or “simple fracture.”

Many professionals use fake wounds and blood to simulate injuries, a tech-
nique called moulage (pronounced moo-LAHJ). Moulage kits cost hundreds of

dollars, but you can create makeshift versions with simple household supplies.
Search the Internet for “realistic first-aid props” and you'll find plenty of ideas.

When using parents or other volunteers as victims, be sure to coach them
on what, if anything, they should say to their rescuers. Someone who's sup-
posed to be choking, for example, can't say, “I can’t breathe,” but he can
grab his throat and look panicky.

Remember Your ABCDs
The most urgent first-aid cases occur when a person stops breathing and the heart stops beating. In

those cases, remember your ABCDs:
o Ais for airway. Place the person on his or her back and open the airway by tilting the head back.

e B is for breathing. Look, listen, and feel for movement and breathing for up to 10 seconds. If there
are no signs the person is breathing, give two rescue breaths.

e C is for circulation. If you have delivered two rescue breaths and the per-
son doesn’t begin to breathe, begin cardiopulmonary resuscitation (CPR).

o D is for defibrillation. If you are trained and have access to an automated
external defibrillator (AED)—which can be found in airports, shopping malls,
schools, and other places where people gather—you can help a heart attack
victim’s heart start beating regularly again.

Calling 911
If you have time, it is best to write down the following information

before calling 911:

e Location of the victim

e Description of the injury or illness
¢ Time the injury or iliness occurred

e Treatment the victim has received

o Number of people with the victim and their general skill level for first aid

» Requests for special assistance or equipment, including food, shelter, or care for nonvictims
When you call, do not hang up until the operator tells you it’s OK to do so.
You should never call 911 except in a real emergency. However, it’s a good idea to make simulated 911

calls during first-aid training. If possible, recruit someone who’s familiar with the 911 system to play the
role of the 911 operator.



FIRST-AID CHAMPIONSHIP

A first-aid championship consists of a series of simulated first-aid problems. Teams go from one scenario
to the next, spending 20 to 30 minutes at each station. Mock emergencies should be set up based on the
first-aid training Scouts have received during the month. The emergencies should reinforce what they have
learned and give them confidence in their ability to provide appropriate emergency care.

For each problem, there should be a knowledgeable adult or older Scout on hand who is qualified to
assess each team’s performance and to reinforce their knowledge. As Scouts complete their treatment of
an accident victim, the resource person can help them understand what they did right and provide guid-
ance on ways they can improve. Award points based on proper first-aid skills and procedures.

Here are some sample emergencies.

Emergency 1. A Scout who has been working on a conservation project on a hot, humid afternoon returns
to camp to help with supper. Near the cooking fire, he suddenly becomes dizzy and nauseous, loses his
balance, and falls. As he falls, his hand goes into a pan of hot grease. His face is pale and clammy, and he
is barely conscious.

Emergency 2. A hiker has tumbled down a steep ridge. Scouts find him with one leg bent under him and
the ankle apparently deformed. A cut on his left wrist is spurting blood.

Emergency 3. Scouts find a fisherman along the shore of a stream. He is having trouble breathing,
is sweating heavily, and feels nauseous. He complains of an uncomfortable pressure in the center of
his chest.

Emergency 4. A boy is found unconscious near a large fallen tree branch. His right lower leg is bleeding
and is turned at an abnormal angle. There is blood on his chest and face.

Emergency 5. The victim is found sitting at the foot of a tree. He is holding his leg and says, “I've been
bitten by a snake!” On his calf are two small puncture wounds about three-fourths of an inch apart.

Emergency 6. A young boy is found wandering near a stream, mumbling to himself. His clothing is wet
and he is shivering uncontrollably. Blood is oozing slowly from a wound on his head.

Emergency 7. You come around a corner, and there is a young woman lying next to her bicycle. A power
line is draped over the back tire.




FIRST-AID GAMES

Ice Accident
Equipment: For each team, a 10-foot rope, a
stave or broomstick handle, and a blanket

How to play: Casually arrange the equipment
in a corner of the room so it’s ready for use,

but don’t draw attention to it. Have each team
place a Scout “victim” in a prone position at the
opposite end of the room. Announce that these

victims have broken through the ice, and it is
up to each team to rescue them and render first

aid. The team with the best performance and
time wins.

