PATROL ROSTER

PATROL NAME:
PATROL ELEMENT:
PATROL TOTEM:
- PATROLS -
PATROLS are the main structure of a Boy Scout Troop.
They are to work together to accomplish tasks and
build teamwork, leadership, and service.
1. Patrols are to contain 5-12 members.
2. There are 5 standing patrols and 3 New Patrols.
3. Scouts are selected by Patrols and/or assigned by
Scoutmaster after 6 months of joining the Troop.
4. A Scout can request to the PLC to move Patrols.
5. Scouts make the patrol function and be effective.
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Introduction

As a Troop Guide, your main goal is to make the first year of scouting a successful, fun, growing
experience for the newest scouts in our troop. Giving them an excellent adventure right off the start
will help ensure the health of our troop and advancement of the individual scouts.

These skill teaching sessions are intended to help you guide the scouts in your charge. Our aim is
to support new scouts in reaching First Class, as much as we can by providing training and fun to
help them advance.

You are expected to use the EDGE method for all your teaching. There should be a lot more DOing
than LISTENing by the scouts. Most sessions should take less than 25 minutes to complete so they
are perfect for a troop meeting, patrol meeting, or campout. But, they will require quite a bit of
preparation on your part and keeping the scouts focused on the goal.

Some sessions mention the need for materials, such as muffin mix in “Camping Know How I”. You
also may want to purchase items such as small prizes for contests to make the sessions more fun.
Please check with the Scoutmaster to see what your budget is and save your receipts so you can be
reimbursed for things you need to buy to train the scouts. We do not want you or your family to have
any additional expenses because of your work in this position.

The table below lists the plans in the program according to what rank they apply. To make it easier
for scouts to advance, concentrate on the plans for Tenderfoot, then those for Second Class, and
finally First Class. But, use them in the order you feel is most appropriate as they fit into our troop
outings and monthly themes.

Joining/Tenderfoot Second Class First Class

Camping Know How | Camping Know How |l Cooking
Camping Know How |l Leave No Trace First Aid: Bandages
Citizenship | Cooking First Aid: CPR
Cooking Fires and Fire Safety First Aid: Rescues
First Aid: The Basics | First Aid: The Basics | Knots and Lashings Il
Fitness | First Aid: The Basics Il Map and Compass I
Fitness Il First Aid: Hurry Cases Map and Compass Il
Forming the Patrol Map and Compass | Nature Il
Knots and Lashings | Nature | Tech Chip

Totin’ Chip

Firem’n Chit

You will need to attend PLC meetings to ensure your plans for teaching the scouts are included in
the troop’s plans.

You will be more successful if you enlist the help of a buddy or two for some of the sessions.
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Sample First Year Program

This is a sample way to order the sessions to offer them all in a year.
A scout participating in all troop and patrol activities can advance quickly.
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Location Requirement Presentation/Description
Goals
T7,T8, T9 Forming the Patrol
T1, TS Camping Know How |
T2, S3b Camping Know How Il
April Outing | T1-2, T3, T5, S3c, Totin’ Chip, Fires and Fire Safety.
S3e, S3f Review campsite selection techniques.
T11, T12, S7b First Aid: The Basics |
T6, S4, S9b, F5, Citizenship
F11,T13, S11, F12
T10a Fitness |
May Outing | T1-2, T4, T6, S3g Cooking. Stage first aid test, use knots, practice
identifying poisonous plants, fire building contest.
T4 Knots and Lashings |
Sla Map and Compass |
T10b Fitness Il
June Outing | S1b, F1 Map and Compass lll Take a hike to complete S1b
S8a, S9%a Water Safety
S4 Court of Honor. Scouts do flag ceremony to

complete S4. Could receive Tenderfoot at this time.

Summer Camp

S8, F9

Complete swimming requirements

F2 Map and Compass Il
August Outing | S6 Nature I, Nature ||
S7c First Aid: The Basics I
S7a First Aid: Hurry Cases
F7a, F7b Knots and Lashings I
Sept Outing Nature hikes, lashing projects, directions without
compass, cooking, and other catch-up
Court of Honor — could receive Second Class
F8a, F8c First Aid: Rescues
Oct Outing Nature hikes, lashing projects, directions without
compass, cooking, and other catch-up
F8b First Aid: Bandages
Nov Outing
Fad First Aid: CPR
Dec Outing Disaster Day Event: Practice First Aid scenarios

Court of Honor — could receive First Class
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Skills Instruction Teaching Plans
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The table below lists requirements in order and the session where the information is presented.
This could help you find which session to use for a couple scouts needing a certain requirement.

M = do at a Meeting, C = do at a Campout, O = do outside troop

[M[c]o]
Tenderfoot
1 Camping Know How |
2 Camping Know How |l
3 Cooking
4a Knots and Lashings |
4b Knots and Lashings |
4c Knots and Lashings |
5 Camping Know How |
6 Citizenship
7 Forming the Patrol
8 Forming the Patrol
9 Forming the Patrol
10a Fitness |
10b Fitness Il
11 First Aid: Basics |
12a First Aid: Basics |
12b First Aid: Basics |

Second Class

7b First Aid: Basics |
7C First Aid: Basics Il
8a Water Safety
8b Water Safety
8¢ Water Safety
9a
9b Citizenship
10
First Class
1 Map and Compass |l
2 Map and Compass Il
3 Leave No Trace
4a Cooking
4b Cooking
4c Cooking
4d Cooking
4e Cooking
5 Citizenship
6 Nature Il
7a Knots and Lashings Il
7b Knots and Lashings Il
8a First Aid: Rescues
8b First Aid: Bandages
8c First Aid: Rescues
8d First Aid: CPR
9a Water Safety
9b Water Safety
9c Water Safety
10
11 Citizenship

la Map and Compass |
1b Map and Compass |
2 Leave No Trace
3a Leave No Trace
3b Camping Know How |l
3c Totin Chip
3d Totin Chip
3e Fires and Fire Safety
3f Fires and Fire Safety
39 Cooking
4 Citizenship
5 Citizenship
6 Nature |
7a First Aid: Hurry Cases
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Camping Know-How |

Learning Objectives

Each scout should be able to: (pages 277-283, 292-299)
e Complete advancement requirement T1 and T5.
¢ Know what to bring and what not to bring on a campout, and how to pack.
e Know what equipment is necessary for sleeping comfortably in the outdoors.
e Know safe hiking rules.

Materials Required

e Paper and pencil for each scout. e Overnight clothes for the season.

e Sleeping bag and pad. ¢ Usual equipment for an overnight (see Boy Scout
¢ Pack and plastic pack cover. Handbook)
Discovery

Before the presentation, arrange the overnight gear on a table or the floor. Allow scouts to examine
the gear. Ask scouts how many times they have been camping before and what type of camping it
was.

Teaching-Learning

I.  Explain: Help scouts understand why having the correct equipment is important for safety,
comfort, and fun. What happens if it rains and you don’t have a raincoat? What happens if you
have to use the bathroom at night and don’t have a flashlight? Ask other leading questions.
Tell Scouts that proper clothing is important. Ask them what they might bring.

II. Demonstrate:

A. Ask scouts to name and tell the purpose of equipment items you brought.

B. Show scouts the clothing that you have brought and explain its advantages.

C. Show scouts how to pack the pack properly, distributing heavy items and most important
items correctly.

lll. Guide:

A. Have each scout write down every item they remember that was packed into the pack, in
two minutes. Then, dump everything out and see who remembered the most.
B. Have scouts repack the pack properly, discussing it together.

IV. Demonstrate putting the pack cover on the pack. Ask them when the cover would be used —
while hiking in rain, but more importantly at night. Tell them that by keeping their pack outside
the tent and covered, they will be much more comfortable sleeping at night.

V. Enable: Show scouts where in their handbooks they can find clothing and equipment to bring
with them on this month’s outing. Tell them that if they come prepared and early, they will be
able to complete requirement T1.

VI. Discussion of Hiking Rules: (pg 277-283) Cover each of the following by asking questions:
A. LNT - cut switchbacks, stay on trail, hike single file, space between scouts, bikers horses
and pets
B. Off-trail hiking — don’t do it until older. Use durable surfaces like snow, rock, sand, dirt.
C. Road hiking — only when necessary, light-colored clothes, single file, left side, flashlight
D. If lost— STOP — Stay calm, Think, Observe, Plan
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Camping Know-How I

Learning Objectives
Each scout should be able to: (pages 300-306)

e Complete advancement requirements T2 and S3b.
e Understand the importance of a sleeping pad and proper sleeping bag.
¢ Know how and where to set up a campsite and tent.

Materials Required

e 2 tents with poles, stakes, ground e Sleeping bag

cloth e Sleeping pad

e 2 hammers

Discovery

Since setting up a tent takes awhile, just have their tents in bags ready to go.

Teaching-Learning

Explain: Move outside. Choose a location for a campsite and explain why you chose that spot:
(pg 300-306)

A. Level, but with good drainage. E. Water and Firewood

B. Free of lumps, stumps, etc. F. Privacy and Permission

C. Safe from dead limbs G. Low environmental impact —leafs and duff rather
D. Size than green grass. Use established campsites.

Demonstrate: Lay ground cloth and pitch the tent. Ask scouts if they have ever stayed out in a
tent before. Ask the scouts if they have ever set a tent like this up before. Put the sleeping pad
and bag in the tent. Review that leaving packs covered outside will make the tent more
comfortable.

Take the tent down and show the scouts how it goes into the bag. Make sure you pack it well
because the scouts will use what you do as a guide to what is expected of them.

Guide: Give a tent to each %2 of the group. Guide them in choosing a spot to camp and setting
up their tent. Help them pack their tents away.

Enable: Show scouts the sections in the Boy Scout Handbook that relate to this session. Tell
them that if they know this material, they will be able to complete requirements T2 and S3b at
this month’s outing.
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Citizenship

Learning Objectives

Each scout should be able to: (pages 51, 61, 65, 72-76)
e Complete advancement requirements T6, S9b, F11 and be prepared for S4, S5, F5, T13,
S11, F12.
e Properly display, raise, lower and fold the American Flag.
e Explain three R’s of personal safety.
e Explain Internet safety and cyberbully safety.

Materials Required

o flag pole and American flag.

Discovery

Ask how many of them know how to properly display the flag and how many have participated in a
flag ceremony before.
If you're doing this on a campout, have some experienced scouts lash a flagpole for you beforehand.

Teaching-Learning

I.  Go over the rules for displaying the American flag found in the Boy Scout Handbook (pg 74-75)
It's better to ask questions rather than state facts. Use the “Flag Quiz” in the appendix as an
example and add your own.

Il. Use EDGE to teach scouts how to fold the American flag.

lll. Go to the flag pole and use EDGE to teach scouts how to properly raise and lower the Flag.

A. Cover Hoisting, Flying, Lowering, Half-Staff.

IV. Review the Three R’s on page 65.

V. Review Internet Tips on page 51.

VI. Review Online Citizenship on page 61.

VIl. Recite the Scout Law. Explain that each scout will need to have an example of four different
points that he has demonstrated in his life to complete requirements T13, S11, and F12. He
should start looking for examples now and remembering them.

