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TROOP PROGRAM FEATURES

YEARLY PROGRAM PLANNING

The Boy Scout Handbook tells a boy, “Scouting will give you
fellowship and fun . . . It’s fun to go hiking and camping with
your best friends . . . to swim, to dive, to paddle a canoe, to
use an ax . . . to stare into the glowing embers of a campfire
and dream of the wonders of the life that is in store for you.”

For more than three-quarters of a century, the lure of Scout-
ing has been adventure, fun, challenge, recognition, and fel-
lowship conducted in an outdoor setting. Troops not
delivering a fun-filled, challenging program are not fulfilling
our promise to those boys who join that troop.

Every troop needs to develop a blueprint for success in
order to deliver a quality program to the boys who joined. In
the operation of a successful troop, planning a quality pro-
gram is most important.

We want to provide you with some recommended proce-
dures that will help you plan such a program. These concepts
are simple and logical, and you can adapt them to meet the
needs of your troop.

BLUEPRINT FOR HIGH-QUALITY
TROOP PROGRAM

I. DO YOUR HOMEWORK
A. Gather district, council, community, and chartered
organization dates for events that will affect the
troop.
Place these dates on a calendar.
Review the program features available to the troop.
Review the advancement status of each boy.
List some priorities for the troop:
1. Quality Unit Award
2. National Camping Award
3. Good Turns
4. Summer camp

KOO

5. Weekend outings
6. Special events

F. Meet with the senior patrol leader (SPL) to review
the plans you have outlined.

II. GET PATROL INPUT
A. The SPL presents an outline to the patrol leaders at
a patrol leaders’ council (PLC) meeting with options
to consider, so the boys have input into the program.
B. Patrol leaders present this outline to their patrols.
C. Set dates for troop program planning conference
with PLC (late summer is best).

III. CONDUCT ANNUAL TROOP PROGRAM PLAN-
NING CONFERENCE
A. Hold the planning conference at a special place.
B. The SPL presides, each event is voted on, and maj-
ority rules.
1. Consider major events first: summer camp, Scout
shows, camporees.
2. Choose troop events, and list these on the troop
calendar.

IV. OBTAIN TROOP COMMITTEE SUPPORT

A. Scoutmaster and SPL present proposed troop pro-
gram to the troop committee.

B. Scoutmaster asks for commitment to support pro-
gram; if decisions need to be made, SPL takes pro-
gram back to patrol leaders’ council for approval
before changes are made.

V. INFORM EVERYONE
A. Give copies of the final program to:
1. Each Scout
2. The parents of each Scout
3. Troop committee

INTRO1




CALENDAR CONSIDERATIONS MONTH ACTIVITY DATE

In order to avoid schedule conflicts, the following work
sheet might assist you in the planning process. List school
activities, vacations, religious holidays, community events,
Cub Scout pack-related items, etc.

MONTH ACTIVITY DATE

Camporee

Camporee

Scout show

Court of honor

Court of honor

Court of honor

Order of the Arrow

OA Conclave

summer camp

roundtables

junior leader training

o ———————————————————————————————————————————————————————
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4. Members of the chartered organization:
a. Head of the organization
b. Organization’s secretary
¢. Building custodian

ANNUAL TROOP PROGRAM
PLANNING CONFERENCE

After the patrol leaders have input from their patrols for the
next year’s troop program, it is time to put all the elements
together into a coordinated troop calendar.

This is an important process for your troop officers. It is
the opportunity for the patrol leaders’ council to decide
democratically what the troop program will be for the com-
ing year.

The senior patrol leader presides at this meeting. He
presents some of the major events planned for the year, and
the patrol leaders present the suggestions from their patrols.
Each event, or block of events, is voted on, and the majority
rules. The Scoutmaster does not have a vote, but monitors the
process and makes recommendations.

This conference should take place in late summer in a spe-
cial location where you have an area to work as well as relax.
Don’t forget to take the necessary supplies for planning: calen-
dars and large sheets of paper. The following is a sample
agenda you might want to consider.

AGENDA
Before the meeting, the Scoutmaster meets with the SPL
to see that he understands the materials and is comfortable
with the agenda.

I. PATROL LEADERS’ COUNCIL GATHERS AND
REVIEWS GROUND RULES FOR CONFERENCE
A. Write down conference objectives.

B. Review troop objectives for the year.

II. CONSIDER MAJOR EVENTS
A. Review dates for items like:
1. Scout show
2. Camporees
3. Summer camp
4. Other special events
B. Backdate necessary preparation time for each event.
C. Vote on events.