Score the following: 1. Did the team determine
a safe scene? 2. Were staves noticed and used?

3. Was rescue breathing given? 4. Was the
victim warmed by the blanket and treated for
shock? 5. Was 911 called and help summoned?

First-Aid Baseball

Equipment: Ten cards, numbered 1 through 10;
a list of questions based on Second and First
Class first-aid requirements; chalk

How to play: Draw a miniature baseball dia-
mond on the floor with chalk. Line up one team
behind home plate. In turn, each player tries to
answer a question. If the player gives the cor-
rect answer, he draws a card. He scores what-
ever hit is indicated on the card and becomes
a base runner as in regular baseball. If he does
not answer the question correctly, he is out.
After three outs, the next team comes to bat.

Scoring: 1. Card 2 is a double. 2. Card 6 is a tri-
ple. 3. Card 10 is a home run. 4. All other cards
are singles. The patrol with the most “runs” after
two innings is the winner.

First-Aid Kit Memory Game

Equipment: Blanket, sheet, or tarp; collection
of 10 or more first-aid items (gauze pads, ban-
dages, splints, adhesive tape, absorbent cotton,
soap, scissors, tweezers, sunburn ointment,
shakebite kit, calamine lotion, thermometer,
etc.); 10 or more items not used in first aid (ball,
paper clip, Boy Scout Handbook, pencil, penny,
photo, shoe, glove, hand ax, toothpaste, etc.)

How to play: Spread all items on the floor

and cover them with the blanket, sheet, or

tarp. Group the patrols around the blanket,

then remove the cover for exactly one minute.
Afterward, the patrols huddle separately and
write down all first-aid items they can remember.

Scoring: Award 1 point per correct item listed;
deduct 1 point for each non-first-aid item listed.
The patrol that scores the most points wins.

Stretcher Relay
Equipment: Two staves, one sturdy blanket,
and one inflated balloon for each team

How to play: This is not a speed relay. On sig-
nal, two members of each patrol run up with the
blanket and two staves, make a stretcher, and
put one victim on it. When the stretcher carriers
are ready to lift the stretcher, an inflated balloon
is placed on the victim. The carriers take the
victim to the starting line without letting the bal-
loon fall off. The victim may not hold onto the
balloon. At the starting line, the carriers lift the
victim off, and two other Scouts run up to make
a stretcher for transporting the second victim.
Whoever drops the balloon the least wins.




Explain how it is done—Tell them.

E = D 2 G o E a | Demonstrate the steps —Show them.
Ideas Guide learners as they practice—Watch them do it.

Enable them to succeed on their own—Have them practice/teach it.

EXPLAIN DEMONSTRATE

e Explain how to evaluate a scene. ® Demonstrate the Heimlich maneuver.

e Discuss universal precautions rescuers * Show Scouts how to apply splints and bandages.
should take. e Demonstrate transportation carries.

° Explain how to get help. * Ask an ambulance crew to bring their ambu-

* Cover the hurry cases described in the Boy lance to a meeting for a show-and-tell.
Scout Handbook. * Show photos of different types of fractures and

e Explain the difference between trauma and degrees of burns.

medical emergencies.

GUIDE ENABLE

¢ Run a first-aid simulation where Scouts must e Hold a First-Aid Championship to test skills.
evaluate and triage a scene. * Have older Scouts teach basic skills to

* Have parents serve as volunteer victims so the younger Scouts.
Scouts’ work.  Encourage Scouts to sign up for advanced first-

e Ask Scouts to prepare personal first-aid kits and aid training.

inspect the contents. * Participate in or set up a disaster drill.

e Have older Scouts prepare simulated wounds A

o , . Have Scouts survey first-aid kits at the
for use in first-aid practice.

chartered organization.
* Have Scouts practice making improvised stretchers.

MAIN EVENT SUMMARIES

ESSENTIAL B cHALLENGING @ ADVANCED

Day Activity Overnight Activity Overnight Activity or Longer
First-aid clinic—Hold a half-day [ First-aid championship—During a | Community disaster drill—
or longer workshop to brush up [ campout, set up and compete in Participate in an official mass

on first-aid skills. several realistic first-aid scenarios. | casualty drill or create a drill of
your own with other Scouts

or Venturers.