VIIl. Explain that Helpful, Friendly, and Kind mean that we should care for others and help out. Our
daily “Good Turn” helps us keep that in mind. For Second Class, each scout will need to
perform at least 1 hour of service — but don’t limit yourself to 1 hour, that's just a start.

IX. Explain that each scout has the responsibility to complete F5 on his own to learn about
constitutional rights and obligations of citizens.

X. Explain that inviting a friend to join him in Scouts for requirement F10 is a way to be friendly and
loyal. He must do it on his own and discuss it with the scoutmaster.

Application:

Scouts should participate in a formal flag ceremony to complete S4 and use what they have learned.
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Cooking

Learning Objectives

Each scout should be able to: (pages 313-343)
e Prepare for requirements T3, S3g, and F4.
¢ Plan a menu for the season.
e Cook a simple meal.

Materials Required

e Bread or muffin mixes of different flavors. Approximately one per participant.
e A heat source, pan of water, and Zip Lock sandwich bags.

Discovery

Give each scout a sandwich bag and the ingredients for his muffin mix. Have each one put the
ingredients into the bag. Get as much air out of the bag as you can and then seal it. Next, the scout
should mix up the ingredients by ‘swishing’ the bag. When the muffins are mixed, put them in boiling
water to cook them. They should be ready by the end of a meeting if you do this as an early pre-
opening activity. This would also be a fun camp out activity.

Teaching-Learning

I.  Use the Boy Scout Handbook to determine good meals. (pg 316-323, 329-341)
Il.  What are we going to eat? To answer this question you need to ask a few more.

A. How long will we be out? For short outings, fresh foods are fine. For trips of more than a
day or two, carry supplies that won't spoil.

B. How many people are going? Then you can decide how much food to take for each
meal.

C. What are you going to do? Estimate how much time you want to spend cooking. For
days packed with action, choose recipes that won't take long to prepare. However, cooking
may be your major camp activity. Take the ingredients and gear and you’ll cook up a real
feast!

D. How will you reach camp? Are you traveling by car? Then you can take griddles, dutch
ovens, and plenty of utensils. If you'll be packing everything on your back, keep your
menus and your load basic and light.

E. What kind of weather do you expect? Winter menus should contain more of the fats your
body burns for heat. Include soup mixes and hot drinks. Summer meals may be lighter
and include more cold fluids.

lll. Actually plan the menu for their next campout, using the food pyramid, serving sizes, and
budget.
IV. Explain hand washing, 3-pot dishwashing, disposal of dirty water and waste, and following

Leave No Trace.

V. Explain duty rosters, their importance, and what duties there are. Create a duty roster for the
next campout.

Application:

Scouts should cook meals on their own at the campouts after this presentation. They will need to
perform T3 and S3g on campouts. The ultimate application will be in the completion of F4.
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Fires and Fire Safety

Learning Objectives

Each scout should be able to: (pages 301, 410-415)
e Complete advancement requirement S3e, S3f.
e Understand the Outdoor Code and Leave No Trace as it relates to fire safety.
e Light and be safe with wood fires and lightweight stoves.

Materials Required

¢ Firem’n Chit Cards and Outdoor Code cards for each participant.
o Fire starters, fire aids, tinder, kindling, wood, and water.
e Backpacking stoves, fuel, funnel, matches

Discovery

o Display several different types of fire starters — flint/steel, sparker, bow drill, matches, lighter.
Have scouts arrange them from easiest to most difficult.

Display several fire starting aids — dryer lint, wax/sawdust, candle, Pringles, ...
Have piles of tinder, kindling, and wood. Ask if scouts know the difference between them.

Teaching-Learning

I.  Explain the Outdoor Code and what it means. Hand out Outdoor Code cards to each
participant. Describe the Minimize Campfire Impact ethics of Leave No Trace — use campfires
only in existing fire rings.

Il. Fire Safety: (have a discussion, letting scouts answer your questions as much as possible)

Three things are needed to have fire: Fuel, Oxygen, Heat - remove one and fire goes out.

Where can | build a fire? In existing fire ring, away from burnables (grass, brush, limbs)

What precautions are taken before lighting a fire? water, wind, fire bans, permits.

What guidelines while fire is burning? Monitor it, no horseplay, keep it small.

How is a fire extinguished? Burn to ash. Sprinkle water and stir. Repeat until cold.

How is site cleaned up? Scoop out cold ash and scatter far from campsite.

ires: (use EDGE to teach scouts to lay and light fires)

Explain fires are for cooking, heat, and entertainment. We have to make our own fires.
Demonstrate laying a TeePee. Emphasize air space, tinder, kindling, lighting spot, wind
direction, having extra wood ready. Demonstrate match lighting and starting the fire.
Guide scouts in laying their fires. Make them tall and thin instead of flat and wide, and
emphasize air space. Give each scout 5 matches to practice lighting, but not light their fire.

D. Enable — have scouts take their fire lays apart. From scratch, have each build a fire and
then light it.

IV. Lightweight stoves
A. Demonstrate proper storage, filling, priming, lighting, extinguishing of the stoves.

B. Have teams of 3 take turns lighting and extinguishing stoves, with close supervision!

V. After the presentation, sign and hand out Firem’n Chit cards to each participant. Tell them they

must live up to their responsibility to keep fires safe.

ImmooOw»

w >
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Application: Fire Building Contest

Divide scouts into buddy teams. Have each team build a fire as quickly as they can. Have the
scouts light the fires with as few matches as possible to emphasize good fire lay rather than speed.
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First Aid: Basics |

Learning Objectives

Each scout should be able to: (pages 124-147)
¢ Complete advancement requirements T11, T12a, T12b, S7b.
¢ Assemble a personal first aid kit to take on hikes.
e Treat for minor first aid (simple cuts, minor burns, nosebleed, bites and stings).
e Care for a choking victim.

Materials Required

o First aid practice kit, troop first aid kit, personal first aid kit, fake wounds
¢ CPR faceguard and gloves Kits.
e Bandages suitable for simple cuts, burns, etc.

Discovery

Display the personal first aid kit and troop first aid kit. Ask scouts who will provide first aid when we
are out camping and someone gets hurt? (we need to be able to help each other)

Teaching-Learning

. Whatisin a first aid kit?
A. Briefly go through the items in your troop first aid kit and their uses. (page 128)
B. Show the contents of the small personal kit. (page 127)

Il. Use EDGE to teach scouts how to administer simple First Aid (pg 136-143, 148)
They must demonstrate the skill, not just tell how they would do it. Use fake wounds or red
marker, water, bandaids, moleskin, ... as required.
You already Explained the need to know first aid. Demonstrate a problem on a scout. Then,
Guide scout buddies to do the problem on each other and show you their results. Then, do the
next problem. If they performed the first aid adequately, the are Enabled otherwise have them
practice more.

A. Simple cuts and scratches D. Bites or Stings of insects and ticks
B. Blisters on hand and foot E. Poisonous snakes
C. First degree burns F. Nosebleed

lll. Poisonous Plants: (pg 138-139)
1. Tell how to identify three poisonous plants.
2. To treat: wash skin, wash clothes, relieve itching with lotion.
IV. Use EDGE to teach scouts how to care for choking victim. (pg 134)
(Show positioning, but do NOT actually do abdominal thrusts or backblows)
Demonstrate on one scout, then have buddy pairs act it out and show you their positions.
A. Encourage continued coughing since some air is getting in.
B. If coughing and breathing stop, do abdominal thrusts and backblows. (do NOT actually do
thesell!)
C. If victim goes unconscious, lower him to the floor and switch to rescue breaths and chest
compressions.

Application:

Scouts make their own first aid kit. Ask the scoutmaster if the troop has items to make personal kits.
Scouts should identify a poison ivy plant in the wild.
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First Aid: Basics Il

Learning Objectives

Each scout should be able to: (pages 140, 144-153, 170-171)
e Prepare for advancement requirement S7c

Materials Required

e Practice first aid kits and wounds e Tweezers e Blanket
o Q-tips o Water bottle e Bandages
Discovery

Swap stories of getting hurt. Find out the worst injury ever experienced by the scouts.

Teaching-Learning
Use EDGE to teach scouts how to administer First Aid for 7 situations (pg 140, 144-153, 170-171)

They must demonstrate the skill, not just tell how they would do it. Use fake wounds or red marker,

water, bandaids, gauze pads, ... as required. Demonstrate a problem on a scout. Then, Guide

buddy pairs to do the problem on each other and show you their results. Then, do the next problem.

Tell scouts there will be scenarios at future troop meetings. Each scenario they complete correctly
will get one of the required items checked off. (Remember to have PLC plan time for scenarios!)

I.  Objectin eye (pg 145)
Il. Bite of suspected rabid animal (pg 140) — wash and flush with water, cover with sterile bandage.
[ll.  Puncture wound — infection is a high risk
A. Nail and Splinter (pg 145)
1. Remove debris with tweezers, flush with forceful water stream, and apply bandage.
2. Ifitis alarge embedded object, such as a stick or stake, do not remove it.
B. Fishhook (pg 146) — prevent by using barbless hooks!
1. Cut the line, take victim to a doctor for removal.
2. Ifin the backcountry, yank the hook out with string.
IV. Second degree burns (pg 148-149) — 2" degree burns have blisters, 1% degree do not.
A. First Aid:
1. Place the injury in cool running water until the pain lessens.
2. Dry the injury, then apply a sterile dressing and bandage loosely to keep clean.
3. Do not break blisters.
4. Do not apply creams, ointments, or sprays.
V. Heat exhaustion (pg 150)
A. Symptoms: pale clammy skin from perspiration, nausea, tiredness, dizziness, fainting,
headache, muscle cramps, weakness.
B. First Aid:
1. Lay patientin a cool shady spot with feet raised.
2. Fan him and apply cool wet cloths. Give him sips of water, if he is alert.
VI. Shock (pg 170-171) — Shock occurs in every serious injury to some extent
A. Symptoms: restlessness, irritability, weakness, confusion, fear, dizziness, nausea, thirst;
moist skin, clammy, cool, pale; quick and weak pulse; shallow, rapid, irregular breathing
B. First Aid:
1. Callfor help — shock is a life-threatening condition.
2. Lay victim down and raise feet 12 inches if there is no head, neck, or back injury.
3. Keep him comfortably warm or cool, as needed due to environment.
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First Aid: Bandages

Learning Objectives

Each scout should be able to: (pages 155-161)
¢ Complete advancement requirement F8b
e Construct and use the bandages for the head, upper arm, sprained ankle and collarbone.

Materials Required

e Practice first aid kits

e Splinting materials

¢ Roller bandages

e SAM splints
Discovery

Ask if anyone has broken a bone, sprained a joint, worn a cast.