III. BREAK

IV. DISCUSS PATROL SUGGESTIONS

Review items requested by patrols.

See if they match the calendar.

. Will they meet the objectives of the troop?
What are the advancement opportunities?
Vote on events.

Moo >

V. BREAK

VI. SCHEDULE SPECIAL TROOP ACTIVITIES
A. Boards of review
B. Courts of honor
C. Recruitment night(s)
D. Webelos Scout graduation

VII. FINALIZE CALENDAR AND PREPARE IT FOR
PRESENTATION TO THE TROOP COMMITTEE
AND TROOP MEMBERS

Note: Try not to work for more than 45 minutes; then break
and do some fun activity for 30 minutes.

TROOP COMMITTEE SUPPORT TO
PROGRAM PLANNING

In midsummer, prior to the troop program planning con-
ference, the troop committee should meet with the Scoutmas-
ter to review the troop’s objectives for the coming year. Those
objectives might include the number of campouts to take, how
many Good Turns to do, and whether or not to go on a major
high-adventure trek.
With this information, the Scoutmaster is updated on the
status of the troop and can begin to draw the year’s blueprint.
After the troop planning conference, the senior patrol
leader and Scoutmaster will present the suggested program
plan to the troop committee. The committee reviews it to see
if they can support the plan. Some items for the committee
to consider are:
¢ If a major trip is planned, such as to Philmont Scout Ranch,
how much money needs to be raised?
¢ If the troop plans to recruit 15 new Scouts, how much more
camping equipment will be needed?

¢ Does the troop need more parents for transportation to
the campouts?

¢ Will it be possible to use the meeting room of the chartered
organization for the planned courts of honor?

¢ How many adults will be needed to accompany the troop
to summer camp?

e What is the best time of the year for the troop fundraiser?

¢ What items need to be backdated for each major event
planned?

¢ Does the planned program meet the troop’s objectives for
the next year?

e When are boards of review scheduled?

If any changes need to be made, they are presented to the
SPL, who will offer them to the patrol leaders’ council to see
that all members concur.
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TROOP PLANNING

MONTH

PROGRAM
FEATURE

TROOP
MEETING

PATROL
MEETING

TROOP
OUTDOOR/
CAMPING
ACTIVITY

DISTRICT/
COUNCIL
ACTIVITY
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- WORK SHEET

CHARTERED|

ORGANIZA-
TION
DATES

SPECIAL
HOLIDAYS/
EVENTS

(For Troop
Use)

BOARD
OF
REVIEW

LEADERS’ MEETINGS

PATROL
LEADERS’
COUNCIL

TROOP
COMMITTEE

DISTRICT
ROUNDTABLE
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FIRST CLASS EMPHASIS

After a boy becomes a member of a Boy Scout troop, he par-
ticipates in a Scoutmaster conference. During this conference
it is important that you, the Scoutmaster (or an assistant
Scoutmaster), set the tone for the whole Boy Scout experience
that boy will have. This is the point at which the trust level
between the two of you begins to form.

Research has shown that if a boy reaches the First Class
rank within the first 12 months after he has joined the troop,
he is more likely to stay in Boy Scouting longer.

As part of this initial Scoutmaster conference, you and the
new boy will chart a path to help him achieve this goal within
the next 12 months. If he is in the sixth grade, or has met the
requirements for Scout rank, he will be part of a group of
Scouts who will work towards First Class rank together.

There are five areas of concentration that he will work on
towards his First Class rank:
¢ Qutdoor
¢ Physical fitness
¢ Citizenship
¢ Patrol/troop participation
¢ Personal development

The assistant Scoutmaster responsible for the First Class
Emphasis program will track the individual Scout’s progress
and see that learning opportunities are scheduled for him.
A special tracking sheet has been developed to help the assis-
tant Scoutmaster keep an accurate record of each new boy
who joins the troop.

If the troop has three or more new Scouts, they should be
organized into a new-Scout patrol, with the troop guide serv-
ing as the patrol leader. If there are more than eight new
Scouts, then two patrols should be organized and an addi-
tional troop guide appointed. If you have more than two new
patrols, an additional assistant Scoutmaster should also be

appointed. In the case of a new troop, a troop guide may be
secured from a neighboring troop to assist temporarily.