ACTIVITY

Preopening
15 minutes before meeting

FIRST AID

Meeting Plan: Evaluating the Scene

Week 1 Date
DESCRIPTION

Hand groups of arriving Scouts decks of cards listing steps
in first aid (assess the scene, call 911, open the airway, pro-
vide rescue breaths, perform CPR, stop bleeding, treat for
shock, splint broken bones, etc.). Have them sort the cards
in the order of priority.

RUN BY TIME*

6:45 p.m.

Opening Ceremony
10 minutes

Flag presentation
Oath and Law
Uniform inspection

7 p.m.

Group Instruction
20 minutes

Discuss the following:
e Evaluating the safety of the scene

e Universal protection (why it's important to wear gloves and
use mouth shields)

e Calling 911—what callers need to know
e Hurry cases—airway, breathing, circulation
= |dentifying and treating shock

7:10 p.m.

Skills Instruction
25 minutes

\ 4

= Role-play situations where Scouts must evaluate the safety
of a scene.

¢ Have them discuss the need for gloves, masks, and
safety glasses.

¢ Simulate calling 911, performing the procedure for some-
one who is choking, and identifying and treating shock.

¢ Discuss scenarios when the scene would not be safe and
Scouts should not try to render aid.

e Discuss what universal protection protects rescuers from.
e Brainstorm ways to get help without using a phone.

¢ Practice identifying and treating shock.

» Review the steps in CPR.

e Discuss when it is safe and advisable to move a victim and
when it is not.

» Cover what you should do if exposed to a communicable
disease and what you should do when help is delayed.

e Research upcoming wilderness first aid courses.
s Review the use of AEDs (automated external defibrillators).
s Practice identifying and treating shock.

7:30 p.m.

Breakout Groups
15 minutes

¢ Practice skills covered in skills instruction.
» Begin making plans for participation in the main event.

7:55 p.m.

Game
15 minutes

Play lce Accident (described earlier).

8:10 p.m.

Closing
5 minutes

After the Meeting
15 minutes

Announcements
Leader's minute
Closing

Total 90 minutes of meeting

Leadership team reviews plans for the next meeting and for
the main event.

8:25 p.m.

*All times are suggested.
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ACTIVITY

FIRST AID

Meeting Plan: Basic Skills

Week 2 Date
DESCRIPTION

RUNBY TIME*

Preopening Show arriving Scouts pictures of poisonous and nonpoison- 6:45 p.m.
15 minutes before meetin ous plants and venomous and nonvenomous snakes found
9 in your area. Challenge them to identify which plants are
poisonous and which snakes are venomous.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law
Group Instruction Discuss first-aid emergencies that are related to 7:10 p.m.
10 minutes the environment:
° Heat and cold exposure
¢ Bites from insects and animals
* Contact with poisonous plants
Skills Instruction Practice treatment for the following: 7:20 p.m.
30 minutes ¢ Minor burns and scalds
¢ e Sunburn and frostbite
° Bites (snakes and rabid animals), insect stings, and ticks
¢ Contact with poisonous plants
* Review the above skills.
* Practice treatment for the following: heat exhaustion, heat
stroke, hypothermia, and dehydration; different types of
burns; abdominal pain
e Teach a first-aid skill to others.
‘ * Compare and contrast medical emergencies, such as
stroke, seizure, and skewed blood sugar levels.
Breakout Groups e Practice skills covered in skills instruction. 7:50 p.m.
15 minutes ® Review members’ advancement progress.
¢ Determine participation in the main event.
Game Play First-Aid Baseball (described earlier). 8:05 p.m.
20 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader's minute
Closing
Total 90 minutes of meeting
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.