Teaching-Learning

I.  Use EDGE to teach scouts how to apply bandages. Explain what splints are.(pg 158)
Demonstrate each bandage. Guide scouts in applying bandages to their buddy.
A. Sprained ankle (pg 154-155)
B. Head (pg 155)
C. Upper arm (pg 159)
D. Collar Bone (pg 159)
Il. Tell scouts that they will use these skills later this month to complete their requirement. (At the
PLC, request a First Aid event at the outing or scenarios at a troop meeting.)

Application: Bandage Relay

Divide the patrol into two teams. Provide patrols with a list of bandages. At the signal (“Go”) one
member of each team will run forward and apply the first bandage to the ‘victim." It must be certified
correct. Then the next member does the second one and so on. The first team finished wins.
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First Aid: CPR

Learning Objectives

Each scout should be able to: (pg 163-166)
¢ Complete advancement requirement F8d.
o Describe the five signs of a heart attack.
e Tell the steps in CPR.

Discovery

Ask what the leading cause of death is: Heart Disease
Ask who will probably have a heart attack, adult or scout? An adult

Teaching-Learning

I.  Ask what the Five Signs of a Heart Attack are: (pg 166)
A. Uncomfortable pressure, squeezing, fullness or pain in the chest, possibly spreading to
neck and arms
Unusual sweating
Nausea
Shortness of breath
. Afeeling of weakness
Il. Use EDGE to teach scouts the basic steps of CPR. Either use CPR manikins or a large pillow
for the body. Remember ABCs — Airway, Breathing, Circulation:

moow

A. Check that the scene is safe for you to help

B. Check that the victim is unresponsive — (shake and shout)

C. Tell someone to call for help

D. Check for breathing — cheek by face, looking down body

E. Open Airway — head tilt, chin lift

F. Check for breathing again, while keeping airway open.

G. Using a mouth shield, give 2 breaths

H. Give 30 chest compressions

I.  Repeat G and H until help arrives, it becomes unsafe, or you are physically exhausted.
Application:

Have the scoutmaster or other CPR-certified person available for discussion. Recommend every
scout get certified in CPR so they really know it. (Note, however, that scouts do not have to be
certified to complete requirement F8d.)
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First Aid: Hurry Cases

Learning Objectives

Each scout should be able to: (pages 162-170)
e Complete advancement requirement S7a.
e Treat for the hurry cases of stopped breathing, serious bleeding, and internal poisoning.

Materials Required

¢ Practice first aid kits
¢ Roller bandages
e Gauze pads

Discovery

Ask scouts to take their pulse using the Brachial artery. Tell them this is the one in the arm. See
how many can find where this is.
Then, try other spots — neck, wrist, ankle.

Teaching-Learning

I.  Use EDGE to teach how to handle Serious Bleeding: (pg 167)
A. Tell someone to call for help.
B. Apply Direct Pressure
1. Cover the wound with a sterile pad (or a bandanna, shirt, or any clean cloth)
2. Press hard
3.  Wrap the pad firmly in place.
4. If the pad becomes soaked with blood, do NOT remove it. Place another on top of it.
C. Treat for Shock.
Il. Use EDGE to teach how to handle Stopped Breathing: (pg 162-164)
Check that the scene is safe for you to help
Check that the victim is unresponsive — (shake and shout)
Tell someone to call for help
Check for breathing — cheek by face, looking down body
Open Airway — head tilt, chin lift
Check for breathing again, while keeping airway open.
Perform CPR until help arrives, it becomes unsafe, or you are physically exhausted.
iscuss what to do for Internal Poisoning: (pg 169-170)
Check that it is safe for you to help.
Quickly take the poison container (if available) to the phone.
Call a poison control center or emergency medical center and follow their instructions.
Treat for Shock and check breathing frequently.
Save all containers and vomit.

MoOOW»UEMMOUO®»

Application:

Tell scouts that they will use these skills later this month to complete their requirement. (At the PLC,
request a First Aid event at the outing or scenarios at a troop meeting.)
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First Aid:

Learning Objectives

Each scout should be able to: (pages 154, 172-175, 388-389)
e Complete advancement requirement F8a and F8c.
e Demonstrate the carries used to transport a victim.
e Tie the bowline.

Materials Required

¢ Ropes for scouts to tie bowline.
e Old large jacket to wear for clothes drag (optional)
e Poles and blankets for stretcher (optional)

Discovery

Rescues

Have all scouts line up for a race. Tell them that their right ankle can take no pressure. If it touches

the floor, they are out of the race. See who can run the race fastest.

Teaching-Learning

I.  Use EDGE to teach how to move a person out of a smoke filled room. (pg 174) Buddy pairs

practice.

A. Blanket Drag
B. Clothes Drag
C. Ankle Drag

Il. Use EDGE to teach how to transport a person with a sprained ankle. (pg 175) Buddy pairs

practice.

A. Walking Assist

B. Pack-strap Carry — only a person smaller than you
C. Two-Handed Carry

D. Four Handed Seat Carry

E. If you have time, use the pictures on page 173 to construct and use a stretcher.
lll. Use EDGE to teach the Bowline (pg 388) The bowline is the rescue knot. Remember the rabbit

goes out the hole, around the tree and back in the hole.

Application: Carry Relay

Divide the patrol into two teams. Set up a start line and another approximately 25 yards away as a
turning line. Have scouts practice one carry going down and one coming back. The first team to

complete all four carries wins.
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Fitness |

Learning Objectives

Each scout should be able to:
o Complete advancement requirement T10a.

Materials Required

Exercise chart for each scout (in appendix)

A pull-up bar

A stopwatch

A location suitable for doing fithess tests in T10a.

Application:

Have scouts record their best in the tests listed. Record these for your records as well.
Part of this requirement is to practice for 30 days. Scouts should bring back their completed chart to
show they practiced before the 30-day check.

Fitness Il

To be completed at least 30 days after the completion of Fitness |

Learning Objectives

Each scout should be able to:
e Complete advancement requirement T10b

Materials Required

Completed exercise chart from each scout

A pull-up bar

A stop watch

A location suitable for doing fithess tests in T10b.

Application:

Have scouts record their best in the tests listed. Record these for your records as well. If they have
shown improvement they have completed T10b.
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Forming the Patrol

Learning Objectives

Each scout should be able to: (pg 22-27, 39, 62)
e Complete advancement requirements T7, T8 and T9.
Review the Scout Oath, Law, Motto and Slogan.
Know the Scout sign, salute, and handshake.
Be able to tie the square knot.
Understand ‘patrol spirit’.
State their patrol name, give the yell, and describe their patrol flag.
Describe why we use the buddy system in Scouting.
Understand what a bully is and how to respond to one.

Materials Required

e Patrol Leader Handbook.
¢ Alarge beach ball.

Discovery

Have an older patrol present their flag at the opening of the meeting. Make sure they tell about the
symbolism of the flag and the embellishments that have been put on it. Review examples of flags in
the Patrol Leader Handbook.

Teaching-Learning

I.  Recite with the Scouts the Scout Oath, Scout Law, Motto, and Slogan. Do this every time you
meet until each can do it unaided.

Il. Discuss the buddy system. Ask them why they think that the buddy system is important.

Ill. Ask how a buddy can help if a bully is around. Ask how you should respond to bullies.

IV. Play Moon Ball
A. Arrange the patrol in a circle.

B. The object of the game is for the patrol to keep the ball aloft as long as possible.
C. The patrol should compete against its own record.

. Whatis a Patrol? Discuss how each patrol has its own leader, its own gear, its own
responsibilities. A patrol is a group of scouts that can do anything — they don’t need a troop. A
troop is just a bunch of patrols.

II.  What is Patrol Spirit? Discuss how scouts can make their patrol the best. Stick up for each
other, help each other with jobs, teach each other, have fun together. Make sure every other
scout feels welcome in the patrol!

lll. Patrol Meetings and Activities
A. Patrols can do activities outside of the troop.

IV. Patrol Name, Yell, Flag. Help scouts decide on a patrol patch and name, yell, and flag design.

Application: Patrol Meeting

The patrol will probably not create a flag design in a single meeting. Designs should be voted on
and then one chosen. Time should be reserved at the next two patrol meetings for designing and
then creating the flag.
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Knots and Lashings |

Learning Objectives

Each scout should be able to:
o Complete advancement requirements T4a, T4b, and T4c.
e Whip and fuse the ends of a rope.
e Tie two half hitches and taut line hitch.
e Teach someone how to tie the square knot.

Materials Required

¢ Have at least one other experienced scout, or adult available as a judge and to watch
EDGE.

Frayed ropes that need to be whipped and fused.

String for whipping and a candle and matches for fusing.

One rope for each patrticipant for knot tying.

Short poles or dowels for tying hitches.

Discovery

Show scouts a rope that is badly frayed. Ask them how useful this rope is compared to a good
piece.

Teaching-Learning

Use EDGE to Explain, Demonstrate, Guide, and Enable scouts to whip a rope.

Explain: Tell scouts that we need to have equipment in good shape for safety and usability.
Whipping or fusing rope makes a rope more useful and safe.

Demonstrate: Whip the rope while the scouts watch.

Guide: Step the scouts through whipping the rope, helping where needed.

Enable: Watch as each scout whips his own rope.

Explain to the scouts that you just used EDGE and that is how all training is done in Boy Scouts.
Explain what the acronym stands for — Explain, Demonstrate, Guide, Enable.

I.  Repeat with Fusing ropes.

Il. Have scouts split into buddy pairs. Have one scout use EDGE to teach the square knot to the
other scout. Monitor that they are using EDGE correctly. Then, reverse roles.

lll. Teach the Two Half Hitches and its use. If a scout can demonstrate it, sign him off.

IV. Teach the Taut Line Hitch and its use. If a scout can demonstrate it, sign him off.

Application: Knot Relay

Divide the patrol up into two teams. At the signal, one member of each team will run to the judge
and tie a Taut Line and Two Half Hitches. That patrol member then steps behind the judge and sits
down. The first team with all members sitting behind their judge wins.
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Knots and Lashings Il

Learning Objectives

Instructor Note: The descriptions of when to use Square and Diagonal lashings on pages 396 and
398 are incorrect.

A square lashing is used to bind two poles at 45 to 90 degrees to each other and touching.

A diagonal lashing is used to bind two poles at 45 to 90 degrees to each other and possibly NOT
touching.

The term ‘diagonal’ comes from the way the wraps are on a diagonal versus the square look of the
wraps on a square lashing, NOT because of the angle of the crossing poles.

Diagonal lashings are usually used to lash cross-braces, such as the X in the middle of an H trestle.

Each scout should be able to: (pg 386-387, 392-401)
e Complete advancement requirement F7a and F7b.
e Tie the timber hitch and clove hitch.
e Use these knots in the square, shear, and diagonal lashings.
e Use these lashings to create a camp gadget. (F7b).

Materials Required

e 2 short 1.5 to 2 inch diameter dowels or sticks for each participant and one for the
instructor

¢ 1 15-foot rope for each participant and one for the instructor

e 4 5-foot poles

e 2 7-foot poles

Discovery

Before the meeting, build an H trestle (pg 395) for the scouts to inspect with the 5-foot and 7-foot
poles. Let them notice how sturdy the structure is. Let the scouts take the structure apatrt.

Teaching-Learning

I.  Use EDGE to teach the following knots and allow them to tie them several times:
A. Clove hitch
B. Timber hitch

Il.  Use EDGE to teach these lashings and allow them to practice:

A. Square

B. Sheer

C. Diagonal
Application:

See www.PioneeringProjects.org for some ideas of projects to lash. You may want to practice these
skills more during the skills time of the next meeting. If so, scouts can make an X trestle or some
other pioneering projects.

Have scouts make a camp gadget on this month’s outing to complete requirement F7b.
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Leave No Trace

Learning Objectives

Each scout should be able to:
e Complete advancement requirement S2.

Materials Required

¢ Handbooks
e Leave No Trace cards

Discovery

Ask what some reasons are why people like to go camping?

Teaching-Learning

I.  Discuss the seven Leave No Trace principles and how our camping practices support them: (pg

244-257)

A. Plan Ahead and Prepare E. Leave What You Find
B. Travel and Camp on Durable Surfaces F. Respect Wildlife

C. Minimize Campfire Impact G. Be Courteous to Others

D. Dispose of Waste Properly

Application:

Remind scouts that they are expected to follow Leave No Trace guidelines on all campouts and hikes.
They will complete S3a when they’ve gone on five outings and F3 when they've gone on ten. They
will need to explain how they demonstrated Leave No Trace on these outings.
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Map and Compass |

Learning Objectives

Each scout should be able to: (pages 354, 360-364)
o Complete advancement requirements Sla.
e Use a compass and understand basically how a compass and map work together.

Materials Required

e Several topographic maps with legends
e 1 compass and map for every buddy pair
¢ http://www.boyscouttrail.com/tests/map_test.asp for reviewing map symbols.

Discovery

Have everyone close his eyes. Ask everyone to turn so they are facing North. Have everyone open
his eyes and see if there is any consensus. Ask how we could find out who is correct.

Teaching-Learning

I. Compass
A. What are the parts of the compass? (pg 361)
1. Needle, Orienting arrow, Direction of Travel arrow, baseplate, bezel
2. How do you know which end of the needle is the North end? It never points towards
the sun in North America. It is usually red, but not always.
B. Use EDGE to teach how to use a compass:
1. To follow a bearing:
a) Turn bezel so the degree bearing is at the base of the Direction of Travel arrow.
b) Turn with the compass until north end of the Needle is inside the Orienting Arrow.
2. To find which direction you are heading, or direction to a landmark:
a) Point Direction of Travel arrow at landmark.
b) Turn the bezel until the north end of the Needle is inside the Orienting Arrow.
c) Read degrees at the base of the Direction of Travel arrow.
Il. Map
A. Give each buddy pair a map and ask questions about the symbols:
What do different colored areas on the map mean? (forest, clear, water, ...)
What symbols represent man-made structures?
What symbols represent trails, roads, railroads?
What other lines are on the map? (boundaries, rivers, contour lines, lat/lon, ...)
Ask what they thing the contour lines are for? Explain how they are used. (pg 356)
What other interesting symbols are on the map?
Which direction is North on the map?
Il Orlentlng the map: Use EDGE to teach how to orient the map.

\‘F”S-"'.#F*’!\’!—‘

Application:

Arrange time for a 5-mile hike (about 2.5 hours) around the city or on an upcoming campout. See
the scoutmaster for topo maps of local parks.
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Map and Compass Il

Note: This will take about 90 minutes, including the orienteering course.

Learning Objectives

Each scout should be able to: (pages 346-351, 372-374)
e Complete advancement requirement F2
¢ Measure the height and width of objects using several different methods.
o Complete an orienteering course.

Materials Required

e Compass and map

Discovery

Meet at local park or location where you've prepared an orienteering course.
Ask scouts to estimate the height of a tree, cliff, or flag pole and the width of a tennis court, river, or
other space.

Teaching-Learning

I.  Use EDGE to teach these methods of measuring heights and measure a few structures or trees:
(pg 349)
A. Pencil Method
B. Tree Felling Method
Il. Use EDGE to teach these methods of measuring widths: (pg 350-351)
A. Stick Method
B. Compass Method

Application: Orienteering Course

Ask the Scoutmaster for an orienteering course map and waypoints and have scouts complete that
course. This can not be part of the 5 mile hike for S1b, but can be a separate mile done before or
after that 5 mile hike.
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Map and Compass Il

Try to do this session on a campout where scouts can actually practice the skills. Do the discovery
experience on Friday night, the directions during the day throughout Saturday, and the final
Directions during night Saturday night.

Learning Objectives

Each scout should be able to: (pages 368-371)
e Complete advancement requirement F1.
e Tell directions during the day and night in several ways without a compass.

Materials Required

o Compass (to give the right answer)
e Sticks and materials for various methods
e Constellation finder

Discovery

Have scouts tell you which way is North. How do they know--what method are they using? Use the
compass to confirm their findings.

Teaching-Learning

I.  Use EDGE to teach finding directions during the day. (pg 370-371)

A. Shadow stick method

B. Equal Length shadow method
1. The time for this method can be shortened to 20 minutes. Mark the tip of the shadow

with a pebble or twig every 5 minutes. The row of pebbles will run west to east.

C. Watch method (optional)

Il. Use EDGE to teach finding directions at night. (pg 368-369)

A. North Star method — Cassiopeia is the “W” on the opposite side of the North Star from the
Big Dipper and its center points towards the North Star.

B. Constellation Method. There are many constellations in the sky. These move in a
predictable way throughout the various seasons. If you know the constellation, you can tell
directions from where they are in the sky, given the season and time. This is easily
demonstrated using a wheel type Star Gazer or Constellation Finder.

C. When you can only see one star. (not in handbook)

1. Mark the location of the star in the sky with a landmark or the stick method mentioned
in the book for the north star. Preferably, this star would be along the horizon.
2. In1to 2 hours observe the star again. You will be able to tell the direction pointed to
by the sticks.
a) If the star has risen, that direction is East. If the star has sunk, it is West.
b) Ifit has moved to the left, it is North. If it has moved to the right, it is South.
D. Methods used during day with the sun’s shadow will also work at night with a bright moon!

Application:

Each scout chooses a daytime and nighttime method of finding direction and demonstrates them to
someone else, after the teaching is complete.
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Nature |

Learning Objectives

Each scout should be able to: (pages 218-231)
e Complete advancement requirement S6.
e Appreciate and respect the animals that live in their communities.

Materials Required

Examples of plaster casts of animal prints.

Books on animal identification — check out from the troop library
Plaster of Paris.

One plate for each participant.

Piece of fur, feather, bone.

Discovery

An excellent discovery would be to have an animal brought to the meeting by a qualified
professional. If this type of person is not available, you can allow scouts to make a plaster of paris
cast of their hand to take home. Do this at the beginning of the meeting or the casts will not be set
up by the end.

Show the fur, feather, and bone. Ask what can be determined about the animal that left them.

Teaching-Learning

I.  What are some types of animals? What are some characteristics of each one?
A. Mammals (have fur, warm blooded)
B. Birds (have feathers, sometimes fly)
C. Reptiles (Scaly skin, cold blooded, hibernate)
D. Amphibians (Moist skin, ‘dual life’)
E. Fish (Have gills, live in water)
Il. Identifying Animals
A. Show the pages (218-231) in the Boy Scout Handbook that can be used in identifying
animals.
B. Show other books that can be used.
C. Demonstrate to scouts how they would go through the process of identifying an animal.
[ll. Observing Animals
A. Evidence of animals
1. Droppings
2. Partially eaten food (chewed nuts, etc).
3. Tracks. (Making plaster casts)
B. Taking pictures of animals.

Application:

Have scouts collect evidence of at least 10 different kinds of wild animals, be able to identify the
animal, and bring the evidence to a future meeting. This can include plaster casts, fur, feathers,
shells, pictures they took (not from a magazine), etc. Or, you could go on a hike with the patrol and
collect the evidence.
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Nature li

Learning Objectives

Each scout should be able to: (pg 208-217)
e Complete advancement requirement F6
e Use resources to identify plants.

Materials Required

¢ Plant identification books — check out from troop library
e 10 to 15 different types of leaves (1 of each per buddy pair and a set for the presenter)
e Example leaf casts and leaf prints

Discovery

Allow scouts to look at the leaves and identify as they can.

Teaching-Learning

I.  Ildentifying Leaves.

A. Types of Trees
1. Deciduous (Broad Leafed)
2. Coniferous (Evergreen or Cone Bearing)

B. Types of leaves:
1. Simple
2. Compound
3. Simple Palmate
4. Compound Palmate

C. For some of the leaves you have brought in, explain to scouts how you identified them.

D. Using one sample leaf, determine with the group its characteristics — deciduous, coniferous,
simple, lobed, compound, smoothness, size, ... Then, using the Plant Identification guide,
isolate what tree it is from.

Application: Plant Hike

Take a hike with the scouts through a wooded area where they can identify different trees, shrubs,
and other plants. They should each track the ones they identify in their handbook until they have at
least 10 listed.

Some native plants that are fairly easy to identify: maple, white oak, red oak, paper birch, red pine,
ponderosa pine, eastern white pine, eastern red cedar, eastern white cedar, buckthorn, elm, quaking
aspen (popple), poplar, cottonwood, weeping willow, ironwood, basswood, sumac, poison ivy,
milkweed, goldenrod
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Water Safety

Learning Objectives

Each scout should be able to: (pages 218-231)
o Complete advancement requirements S8a and F9a.
e Prepare for advancement requirements S8b, S8c, F9b, and F9c.

Teaching-Learning

I. Discuss the Safe Swim Defense precautions. (pg 182)
Il. Discuss the Safety Afloat precautions. (pg 195)
Ill. Review the BSA Swimmer Test requirements. (pg 190)
IV. Discuss Water Rescue methods. (pg 196-199)

Application:

If you do this session before summer camp, most scouts will complete the requirements at camp.
Otherwise, arrange a time at a local pool for scouts to demonstrate the required skills. Follow the
Safe Swim Defense precautions, including supervision, lifeguards, and lookouts.
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Totin’ Chip

Note: Itis best to do this session on a campout where scouts can actually practice the skills. If you
have three instructors, one each running knife, ax, and saw stations, then scouts can rotate through
stations.

Learning Objectives

Each scout should be able to: (pg 402-411)
¢ Complete advancement requirements S3c, and S3d.
e Properly use and care for the scout knife, ax, and saw.
e Earn the Totin’ Chip Card

Materials Required

e Totin’ Chip Cards e rope for ax yard e Ax Sharpening Demo log
e AX, knife, and saw e Limbs about 3inchesin e 2 pair of gloves
e File diameter and 3 feetlong e Rags (to wipe up oil)
¢ Knife sharpening kit e Chopping Log
Discovery

Start by asking the scouts the following questions.
o How many of you have used a knife, ax, or saw before?
o How important do you think it is to be safe with these tools?
o What do you think can happen if you're not safe?