ACTIVITY

FIRST AID

Meeting Plan: Bandages

DESCRIPTION

Week 3 Date

RUN BY TIME*

Preopening Poll arriving Scouts to see if they are carrying adhesive
15 minutes before meetin bandages in their wallets or personal first-aid kits in
e 9 | their backpacks. Offer adhesive bandages to those who don't
have one.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Qath and Law
Group Instruction o |dentify the different types of wounds. 7:10 p.m.
15 minutes e Demonstrate the use of direct pressure, elevation, pressure
points, and tourniquets (which should rarely if ever be used
in first aid).
e Discuss the difference between dressings and bandages
and show what belongs in a first-aid kit.
Skills Instruction Learn and practice treatment for the following: 7:25 p.m.
25 minutes e Simple cuts and scrapes
* Object in the eye
e Puncture wounds and splinters
e Nose bleeds
e Review the above skills.
. e Learn and practice treatment for the following: severe
bleeding, impalement on object, broken or chipped tooth
e Review the above skills.
¢ Learn and practice treatment for the following: avulsions
’ and amputations; when to use a tourniquet; what to do
when help is delayed
Breakout Groups e Review plans for participation in the main event. 7:50 p.m.
15 minutes e Prepare menus and duty rosters.
Game Play First-Aid Memary Game (described earlier). 8:05 p.m.
20 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader's minute
Closing
Total 90 minutes of meeting
After the Meeting Remind members to bring personal first-aid kits to the
15 minutes next meeting.

*All times are suggested.




FIRST AID

Meeting Plan: Breaks, Splints,

and Transportation

Week 4 Date

ACTIVITY DESCRIPTION RUN BY TIME*
Preopening Make sure each Scout has brought a personal first-aid kit.
15 minutes before meeting Have materials on hand for those who need to make a kit.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law
Uniform inspection
Group Instruction * Demonstrate first aid for strains, sprains, and fractures. 7:10 p.m.
20 minutes ® Explain how to handle potential spinal-cord and
neck injuries.
e Discuss when and when not to move or transport a victim.
Skills Instruction Show a personal first-aid kit for inspection. Learn and 7:30 p.m.
20 minutes practice the following:
e Treatment for sprained ankle, upper arm, and
collarbone injury
° When to move an injured person
¢ Transport from a smoke-filled room (Have rescuers wear
gauze blindfolds to simulate reduced visibility.)
Show a personal first-aid kit for inspection. Learn and
practice the following:
e |dentifying signs and symptoms of broken bones
(including open fracture)
= Splinting with improvised material
e Transporting with carries, chairs, and stretchers
Show a personal first-aid kit for inspection. Learn and prac-
tice the following:
‘ ® Making traction splints
¢ Cervical spine immobilization and use of backboards
Breakout Groups ° Finalize plans for participation in the main event. 7:50 p.m.
15 minutes °* Review first-aid requirements members have completed
this month.
Game Play Stretcher Relay (described earlier). 8:05 p.m.
20 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader's minute
Closing
Total 90 minutes of meeting
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.




FIRST AID

Main Event: First-Aid Clinic

Date
Logistics Essential (Tier I)
Location: Hold a half-day or longer workshop to brush up
on first-aid skills.
Departure time:
Return time:
Duration of activity: 4 to 6 hours
Budget: Completed Approved
Camping: Duty roster Menu
Transportation: Group Self
Tour and activity plan: Completed_____ Submitted _____
Equipment List e CPR mannequins

Sanitized face shields

First-aid supplies

First-aid kit

Lunch (decide on individual or group)

e Water

Scout Basic Essentials (Review the list and take what you need.)

L

Activity e Determine which skills the group needs to work on.
Identify and contact a CPR instructor (if doing CPR).
Set up the room for instruction.

» Break up into appropriate skill groups.

e Work on needed first-aid skills.

Do one scenario from the First-Aid Championship.

¢ Clean and sanitize CPR mannequins.

Safety Practice universal precautions while using CPR mannequins to avoid
cross-contamination.
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FIRST AID

Main Event: First-Aid Championship

Logistics Challenging (Tier Il)

Location: During a campout, set up and compete in several
realistic first-aid scenarios.

Departure time:

Return time:

Duration of activity: 4 to 6 hours

Budget: Completed Approved

Camping: Duty roster Menu

Transportation: Group Self

Tour and activity plan: Completed Submitted

Equipment List ® Printed scenarios

* Props and makeup for event

® First-aid kit for each participant or group

¢ Group and personal camping equipment

e Food

* Scout Basic Essentials (Review the list and take what you need.)