Teaching-Learning

Note: You may wish to do |, I, and Il as three separate EDGE presentations separated by a game
or activity. This can be especially helpful with younger scouts. Or, have 3 stations set up and divide
the scouts into groups that rotate between the stations — you will need two other scouts to help you.

I.  The Scout Saw
A. Care and Sharpening
1. The best way to ‘sharpen’ a blade is to buy a new one.
B. Usage:
Keep blade sheathed except when in use.
Cut off an end of a log, not the center, so the saw does not bind.
Use long, smooth strokes
Keep blade out of dirt
. Undercut branches first when clearing trails.
arrying and Passing:
Sheath the blade.
Carry with blade down and away, and handle facing forward.
Pass from right to left hand, not across body.
Make sure the other person has the tool (i.e. says ‘thank you’).

o
PONEPQOOIAWONE

Il. The Scout Ax
A. Sharpening
1. Use a file with a knuckle guard and wear gloves.
2. Use alog and stakes as shown in the Boy Scout Handbook on page 409.
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3. Place the file on the edge of the blade and push it into the bit. Use pressure so you
can feel the file cutting metal. Use firm, even strokes and sharpen each side evenly.
B. Handling and Use
The ax should be sharp and the head on tight.
Always wear sturdy shoes to protect your feet.
Clear the area in which you're working.
Carry an ax correctly.
Hand the ax in the proper way (Boy Scout Handbook page 408).
Know how to properly
a) Buckalog.
b) Switch Hit.
c) Use a chopping block, and to split wood.

oohrhwnNE

Ill. The Scout Knife:
A. Care and Sharpening

1. Cleaning:
a) Open all the blades.
b) Twirl a small piece of cloth or paper towel onto the end of a toothpick.
c) Moisten it with oil and wipe out the inside.
d) Be sure to clean the joint at the base of each blade.
e) Swab out extra oil with a clean cloth.

2. Sharpening:
a) Put afew drops of honing oil on the whetstone.
b) Hold the back against the stone at about a 23 degree angle.
c) Push the blade along the stone as if you were slicing a thin piece off the stone.
d) Work the blade back and forth. Make sure that the number of times for each side

is the same to evenly sharpen the blade.
B. Handling and Use: Follow these Dos and Don'ts.

1. Do:
a) Keep blades closed except when in use.
b) Cut away from yourself.
c) Close blades before handing the knife to someone else.
d) Make sure that no one is within an arm's length away when using the knife.

2. Don't:
a) Carry a knife with the blade open.
b) Pound on the knife handle with another tool.
c) Throw the knife.
d) Pry with the point of the knife blade.
e) Put the knife in a fire - can ruin the temper and weaken the knife.

3. Handing your knife to another person.
a) Close the blade.
b) Hand the knife.
c) Make sure the other person has the tool (i.e. says ‘thank you’).

Application:

Scouts should receive the Totin’ Chip card as recognition for their accomplishments and a reminder
of the responsibility of using wood tools.

To complete S3d, a scout should saw a 6-inch length of 3-inch diameter limb with a saw, split it with
the hand ax, and make tinder with the knife. They could then use this wood for the S3f requirement.



Appendix

This section contains the forms and worksheets you will need to implement the program.



Scout Advancement Progress Chart

Patrol:
Troop Guide:
Boy Scout (Joining)
1. Fifth Grade, 11 yrs old, Arrow of Light
2. Application
3. Find a Scout Troop
4. Repeat the Pledge of Allegiance
5. Scout sign, salute and handshake
6. Square Knot
7. Understand Oath, Law, Motto, and Slogan
8. Describe the Scout badge
9. Go through Drugs/abuse booklet with parent
10. Scoutmaster Conference
Tenderfoot
1. Properly dressed and equipped for campout
2. Spend 1 night on campout in tent
3. Assist with cooking
4a. Whip and fuse rope
4b. Tie two half hitches and taut line hitch
4c. Use EDGE to teach square knot
5. Explain rules of safe hiking and what to do if you get lost
6. Demonstrate how to display, raise, lower, and fold the Flag
7. Repeat from memory and explain: Oath, Law, Motto, Slogan
8. Know Patrol Name, yell, describe patrol flag
9. Explain buddy system. Describe a bully and proper response.
10a. Record best in (record date here, numbers below):
i Push ups / Pull ups
ii Sit-ups / Standing Long Jump
iii Run or Walk ¥ mile
10b. Improve in the activities after 30 days
11 Identify poisonous plants and tell treatment of exposure
12a. Demonstrate how to care for someone choking
12hb. Show simple First Aid
13-15. Scout Spirit, Scoutmaster Conference and Board of Review
Second Class
la. Demonstrate a compass, orient a map, explain map symbols
1b. Using a compass and map take 5 mile hike
2. Discuss Leave No Trace
3a. Since joining, participate in five activities, not meetings
3b. Select patrol site, pitch tent, and sleep in it
3c. Demonstrate proper care, sharpening, use of woods tools
3d. Use woods tools to prepare tinder, kindling, and fuel
3e. Discuss lightweight stoves and cooking fires.
3f. Demonstrate building a fire and set up a lightweight stove.
30. On a campout, cook a hot breakfast or lunch.




Patrol:

Troop Guide:
4. Participate in a flag ceremony and explain flag respect
Participate in 1 hour service project
Identify/show evidence of 10 animals
7a. Show what to do for ‘Hurry Cases’
7b. Prepare a personal first aid kit
7c. Demonstrate advanced First Aid
8a. Tell precautions for a safe swim.
8b. Demonstrate swimming ability.
8c. Demonstrate water rescue methods.
9a. Participate in program on dangers of drugs
9b. Explain three R’s of personal safety.
10. Earn and save money
11-13. Scout Spirit, Scoutmaster Conference and Board of Review

First Class
1. Demonstrate finding directions without a compass
2. Complete orienteering course with measurements
3. Participated in 10 activities since joining
4a. Plan patrol menu for breakfast, lunch, dinner.
apb. Make food list
4c. Tell gear needed to prepare meals
4d. Tell food and garbage handling procedures
4e. Lead patrol in preparing meals from 4a
Visit and discuss citizenship with community leader
Identify/show evidence of 10 native plants
7a. Discuss use of lashings. Demonstrate Hitches and Lashings
7b. Camp gadget using lashings
8a. Bowline and its use in rescues
8b. Bandages for head, upper arm, collar bone, sprained ankle
8c. Transport a victim
8d. Tell five signs of hear attack and explain CPR
9a. Tell precautions for safe trip afloat
9b. Pass BSA swimmer test
9c. With helper and victim, show line rescue
10. Tell a boy about Boy Scouts
11. Three things not to do on Internet. Describe cyberbully.
12-14. Scout Spirit, Scoutmaster Conference and Board of Review




True

False

Flag Quiz

Hanging the flag upside down indicates mourning or sadness. It is often done
when a president or noted figure dies

The flag is placed on the speaker’s right if it is on the stage.
The flag of one country is never flown below another in times of peace.

When hanging the flag on the wall, the blue portion is always on the bottom on
the right.

The US flag is always on the highest pole.



Shock

Have person lie down

First Aid Situation Cards

Shock

Raise feet 10 to 12
inches. If he is have
trouble breathing raise

Nail and Splinter

Wash Gently with soap
and water.

Heat Exhaustion

Symptom: Dilated
pupils,
Headache and dizziness.

Shock

Never leave him alone

Nail and Splinter

Apply and sterile
bandage.

Heat Exhaustion

Move patient to a cool
shady spot.

Shock

Talk to him to assure him
that everything will be ok.

Fishhook

Cut the line and allow a
doctor to remove the
fishhook.

Heat Exhaustion

Place him on his back
and raise his feet.

Object In the Eye

Have the person blink

Object in the Eye

Pull the upper lid down
over the lower one.

Object in the Eye

Place your thumb on the
skin just below the lid
and pull it down gently.

Fishhook Heat Exhaustion
Push the barb out Fan him and apply cool
through the skin. wet cloths. Give him

sips of water.

Fishhook Poisonous Plants
Snip off the barb with a Poison ivy have three
pair of pliers. leaves.

Fishhook Poisonous Plants

Back the fishhook out of
the wound.

Poison oak has three
leaves

Object in the Eye

Lift the object out with
the corner of a sterile
gauze pad.

Second Degree
Burn

Do not break the blisters.

Poisonous Plants

Poison Sumac has white
berries.

Object in the Eye

Cover the eye with a
gauze pad and get the
patient under medical

Second Degree
Burn

Place the injury in cool
water 1intil the nain

Poisonous Plants

Do not scrub.

Bite of Animal

Call police to come pick
up the animal.

Second Degree
Burn

Apply a moist dressing

Poisonous Plants

Rinse with water
immediately.

Bite of Animal

Scrub the bite with plenty
of soap and water.

Second Degree
Burn

Bandage loosely.

Poisonous Plants

Use Calamine lotion to
relieve itching.

Bite of Animal

Cover the wound with a
sterile bandage and get
the victim to a doctor.

Second Degree
Burn

Do not apply Creams,
nintments ar snrave

Poisonous Plants

Remove lingering sap by
laundering clothing.

Nail and Splinter

Take out any foreign
matter.

Heat Exhaustion

Symptom: Pale skin.

Nail and Splinter

Squeeze gently around
the wound.

Heat Exhaustion

Symptom: shallow
breathing.

Heat Exhaustion

Symptom: nausea.




Program Planning Worksheet

Enter the date you plan to complete the Requirements listed below. For those requirements which do not have a corresponding lesson plan,
enter the date you anticipate the requirement will be completed. M = do at a Meeting, C = do at a Campout, O = do outside troop

M |c ]O] [ Date to Be Completed M[cC [O Date to Be Completed
Tenderfoot 7a First Aid: Hurry Cases
1 Campina Know How | 7b First Aid: Basics |
2 Campina Know How |l 7c First Aid: Basics |l
3 Cookina 8a Water Safety
4a Knots and Lashings | 8b Water Safety
4b Knots and Lashings | 8c Water Safety
4c Knots and Lashinas | 9a
5 Campina Know How | 9b Citizenship
6 Citizenship 10
7 Formina the Patrol First Class
8 Formina the Patrol 1 Map and Compass llI
9 Formina the Patrol 2 Map and Compass |l
10a Fitness | 3 Leave No Trace
10b Fitness | 4a Cookina
11 First Aid: Basics | 4b Cookina
12a First Aid: Basics | 4c Cookina
12b First Aid: Basics | 4d Cookina
Second Class 4e Cookina
la Map and Compass | 5 Citizenship
1b Map and Compass | 6 Nature Il
2 Leave No Trace 7a Knots and Lashings I
3a Leave No Trace 7b Knots and Lashings I
3b Campina Know How |l 8a First Aid: Rescues
3c Totin’ Chip 8b First Aid: Bandaaes
3d Totin’ Chip 8c First Aid: Rescues
3e Fires and Fire Safety 8d First Aid: CPR
3f Fires and Fire Safety 9a Water Safety
3a Cookina 9b Water Safety
4 Citizenship 9c Water Safety
5 Citizenship 10
6 Nature | 11 Citizenship




Presentation Schedule Worksheet

Fill in the name, location, and date of each presentation in the program in the spaces below.