Activity * Choose your camping site and event location.

¢ Plan camping duty roster and meal plan.

e Identify volunteer victims and judges.

* Choose which scenarios will be used.

e Prepare first-aid supplies.

® Spread out scenario stations so as not to reveal them to the other groups.
° Rotate groups through each station.

¢ Score performances and compile results.

¢ Give awards to top performers.

Safety Normal camping safety guidelines apply. Practice universal precautions while using
CPR mannequins to avoid cross-contamination. Be careful performing first aid and
moving volunteer victims so as not to cause real injuries.
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FIRST AID

Main Event: Community Disaster Drill
Date

Logistics Advanced (Tier Ill)

Location: Participate in an official mass casualty drill

or create a drill of your own with other Scouts
and Venturers.

Departure time:

Return time:

Duration of activity: Weekend or longer

Budget: Completed Approved
Camping: Duty roster Menu
Transportation: Group Self
Tour and activity plan: Completed Submitted
Equipment List e First-aid kit for each participant ¢ Food
* Moulage supplies for injuries e Water
¢ Agency participation waiver forms s Scout Basic Essentials (Review the list

« Group and personal camping equipment  and take what you need.)

Activity s Contact the appropriate agency to inquire about a mass casualty drill:

¢ What are the needs of the drill?

e How can your group help?

e If no drills are planned, consider helping organize a district disaster drill.
e Learn to apply wound makeup.

e Perform the assigned role in the disaster drill.

* Provide feedback to officials as instructed.

Safety Normal camping safety guidelines apply. Practice universal precautions while using
CPR mannequins to avoid cross-contamination. Be careful performing first aid and
moving volunteer victims so as not to cause real injuries. Follow the rules of the
organization sponsoring the drill.

QGG T e R
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RESOURCES AND REFERENCES

Books

Emergency Preparedness, First Aid, Safety,
Search and Rescue, and Wilderness Survival
merit badge pamphlets

Boy Scout Handbook
Fieldbook

Troop Program Resources

Organizations and Websites
American Red Cross
Website: www.redcross.org

American Heart Association
Website: www.heart.org/cpr

Related Program Features
Emergency Preparedness, Safety, and
Wilderness Survival
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Fun Wi_th Lots of Purposes

Do you ever remember a time when you didn’t play games? Probably not. Most of us start playing games
such as hide and seek as toddlers, and we keep playing games of one sort or another throughout our lives.

For thousands of years, in every culture, and across every part of the globe, people have played games.
Games are fun—unless you're getting trounced by an opponent!—but they’re more than simple diversions.
They challenge us to overcome long odds, tell compelling stories, and give us the chance to work with or
against one another. They give structure to play. We are motivated to think of creative solutions, practice
new skills, and share with those around us.

Games also come in almost every shape and size, format and flavor imaginable. Games can be fast-paced,
slow, or anything in between. Some are competitive. Some are cooperative. They may be for individuals,
small groups, or thousands of players at a time. They might take seconds to complete or last for years.
However you slice it, everyone has played games, and games help make us who we are.

This month, you'll play a lot of games at meetings and during the main event. But you'll also go behind the
scenes to analyze why games work or why they don’t. You can even get a jumpstart on the Game Design
merit badge if you want to dive deeper into the world of games.

Objectives
This month’s activities should: RELATED ADVANCEMENT

AND AWARDS

Game Design and Scouting Heritage
merit badges

¢ |ntroduce Scouts to a variety of game types.
e Encourage critical thinking.
e Build teamwork.

* Prompt Scouts to explore the Game Design
merit badge.

¢ Be fun.
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Leadership Planning

As a leadership team, you may want to discuss
the following items when choosing games as your
program feature during your planning meetings:
What will our main event be?

Where will we do our main event?

What games do our members like to play?

What games would our members like to learn?

9 b I RO et

What game experts can we contact
for assistance?

How can we involve parents?

What parts of the Game Design merit badge
can we focus on?