Session Date Location Person Responsible
Camping Know How |
Camping Know How |l
Citizenship
Cooking
Fires and Fire Safety
First Aid: Basics |
First Aid: Basics Il
First Aid: Bandages
First Aid: CPR
First Aid: Hurry Cases

First Aid: Rescues
Fitness |

Fitness Il

Forming the Patrol
Knots and Lashings |
Knots and Lashings Il
Leave No Trace

Map and Compass |
Map and Compass I
Map and Compass Il
Nature |

Nature Il

Firem’n Chit

Totin’ Chip

Tech Chip




Program Plan by Month

The approximate date is shown. List location in the 2™ column (campout, troop meeting, patrol
meeting, other), requirement goals you plan to cover in the 3" column and the presentation in the
third column.

Date Location Requirement Presentation/Description
Goals

March 1

March 8

March 15

March 22

April 1

April 8

April 15

April 22

May 1

May 8

May 15

May 22

June 1

June 8

June 15

June 22

July 1

July 8

July 15

July 22

August 1

August 8

August 15

August 22

September 1

September 8

September 15

September 22

October 1

October 8

October 15

October 22

November 1

November 8

November 15

November 22

December 1

December 8

December 15

December 22

January 1

January 8

January 15




Exercise Chart

Practice the exercise for 30 days. Keep track of your performance to show your Troop Guide after
30 days. Then, demonstrate your improvement to him.

Day Push-ups Pull-ups Sit-ups Long Jump Walk/Run

Initial

Final




THE CAMPFIRE PROGRAM PLANNER

Be sure that every feature of this campfire program upholds Scouting’s highest traditions. How to use this sheet:

1.

[&)]

In a campfire planning meeting, fill in the top of the Campfire Program sheet (over).

Write down the name, description, and type of song, stunt, or story they have planned.

smoothness, and showmanship.

. The master-of-the-campfire makes out the Campfire Program sheet (over).
. Copies of the program are given to all participants.

2. On the Campfire Program Planner (below), list all units and individuals who will participate in the program.
3.
4. The master-of-the-campfire organizes songs, stunts, and stories in a good sequence, considering timing, variety,

Cheer Planner

Spot

Campfire Program Planner

Song Planner

Spot

Group or
Individual

Opening
Closing
Headliner
Song leader

Cheerleader

Description

Main event

Type

Spot

<)

K

BOY SCOUTS OF AMERICA



freelance
Typewritten Text


CAMPFIRE PROGRAM

Place

Date
Time Campfire planning meeting

Campers notified Area set up by

Camp director’sapproval ___ | Mc Campfire built by

Song leader Fire put out by

Cheermaster Cleanup by

Spot Title of Stunt, Song, or Story By Time

1 Opening (and fire lighting)

Greetings (introduction) MC

Sing Yell

ol |~ |O]DN

10

11

12

13

14

15

16

17

18

19

20

21

22

>

BOY SCOUTS OF AMERICA 430-696WB

2011 Revision
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PATROL DUTY ROSTER

FRIDAY SNACK

Head Cook

Assistant Cook

Water

Fire

Head Clean-up

Asst Clean-up

SATURDAY BREAKFAST

Head Cook

Assistant Cook

Water

Fire

Head Clean-up

Asst Clean-up

SATURDAY LUNCH

Head Cook

Assistant Cook

Water

Fire

Head Clean-up

Asst Clean-up

SATURDAY SUPPER

Head Cook

Assistant Cook

Water

Fire

Head Clean-up

Asst Clean-up

SATURDAY SNACK

Head Cook

Assistant Cook

Water

Fire

Head Clean-up

Asst Clean-up

SUNDAY BREAKFAST

Head Cook

Assistant Cook

Water

Fire

Head Clean-up

Asst Clean-up




THE “EDGE” METHOD

Keep everyone involved; learn by doing. Prepare Scouts for the EDGE advancement requirement.

Materials:

“EDGE” handout and paper hat handout (one copy per scout); sheets of newspaper for everyone (must be
broadsheet size, like the Boston Globe); flip chart; paper hat lesson plan

Preparation:

Practice! Prepare flip chart with EDGE steps.

Other notes:

This session will give Scouts some basic knowledge about the EDGE method and a chance to practice the skill.
But that doesn’t mean we should sign off a Scout's EDGE advancement requirement simply because he
participated in this session. Instead, each Scout needs to take this knowledge, keep practicing, and then
demonstrate on his own that he has mastered the skill of teaching.

1. Goals: At the end of this presentation, participants should be able to...

- Understand how people learn.
- Know the four steps of the “EDGE” method.
- Use the “EDGE” method to teach a skill.

2. Discovery: What do they already know? What do they need to know?

[?] What are some of ways you learn information? What senses do you use? (put on flip chart) [hear, see, do]
[?] If we're going to teach how to tie a square knot, which of these ways do you think would work best?

3. Teaching and learning: Explain, Demonstrate, and Guide the learner through the skill.

People learn differently. So the best thing is to combine methods:
- Hearing: by explaining how to do something
- Seeing: show how it's done; use visual aids
- Doing: hands-on, actually practice a skill

BSA has a method called “EDGE.” It has four steps for teaching a skill: (show flip chart and give handout)
- Explain what the skill is, why it's important, and how it's done.
- Demonstrate the skill and explain what you’re doing.
- Guide the learner while he tries the skill for the first time.
- Enable the learner to try the skill on his own. Watch and help if needed.

Let’'s see an example of “EDGE.” We're going to do it with paper hats. (talk about the four steps as you go)
- Explain: Show examples of paper hats, talk about why they’re useful, talk about materials needed.
- Demonstrate: Show how to make a hat.
- Guide: Hand out newspapers and handouts, and walk everyone through the steps one at a time.
- Enable: Ask everyone to unfold their hat and then try it again on their own.

4. Application: Enable the learner to apply the skill or knowledge they have learned.

Give each Scout a chance to use “EDGE” to teach a basic knot. Divide into small groups (as small as possible),
each with an experienced instructor to guide them through the steps as they take turns teaching.

5. Evaluation: Did we reach the goals?

[?] What are some of the different ways people learn?
[?] Ask Scouts to name and explain the four steps of “EDGE.”

Summary: Your closing message—final thoughts.

Scouting is about you running your own patrol—not the adults. As you get older, it'll be up to you to teach skills
to the younger scouts. “EDGE” is a simple method you can use whenever you need to teach someone a new
skill.




Team What a
Learning Where the group is: Teacher|
Stages Should do
Forming Starting out— Explain

I Skills are low; Enthusiasm high

| Storming Becoming discouraged— Demonstrate

Skills and enthusiasm are low

Norming

Making progress—

Skills and enthusiasm are rising

Guide

Performing

Finding success—

Skills and enthusiasm are high

Enable




Holding Effective Patrol Meetings

Preparation:

e Set the meeting time and place. Try to have it the same time each month for easy recall.
Have a meeting place that is conducive to patrol learning and without interruptions and
distractions.

e Insure two adult leaders can attend. BSA rules require two leaders for all gatherings.

e Prepare a Patrol Meeting Plan (Agenda). Review your Patrol Leader Council notes for
important information to share with your patrol and check with the SPL on input for
upcoming events to plan.

e Define activities to accomplish during the patrol meeting and order the agenda items
logically and by priority.

e Have a “Plan B” with some extra ideas or activities in case something does not go as
planned.

e Delegate responsibilities to all patrol members to contribute and participate actively at the
meeting.

e Set a time limit for each item.

e If possible, distribute the agenda in advance (ie. Tuesday troop meeting)

e Remind everyone the day before the meeting. Insure that everyone knows about the
meeting

e Determine what materials (Patrol Leader Notebook, white boards, flip charts, handbooks,
equipment, etc ) are required for the meeting.

At the Patrol Meeting:

e Start on time.
e Review the Patrol Meeting Plan Agenda to ensure everyone knows the expected
outcomes of the meeting.
e Identify duties:
o Topic Leader—Leads the meeting (usually the Patrol Leader)
o Scribe— Takes the Official notes but everyone should take notes. Periodically
summarizes information and decisions.
o Time Keeper— Keeps track of the time and reminds everyone when time is up.
o Topic Monitor—Interrupts when discussion is straying away from the agenda.
e Decide on the “Rules of Order” by having everyone agree to certain rules of patrol
behavior. You can use the following as a guideline:
\ The Scout Law (particularly Courteous and Helpful)
< The Scout Motto
< Bring pen or pencil and Scout Handbook
\ Take Notes.
\ Listen— Pay attention to the matter at hand
\ DO NOT talk out of turn or interrupt others. The Topic Leader should
address group members individually for response. Be Courteous



Y DO NOT hold side conversations. Be Courteous

< Come to the meeting with a positive attitude. Be Helpful.

< Keep on the subject and try not to go off on a tangent. Jot down ideas that
you want to bring up later at the appropriate time.

< Come to the meeting with your ideas and things you are responsible for
from previous meeting Action Items. Be Prepared.

v Document Action Items (decisions)

After the Meeting:

e Promptly take care of Action Items that you are responsible for.
e Prepare for the next Patrol meeting.



Inclusiveness

Think about the people in your patrol....

Think about the people in your Troop.....

ARE THERE PEOPLE YOU CAN COUNT ON ALL THE TIME???

Do you turn to the usual suspects all the time? Are you relying on your closest buddies more than others?
What are the results?

What is happening to the other folks?

What happens when we use diversity within our patrol?

Do we all learn from others experiences?

And if we don’t use diversity:

e Do we miss out and possibly lose an opportunity to build a high functioning Patrol?

If you do what you’ve always done, and ask the same group of folks to help,
you’ll achieve what you’ve always achieved!!!

o  Where’s the growth?

A successful Patrol uses diversity and uses people’s differences to their advantage.

e When you lead, make sure everyone has challenging opportunities to contribute and learn.

e Consider how your leadership style affects the team environment.

e Take time to show you care.

e Recognize individuals and team achievements.

e Reach out and learn something from everyone.

e Does everyone understand and agree with what success looks like for your Patrol?

e Do you actively sense how team members are doing and do something about it if things aren’t
going well?

e Are you teaching each other skills so all can more fully participate?

e Do team members support one another during times of conflict?

e Does the team work to ensure everyone is performing at his or her best?

e Do you celebrate individual success as a Patrol?

e Does everyone feel like they are contributing something to and getting something from the
Patrol?

e Diversity and inclusiveness are powerful concepts!

e Make them work and the tam will grow!

e MAKE THEM WORK AND YOU WILL GROW!