8. How can we use games to attract
new members?

9. To meet our needs, what should we change in
the sample meeting plans?

PARENTS CAN HELP WITH THE
GAMES PROGRAM FEATURE BY:

1. Sharing their expertise, especially if
they are serious gamers

2. Loaning game supplies
and equipment

3. Providing transportation for the
main event

4. Helping Scouts develop their
game ideas

GAMES THROUGHOUT HISTORY

Egyptian hieroglyphs from 5200 B.C. show a rock
throwing game that is the predecessor to bocce and
bowling. Here are some other dates of interest:

3500 B.C. | An Egyptian tomb housed the pieces
of the first known board game.

2000 The Persians developed polo as a
way to train cavalry soldiers.

1400 Latin American temple ruins
showed evidence of a ball game
called ulama.

A.D. 600 | Indians played chatrang, a

predecessor to checkers and chess.

1100 French monks developed a game
that later evolved to racquetball.

1529 Englishmen played a trick-taking
game that evolved into bridge,
euchre, and hearts.

1791 The first known reference to baseball
appeared in a law prohibiting it

near the town meeting house in
Pittsfield, Massachusetts.

1934 The modern form of Monopoly®
was published.

1966 The party game Twister® appeared.

1972 Pong®, the first electronic

game to reach mainstream
popularity, appeared.

1974 Dungeons and Dragons®, the first
pen-and-paper role-playing game,
was released.

1993 Magic: the Gathering® created the
genre of collectible card games.

2004 World of Warcraft® launched; it
became the largest massively
multiplayer game in the world with
12 million subscribers.

2009 Angry Birds™ redefined the
way people interact with mobile
electronic devices.




TYPES OF GAMES

One of the most obvious ways to categorize
games is by medium or form of a game.
Newspapers, magazines, and books are
different printed media. In the same way,
games can be described by the shape they
take and the way players interact with them.

Physical Games and Sports

Ball games and sports are physical games,

as are other games like capture the flag. They
are typically competitive. These games involve
athletic activities and are played with special
equipment like balls, nets, and sticks. Generally,
the gameplay revolves around one or more
specific physical actions and rewards players
who most skillfully perform those actions.

Board Games

Board games involve everything from Candyland
to chess. In some, players compete to claim
one another’s game pieces. In others, they try

to conquer territory. In still others, they try to get

from one point on the board to another.

Card Games

Countless games can be played with an ordinary
deck of playing cards, of course. But card
games can also be played with special decks
like those used in collectible card games.

N

Party Games

Because they are meant for larger social situations,
party games emphasize interaction between
players and typically involve some form of creat-
ivity. Drawing, acting, singing, and giving word
clues are all common activities in party games.

Pen-and-Paper Role-Playing
Games (RPGs)

RPGs are best described as interactive story-
telling. Players assume the roles of distinct
characters and take action based on their
characters’ capabilities. Typically, these capabil-
ities increase over time as the players practice
skills, acquire knowledge, or gain equipment.

Electronic Games
Electronic games present information to players
through video screens and audio signals. Players
interact with the games through electronic sen-
sors. Buttons, control sticks, and computer mice
are common inputs, but newer technologies
include touchscreens, sensors that respond to
physical motion, and cameras that detect the
position and movements of each player.
Electronic games are limited by the game
hardware and fall into several
categories: personal computer

games, console games,

games for mobile devices, a
and Internet games.




Explain how it is done —Tell them.

E = D - G . E . Demonstrate the steps—Show them.

Ideas Guide learners as they practice—Watch them do it.

Enable them to succeed on their own—Have them practice/teach it.

EXPLAIN DEMONSTRATE

e Teach the history of games. * Show a video that illustrates game technique.

» Discuss different types of games. ¢ Demonstrate how to do a game-related task like
s Explain the rules of an unfamiliar game. throwing a football or hitting a baseball.

¢ Teach terminology used in game design. ¢ Show how to set up a tournament bracket for use

in the main event.

¢ Do a show-and-tell with various types of
game equipment.

¢ Invite a highly skilled player to a meeting to
demonstrate game technique.

GUIDE ENABLE

¢ Run Scouts through a drill on specific * Have older Scouts use the EDGE method to
game techniques. teach younger Scouts how to play new games.

* Have skilled players give Scouts feedback as e Round up a variety of game equipment so Scouts
they play games. can plan a game tournament.

e After Scouts play a new game, give them a * Teach Scouts the fundamentals of game design
chance to reflect on the experience. so they can create their own games.

* Help Scouts develop a plan for getting better ata ¢ Encourage youth leaders to research new games
specific game. to be used during meetings in the future (rather

than relying on old standbys they usually play).

MAIN EVENT SUMMARIES
ESSENTIAL Bl CHALLENGING @ ADVANCED

Overnight Activity
Game design weekend—Camp

Day Activity Overnight Activity
Games field day—Have a day of | Games lock-in/recruiting event —

individual or team games. Pick If it’s too cold to camp, hold a in a favorite spot and use part
games in a variety of categories | lock-in where you play basket- of the time to work on the Game
and create a schedule for the ball, board games, and video Design merit badge. Be sure to

day. Award points to the winner | games. Find a location that offers | take advantage of other activity
of each game and determine an | plenty of recreational options (like | and advancement options at
overall winner for the day. a church youth center), and invite | the campsite.

potential members to join the fun.




GAMES

Meeting Plan: Game Basics

Week 1 Date

ACTIVITY DESCRIPTION RUN BY TIME*
Preopening As members arrive, have them play a simple two-person 6:45 p.m.
15 minutes before meeting | 92Me like arm wrestling.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law
Uniform inspection
Group Instruction Have youth brainstorm different types of games (card, role- 7:10 p.m.
10 minutes playing, athletic, computer, etc.). Talk about how these
game types are similar and different.
Skills Instruction » Play a simple card game like Go Fish. 7:20 p.m.
40 minutes e Use the EDGE method to teach the game to someone who
hasn’t played it before.
e Make a list of the game rules.
e Evaluate the game.
¢ Play a simple card game like Go Fish.
e Evaluate the game.
¢ Make a simple change to the rules, then play the
. game again.
¢ Discuss how the rule change affected game play and how
fun the game was.
¢ Repeat this process if you have time.
* Play a simple card game like Go Fish.
¢ Play a simple physical game like Tag.
. e Discuss ways to combine the games you played into a
single game or ways to incorporate rules from one game
into the other.
¢ Play the hybrid game and then evaluate it.
Breakout Groups * New members practice basic Scout skills. 8 p.m.
15 minutes * Review advancement needs of older members.
* Review last main event and discuss what would have made
it better.
Game Play Wheelbarrow Relay. (See Troop Program Resources.) 8:15 p.m.
10 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader’s minute
Closing
Total 90 minutes of meeting
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.




ACTIVITY

Preopening
15 minutes before meeting

GAMES

Meeting Plan: Rules

Week 2 Date

DESCRIPTION

As members arrive, have a magnetic dartboard available for
play. See who can earn the best score.

RUN BY TIME*
6:45 p.m.

Opening Ceremony
10 minutes

Flag presentation
Oath and Law

7 p.m.

Group Instruction
15 minutes

e Talk about the history of games and how individual

® games or types of games have evolved, e.g., football
adding safety rules, video games taking advantage of
increased computing memory and power).

e Show an Internet video of an early football game or a
computer simulation of an early videogame.

710 p.m.

Skills Instruction
35 minutes

e Divide into two groups.

e Have one group learn the signals used by football referees,
and have the other group learn the signals used
by baseball umpires.

* Have each group use the EDGE method to teach the other
group what it learned.

7:25 pim:

¢ Develop a set of rules for a game your troop often plays on
campouts, such as capture the flag.

e Talk about the need to add referees to the game.

* Debate any or all of these topics:

e What would happen in games like basketball if there were
no officials enforcing the rules?

° How do rules improve games or take away enjoyment for
fans and players?

e |s it okay as a strategy to break the rules sometimes?

¢ How would you change the rules in your favorite game if
you could?

Breakout Groups
15 minutes

* New members practice basic Scout skills.
e Review advancement needs of older members.

® Begin meal planning and create a duty roster for the
main event.

8 p.m.

Game
10 minutes

Play Sports True-False Steal the Bacon.
(See Troop Program Resources.)

8:15 p.m.

Closing
5 minutes

After the Meeting
15 minutes

Anncuncements
Leader's minute
Closing

Total 90 minutes of meeting

Leadership team reviews plans for the next meeting and for
the main event.