Troop 29 | Inclusiveness v1.0



Jobs for Patrol Members

All patrol members should have a meaningful job or duty. Examplesinclude the
following that you can assign:

Assistant Patrol Leader: Leads the patrol in the Patrol Leader’ s absence and
assumes additional duties when asked.

Scribe: The Patrol Scribe keeps the Patrol Logbook in which is recorded all the
happenings of the Patrol. He also records the details of the patrol meetings when
the patrol meets to make decisions. Some Patrol Scribes produce a monthly or
guarterly Patrol newssheet for members and their parents.

Patrol Treasurer: He collects the Troop dues and keeps a record.

Patrol Quartermaster: This member of the patrol will look after, and take
charge of patrol equipment i.e. camping equipment, training equipment (ropes and
staves and triangular bandages and compasses), keeping them in good condition,
and making sure they don't get lost.

Patrol First Aider: This duty goesto the member of the patrol with the most
interest and expertisein first aid. He will assemble a patrol first aid kit useful for
troop skill games and the Klondike derby.

Duties which can also be undertaken:

Patrol Grubmaster: Responsible for planning and buying of food for camps,
hikes and patrol meetings. This should be rotated and an experienced scout and
parent should accompany a newer scout when shopping.

Patrol Librarian: builds up alibrary of training books and charts and keep good
care of them.

Patrol Hikemaster and Patrol Campmaster: These two patrol members will be
the expertsin hiking and camping, and will lead the planning of patrol hikes and
camps.

Now thislist is not final. You might decide - because you have patrol members
with particular skills, or because there is a need for the good running of your
Patrol - to appoint other duties. | have known that Scouts also fill the following
rolesin their Patrols:

Patrol Instructor: in charge of instructing in skills. You can have different
instructors to specialize in knots, fire building, compass, first aid, etc.



Patrol Chaplain Aide: says prayers and leads the religious activities in the
Patrol.

Patrol Musician: if you have a guitar player or amusician of any sort, duty can
he fitted in.

Patrol Cheermaster: your most enthusiastic and loudest scout to lead your patrol
cheer.

Patrol Ceremony Chief: researches ideas and teaches the patrol new openings
and closings to use at troop meetings.

Patrol Photographer: a member who is keen on photography.

Patrol Scoop Reporter: provides ashort report on activities to the Troop Scoop
Editor.

With all these things to be done, clearly some patrol members will undertake
more than one job.

It isagood idea when giving responsibility to look for and people who are
capable, sometimesit is necessary to persuade people to do jobs.

Reprinted in part from ScoutWeb South Africa



Patrol Responsibilities:

In order to be an effective team, each patrol member must fulfill his role and responsibilities. Be
respectful of one another, as these roles are temporary and you will likely have a different role that
requires the assistance of others. All Patrol Leader appointments must be approved by the
Scoutmaster.

Patrol Leader (Elected by his patrol)
e Take the lead in planning and conducting patrol meetings and activates.
e Encourage patrol members to complete advancement requirements
e Represent the patrol at the Troop Patrol Leader Council (PLC) meeting.
e Set a good example for the patrol by obeying the Scout Law.

Assistant Patrol Leader: (Appointed by the Patrol Leader)
e Lead the patrol staff to implement the Patrol Leader’s plan.
e Stepin as Patrol Leader when the Patrol Leader is absent.
e Carry out special assighments from the Patrol Leader.
e  Work with patrol members to complete advancement requirements.

Patrol Chaplain: (Appointed by the Patrol Leader)
e Ascoutis Reverent. Maintain the integrity of the law.
e Provide a pre-meal prayer at patrol outings.
e Provide a service on Patrol outings.
e Assist the Troop Chaplain aid in troop services.

Patrol Quartermaster (Appointed by the Patrol Leader)
e Be Prepared! Responsible for organizing the equipment for the outing.
e Organize the loading of the Troop trailer with patrol gear.
e Maintain an inventory of patrol equipment and make sure it is clean/ready for use.

Patrol Grubmaster (Appointed by the Patrol Leader)
e Lead in the planning of the patrol menus for outings.
e Organize the purchase of food and related supplies for the outing.
e Make sure the food is transported safely to the outing destination and in the right containers
(i.e. Cooler for cold goods, dry bins for non-cold items)

Patrol Scribe: (Appointed by the Patrol Leader)
e Responsible for the meeting notes, action items, and menu-budget.
o Keeps track of Patrol attendance.

Patrol Historian: (Appointed by the Patrol Leader)

e Responsible for recording the patrol outing adventure (either with pictures or in writing — or
both)
e QOrganize the presentation of the history for Troop events (i.e. Court of Honor).

Troop 29 | Patrol Responsibilities: v1.0



The Patrol Meeting Agenda

A written patrol meeting plan can help you plan the meeting and can guide you during
the meeting. Be sure to distribute the agenda to your patrol members in advance so they
can arrive prepared to share in the responsibilities. The agenda you prepare will include
these key items:

Opening
This can be a call to order or a simple ceremony. A patrol member can be assigned to

research a ceremony to lead that the patrol can later use for a troop meeting
ceremony.

e Scribe takes roll

e Scribe reads the log of the last meeting.

e Patrol Leader announces the purpose of the current meeting.

e Assistant Patrol Leader reviews advancement by patrol members

Business
Items of business may include one or more of the following:
e Plan for upcoming activities and make assignments
e Plan menu and duty roster
e Address new business

e Present the Patrol Leader’s report on the Patrol Leader’s Council Meeting
(once a month)

e Check and repair patrol camping equipment
e Vote on issues that need to be decided
e Build patrol spirit (yell, flag, song, logo)

e Ask for ideas on what the patrol members want to do at the next meeting
or for a special patrol activity

Skill Activity
Practice a Scouting skill that will be needed in the future

Game
Play a Scouting game.

Closing

Use a brief closing thought by the Patrol Leader or other member of the patrol to end
the meeting and remind scouts of the importance of what they are doing.

www.bsa-troop29.org
3/18/08
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Date:

Patrol Meeting Plan
Time Start:

Time Finish:

Activity

Opening
minutes

Business
minutes

Skill Activity
minutes

Game
minutes

Closing
minutes

After the Meeting

Description

Run By | Time

www.bsa-troop29.org
3/28/07
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Boy Scout Patrol Menu Planner

Meal Day 1 Day 2 Day 3

Main Course

Breakfast Fruit

Drink

Other

Main Course

Lunch Fruit

Drink

Other

Main Course

Bread

Dinner Vegetables

Dairy

Drink

Dessert

Other

Cracker Barrel

# of Scouting Going =
Budget per Scout =
Total Food Budget =

Ingredient Amount

Grains Vegetables Fruits Milk Meat & Beans S

Make half your grains whole Vary your veggies Focus on fruits Get your calcium-rich foods Go lean with protein

G083 cUps overy dey:

umﬂfmﬁnm Eat 212 cups every day  Eat 1% cups @very da¥  jor ids oges 2 o 8, Irs  cups. Eat 5 oz. every day

3 il oils are net a feod greup, but you need some for good health. Get your olls fram fish, nuts and Hquid ails such as com oll, soybacn il and eancla oil.

7 Find your balance between focd and play 7 Fots and sugars - knew your imits

What'’s a Serving of Bread, Cereal, Rice or Pasta? One slice of bread, 1 ounce of

ready-to-eat cereal, or % cup of cooked cereal, rice or pasta.

What'’s a Vegetable Serving? 1 cup of raw, leafy vegetables, % cup of other
vegetables.

What’s a Fruit Serving? 1 medium apple, orange or banana, % cup of chopped,

cooked or canned fruit, % cup of fruit juice
What'’s a Serving of Milk, Yogurt and Cheese? 1 cup of milk or yogurt, 1 % ounce of

natural cheese, 1 ounce of processed cheese.




Troop 29 Program Planning 2021-2022
Program Features
. i N Troop
Y onth [ service atral ‘::‘;:;"‘;’ Water / kP ‘:::::S’ ‘c':‘m’:ﬁ: Trash |Scout ideal Dates FirstYear | Scouts Service ‘Outdoor Camping Activity Location Theme / Method Merit Badge DI“;Mi:i::""' "’“"'::;:::”““‘ BOR/COH PLC Meeting """;‘a‘b'l‘:“"“ m::ﬂ"r",;:::"s c:ﬂ..;.;:::
Jan. | Bamana- | Beavers | T-Birds | DaBears | Spartans | Wise Guys| Trustworthy | 1/21-1/23 i Survival Broadcreek (or Klondike 01/11/22 1/19/22 | 1/13/22 | 1/27/22
1/14-1/16 Bi-Annual Planning Mtg
1/9 Eagle Court of Honor 1/9/2022
Feb. | Banana T-Birds | DaBears | Spartans | Wise Guys| Beavers Loyal 2/18-2/20 Tiered Wilderness Survival High Point NJ Skiing Skiing 02/15/22 2/16/22 | 2/17/22 | 2/24/22
2/13 SeoutSunday Pancake
2/21 Family dinner COH 1/20/20
Mar. | T-Birds | DaBears | Spartans | Wise Guys| Beavers Banana Helpful 3/18-3/20 | DNREC | DNREC DNREC Dune Grass Planting Cape lop inabili Envir 3/8/2022 3/16/22 | 3/10/22 | 3/24/22
2 3/7/2021 New Scouts Join T29
0
2 | Apr. | DaBears | Spartans | Wise Guys| Beavers Banana T-Birds Friendly 4/22-4/24 Climbing RSR Climbing Personal 4/12/22 4/20/22 | 4/14/22 | 4/28/22
2
May | Spartans | Wise Guys| Beavers | Banana T-Birds | DaBears | Courteous 5/20-5/22 Cycling Cycling Cycling 5/10/22 5/18/22 | 5/12/22 | 5/26/22
5/7-5/8 Mothers Day Plant Plant Sale
Jun. | Wise Guys| Beavers | Banana T-Birds | DaBears | Spartans Kind 6/17 - 6/19 White Water Rafting Paddle Sports | Water Sports 6/14/22 6/15/22 | 6/16/22 | 6/30/22
Jul. PLC Obedient 7/17-7/23 Summer Camp Raven Knob Leadership 7/12/22 7/20/22 | 7/14/22 | 7/28/22
Merit Badge Troop Mtgs
Aug. | Banana | Beavers | T-Birds | DaBears | Spartans |Wise Guys| Cheerful 8/19-8/21 Fishing (Ocean Charter) VFW Mason- Fishing Fishing 8/9/22 8/17/22 | 8/11/22 | 8/25/22
8/29 Family Picnic & COH 8/31/2020
Sep. | Beavers | T-Birds | DaBears | Spartans | Wise Guys| Banana Thrifty 9/16-9/18 9/14/22 9/22/22 | 9/16/22 | 9/30/22
Popcorn Sale
2
0
2 | Oct. | T-Birds | DaBears | Spartans | Wise Guys| Banana | Beavers Brave 10/21-10/23 Webelos Woods Webelos 10/11/22 | 10/19/22 | 10/13/22 | 10/27/22
2
Nov. | DaBears | Spartans | Wise Guys| Banana | Beavers | T-Birds Clean 11/18 - 11/20 11/8/22 11/16/22 | 11/10/22 -
Poinsettia Sale
Dec. | Spartans |Wise Guys| Banana | Beavers | T-Birds | DaBears Reverant | 12/16-12/18 12/13/22 | 12/21/22 | 12/15/22 | 12/6/22