8:25 p.m.

"All times are suggested.
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GAMES

Meeting Plan: Gaming Skills

Week 3 Date

ACTIVITY DESCRIPTION RUN BY TIME*
Preopening As Scouts arrive, have cornhole or hillbilly golf games set up 6:45 p.m.
15 minutes before meeting | for them to play.
Opening Ceremony Flag presentation 7 p.m.
10 minutes Qath and Law
Uniform inspection
Group Instruction Invite a serious gamer, varsity athlete, or member of a group 7:10 p.m.
. like a chess club to talk about the differences between
15 minutes ; : ;
casual game playing and serious game playing.
Skills Instruction * Play Indian Leg Wrestling. (See Troop Program Resources.) 7:25 p.m.
35 minutes f * Compete against each other in tournament format so you
; end up with one winner.
¢ Discuss the keys to the winner’s success.
¢ Play indian Leg Wrestling. (See Troop Program Resources.)
* Determine one or two things, such as stretching or doing
specific leg exercises, that players could do to improve
their performance.
¢ Spend the rest of your time doing those stretches
and exercises.
¢ Decide on a game the group enjoys. If possible, spend
some time playing that game.
’ ¢ Develop a three-month plan for improving your ability in
that game.
¢ |f possible, try some of the things in your plan.
Breakout Groups Finalize planning for the main event. 8 p.m.
15 minutes
Game Play Paper-Wad Tennis. (See Troop Program Resources.) 8:15 p.m.
10 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader's minute
Closing
Total 90 minutes of meeting
After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.




GAMES

Meeting Plan: Game Design

Week 4 Date

ACTIVITY DESCRIPTION RUN BY TIME*
Preopening Have Scouts play The Struggle. 6:45 p.m.
15 minutes before meeting (See Troop Program Resources.)
Opening Ceremony Flag presentation 7 p.m.
10 minutes Oath and Law

Uniform inspection
Group Instruction Discuss game design terms and the steps in designing a 7:10 p.m.
20 minutes FIEN QRITIE.
Skills Instruction e Begin developing the concept for a new game. 7:30 p.m.
30 minutes | » Determine the game type, objectives, and number

of players.

* Begin developing the concept for a new game.

e Determine the game type, objectives, and number
. of players.

¢ Make a preliminary list of rules.
e Sketch the key game elements.

e Begin developing the concept for a new game.
e Determine the game type, objectives, and number

of players.
° Make a preliminary list of rules.

e Sketch the key game elements.
¢ Discuss a plan for creating a prototype of your game.

Breakout Groups Review plans for the main event and requirements for the 8 p.m.
15 minutes Game Design merit badge.
Game Play Moonball. (See Troop Program Resources.) 8:15 p.m.
10 minutes
Closing Announcements 8:25 p.m.
5 minutes Leader’s minute

Closing

Total 90 minutes of meeting

After the Meeting Leadership team reviews plans for the next meeting and for
15 minutes the main event.

*All times are suggested.



GAMES

Main Event: Games Field Day

Date

Logistics « . Essential (Tier I)
Location: 2 / - Have a day of individual or team games. Pick

: games in a variety of categories and create a

schedule for the day. Award points to the winner
¥ of each game and determine an overall winner

Departure time: for the day.
Return time:
Duration of activity: 4 to 6 hours
Budget: Completed Approved
Camping: Duty roster Menu
Transportation: Group Self
Tour and activity plan: Completed Submitted
Equipment List * Game supplies and equipment

e Posterboard or easel pad and pens for keeping score

e Prizes for the winners

e |Lunch (decide on individual or group)

e Water

e Scout Basic Essentials (Review the list and take what you need.)

Activity ¢ Decide whether you want to focus on team or individual games.
¢ Relying on input from members, decide what games you want to play during
the day.

* Make sure the games selected are varied and require different skills
(physical ability, dexterity, endurance, strategic thinking, etc.).

e Set up a competition schedule, including practice time. If necessary, create
tournament brackets for each event.

¢ Make sure all needed game equipment is available.
¢ Run the field day, and have an adult leader keep score.
* Award prizes to the winners.

Safety Always use the buddy