Troop Program Features
Volumes I, II, Il

Outdoor Program Name:

TROOP OUTDOOR PROGRAM PLAN

Date(s):
TIME ACTIVITY RUN BY
FRIDAY
5:30 PM Gathering at RCCPC SPL
Departure for outdoor location SPL/SM
Arrival and Setup SPL
Patrol Lanters
Water & KP Water
Patrol Pop-ups/Canopy
Flagpole / Campfire
Trash
Cracker Barrel SPL
10:30 PM Lights Out
SATURDAY
6:30 AM Cooks and assistants prepare breakfast. (Cooks should be working on First and Second Cooks, assistants
Class requirements where applicable.)
7:00 AM Everyone else gets up. Take care of personal hygiene, air out tents and sleeping bags
7:30 AM Breakfast
8:00 AM Clean up cooking areas and patrol sites Cooks
Patrols put up the gear for morning activities Patrol Leaders
Morning Activity (ref: BSA Troop Program Resources )

8:30 AM - 11:30 AM

Program Leader

Lunch

11:30 AM Cooks prepare lunch Cooks

Noon Lunch

12:30 PM Clean up cooking areas and patrol sites Cooks

Afternoon Activity (ref: BSA Troop Program Resources )

1:30 PM - 4:30 PM

Program Leader

Dnner

4:30 PM Start dinner preparation Cooks
5:30 PM Dinner

6:00 PM Clean up cooking areas and patrol sites Cooks

Evening Program & Campfil

8:00 PM Program Leader
9:00 PM Cracker Barrel SPL
10:00 PM Lights Out
SUNDAY
6:30 AM Cooks and assistants prepare breakfast. (Cooks should be working on First and Second Cooks, assistants
Class requirements where applicable.)
7:00 AM Everyone else gets up. Take care of personal hygiene, air out tents and sleeping bags
7:30 AM Breakfast
8:00 AM Clean up cooking areas and patrol sites Cooks
Patrols put up the gear for morning activities Patrol Leaders
8:30 AM Religious Service Chaplain Aide

Morning Activity - Patrol Games

9:00 AM - 11:00 AM

(ref: BSA Troop Program Resources )

Program Leader

11:00 AM

SPL

Complete Packing, campsite Cleanup, and Break Camp

Troop Outdoor Program Plan
Page1lof1

BSA # 33110
BSA #33111
BSA # 33112



Troop 29
Grubmaster Guidelines

Troop 29 goes camping once a month and each patrol is responsible for the Friday evening
snack, and 4 meals each patrol will cook and eat on Saturday (breakfast, lunch, dinner) and
Sunday (breakfast). The patrol will assign the responsibility of purchasing the food to one of
the scouts and this person is called the Grubmaster.

The following guidelines should help you understand these duties, and if needed to assist your
Scout in completing the job:

1. The Scout should come home from the Troop meeting with:
a. A menu and recipefidea for the dinner
b. A blank shopping list for the other meals (also available online)
c. A dry goods box (action packer); if not, it will be at the trailer for departure on
Friday.
d. A cooler for the refrigerated items; if not, it will be at the trailer for departure on
Friday.

2. The Grubmaster should get a final number of Scouts from his patrol no later than
Wednesday evening from his Patrol Leader. If the Patrol Leader does not call him, he
should call the Patrol Leader.

3. Unless your scout has not participated with Troop 29 in our First Year program this
SHOULD NOT be the first time your Scout has been through this process; however,
this may be the first time your Scout is doing it on his own (without a scout leader or
Troop Guide to help him).

4. Please review the menu and help your Scout convert the menu to a shopping list.
Helping him think through meals often will turn up forgotten items. le. You might ask,
“‘What else do you want on your sandwich? Mayo, mustard?” Make sure all items
needed are on the list.

5. Take your Scout shopping and let him do the shopping. Your job is be the banker and
to advise him, NOT shop for him. He has a budget of $16 (as of 2013) per scout for the
weekend to spend on food. Help him stay within his budget. This is part of learning how
to make choices and to budget. Your Scout may need to choose a store brand over a
name brand or eliminate something extra from the list. This will prevent the purchase of
frivolous items such as candy bars, extra chips, snacks, etc. He may need to purchase
ice for the cooler and place all items that will spoil in the cooler. Please use your
judgment and help your Scout shop wisely.

6. Please save register receipts for reimbursement by the troop. Troop 29 cannot
reimburse for purchases without receipts. Have your Scout bring receipts to the next
troop meeting and present them to the troop treasurer (adult) for reimbursement.

7. On Friday evening, please arrive early and bring the food and cooler to the troop trailer
in the parking lot at RCCPC.

Thank you for helping your Scout. This process is a good lesson on shopping, planning and
staying within a budget. A life lesson that everyone must learn at some time.
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Stop / Start / Continue

Tools for Effective Development

Overview. The Stop/Start/Continue activity is used for a variety of purposes related
to development and communication, including personal growth, team-building,
troubleshooting and organizational-improvement initiatives. This technique is great for
generating respectful, honest and meaningful communication. Team leaders can use
this model to facilitate a balanced discussion of areas of improvement, areas of strength
and areas of opportunity as they relate to team objectives and performance. Consider
using this exercise with your team every year for continual improvement. For today’s
workshop, the purpose of this exercise is for personal growth.

Instructions. Take some time to think about all the roles you play as a leader.
Consider the multiple areas of the business you touch, all of the people you are
responsible for managing, and the Guests you are serving. Then ask yourself these
questions, using the worksheet on the next page to write your answers.

1. List one or two things I'm currently doing that are not working (I should STOP
doing them).

2. List one or two things that would be beneficial for me to START doing.

3. Listone or two things | am currently doing that | should CONTINUE.

Optional Approach: :
You might want to consider focusing on
the four dimensions of the “High
Performance Pyramid” from Jim Loehr 1
and Tony Schwartz's work with world- !
class athletes. A “Stop, Start, Continue” :
exercise is a great way to consider |
adding positive new habits (or “rituals”)
|
|
|
|
|
|
|
|
|

Spiritual
Capacity
Provides a powerful
source of motivation,
determination, and endurance

e |

o7 1
| < prental Capadity that will lead to sustained, optimal
\ Focuses physical and emotional energy N . .
> on the task at hand performance while identifying some
F ritualized behaviors you are carrying
\é‘ ~ Emotional Capacity that prevent you from keeping proper
Creates the internal climate t.hat drives work-life balance, physical and
— the Ideal Performance State . . .
o emotional health, greater satisfaction,
& Physical Capacity and overall well-being.
Builds endurance and promotes mental I e e e e e e o e e e

and emotional recovery

Stop / Start / Continue 1



Stop / Start / Continue Worksheet

List one or two things I'm currently doing that are not working (I should
STOP doing them).

List one or two things that would be beneficial for me to START doing.

(@] \BNINIUI=IN | ist one or two things | am currently doing well that | should CONTINUE
doing.

Stop / Start / Continue



	Patrol_Roster
	Patrol_attendance
	2010troopguide
	Campfire_Program_Planner_430-696
	duty_roster
	EDGE_plan_v1.0
	Effective Patrol Meetings
	Inclusiveness_v1.0
	jobsforpatrolmembers
	Patrol Responsibilities
	patrolmeetingagenda
	patrolmeetingplan
	PatrolMenuPlanner
	Troop_planning_workbook_v3 (4)
	Annual Program Plan

	plan
	Outdoor Weekend Program Plan

	Troop29_grubmaster_v1.1
	stop-start-continue

	Cheer PlannerRow1: 
	SpotRow1: 
	Cheer PlannerRow2: 
	SpotRow2: 
	Cheer PlannerRow3: 
	SpotRow3: 
	Cheer PlannerRow4: 
	SpotRow4: 
	Cheer PlannerRow5: 
	SpotRow5: 
	Cheer PlannerRow6: 
	SpotRow6: 
	Cheer PlannerRow7: 
	SpotRow7: 
	Cheer PlannerRow8: 
	SpotRow8: 
	Cheer PlannerRow9: 
	SpotRow9: 
	Cheer PlannerRow10: 
	SpotRow10: 
	Song PlannerRow1: 
	SpotRow1_2: 
	Song PlannerRow2: 
	SpotRow2_2: 
	Song PlannerRow3: 
	SpotRow3_2: 
	Song PlannerRow4: 
	SpotRow4_2: 
	Song PlannerRow5: 
	SpotRow5_2: 
	Song PlannerRow6: 
	SpotRow6_2: 
	Song PlannerRow7: 
	SpotRow7_2: 
	Song PlannerRow8: 
	SpotRow8_2: 
	Song PlannerRow9: 
	SpotRow9_2: 
	Song PlannerRow10: 
	SpotRow10_2: 
	Text1: 
	Text2: 
	Text3: 
	Text4: 
	Text5: 
	Text6: 
	Place: 
	Date: 
	Camper notified: 
	Time: 
	Campfire planning meeting: 
	Area set up by: 
	Area set up by 2: 
	Camp directors approval 1: 
	Camp directors approval 2: 
	Campfire built by: 
	Song leader: 
	Fire put out by: 
	Cheermaster: 
	Cleanup by: 
	Opening (and fire lighting): 
	ByOpening and fire lighting: 
	TimeOpening and fire lighting: 
	MC: 
	Greetings introduction: 
	TimeMC: 
	Sing: 
	Yell: 
	MCSing Yell: 
	TimeSing Yell: 
	Sing Yell4: 
	MC4: 
	Time4: 
	Sing Yell5: 
	MC5: 
	Time5: 
	Sing Yell6: 
	MC6: 
	Time6: 
	Sing Yell7: 
	MC7: 
	Time7: 
	Sing Yell8: 
	MC8: 
	Time8: 
	Sing Yell9: 
	MC9: 
	Time9: 
	Sing Yell10: 
	MC10: 
	Time10: 
	Sing Yell11: 
	MC11: 
	Time11: 
	Sing Yell12: 
	MC12: 
	Time12: 
	Sing Yell13: 
	MC13: 
	Time13: 
	Sing Yell14: 
	MC14: 
	Time14: 
	Sing Yell15: 
	MC15: 
	Time15: 
	Sing Yell16: 
	MC16: 
	Time16: 
	Sing Yell17: 
	MC17: 
	Time17: 
	Sing Yell18: 
	MC18: 
	Time18: 
	Sing Yell19: 
	MC19: 
	Time19: 
	Sing Yell20: 
	MC20: 
	Time20: 
	Sing Yell21: 
	MC21: 
	Time21: 
	Sing Yell22: 
	MC22: 
	Time22: 