If your troop has less than three new Scouts, mainstream
them into one or more patrols but still have a troop guide
and assistant Scoutmaster work with these Scouts during
the skills portion of the troop meeting. The troop guide will
serve as an instructor, adviser to the patrol leader, and “big
brother” to these new Scouts. (You will note that each of the
monthly program features covers most of the requirements
for advancement.)

When the Scout reaches First Class, a special First Class
ceremony should be held with the whole troop and the par-
ents of the Scout.

After a Scout graduates from the sixth grade or reaches
First Class, he moves into a regular patrol.

NATIONAL CAMPING AWARD

Every troop can earn this award. A Troop Camping Log, No.
3690, is available from your local council service center to
help you keep a record of your troop’s camping activity.

|

AR ARt

Requirements for the National Camping Award:

1. Patrol activities. Each patrol must participate in at least
three of the following activities during a 12-month period:
¢ Attend a camporee.
¢ Conduct a day hike.
¢ Attend a Scout retreat.
¢ Conduct a project for Scouting Anniversary Week.
¢ Conduct a father-and-son campout.
¢ Attend a klondike derby.

. Short-term camp. All patrols in the troop must be repre-
sented in four or more short-term campouts during a
12-month period.

. Long-term camp. All patrols in the troop must be repre-
sented in a long-term camp (6 or more consecutive days)
with at least 50 percent of the total troop membership
attending.

N

w
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QUALITY
UNIT

INDIVIDUAL EMBLEM

'UNIT STREAMER

NATIONAL QUALITY UNIT AWARD

This special award is earned by troops that meet certain
requirements for excellence.

At troop charter renewal time, the leader will receive a
“commitment sheet.” The troop leadership will be asked to
make eight commitments for a quality program during the
next charter year. If, at the end of the year, the troop has
achieved at least six of its eight commitments, including the
three mandatory requirements, the troop will be recognized
as a National Quality Unit.

The commitments are:
¢ Have a Scoutmaster approved by the chartered organiza-

tion. If he is new, he must have reviewed the Boy Scout
Leader Fast Start Training videotape series, AV-026.
(Mandatory)
¢ Have at least one assistant Scoutmaster who is qualified
to succeed the Scoutmaster. (Mandatory)
¢ Hold at least nine troop committee meetings, two boards
of review, and two courts of honor during the charter
year. (Mandatory}

¢ Conduct a service project each year.

¢ Have at least 50 percent of the Scouts advance a rank, or
show a 10 percent increase in total advancement in the
troop during the charter year.

¢ Have at least 50 percent of the boys subscribe to Boys’ Life,
or show a 10 percent increase over the last charter year.

¢ Have at least 50 percent of the Boy Scouts participate in
at least 10 nights of camping.

¢ Have an increase in boy membership in the troop over the
previous charter year.

Troops earning the award may fly the unit streamer on their
troop flag, and the Scouts and leaders may wear an individ-
ual Quality Unit Emblem on their uniforms. (Only the
emblem for the most recent year the troop qualified may be

worn.) In addition, for civilian wear, there is a pin with a “Q”
and Scout insignia to be worn on a blouse or lapel. There is
also a plaque that may be given to the unit, the chartered orga-
nization, or an individual. The streamer will be given to the
troop; all other items may be purchased through the council
service center.

VENTURE/VARSITY PROGRAMS

Venture/Varsity programs are designed to provide the Scout,
age 13 and above, with a physically and mentally challenging
adventure. Venture/Varsity programs will be a part of the nor-
mal troop operations, with Venture concentrating on high
adventure and Varsity concentrating on sports. Scouts par-
ticipating can and should serve in troop leadership positions
and also continue to work on rank advancements.

A minimum of three Scouts is needed to implement any of
the Venture/Varsity patrols. These Scouts should be organized
into temporary patrols and elect a patrol leader (Venture crew
chief or Varsity team captain) who will represent them on the
patrol leaders’ council.

A Venture/Varsity program will vary in length from several
weeks to several months, If the troop has several older Scouts,
more than one of these programs may operate simultaneously.

An assistant Scoutmaster must be assigned to advise this
group. If there is more than one program being worked, then
an assistant Scoutmaster should be assigned to each patrol.
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WHAT 5 SCOUTING?

Why do boys join Scouting each year? Because they want
Scouting! Because the founders of the Scouting movement
had the genius to give youth a picture of the ideal boy—a pic-
ture that appealed to the imaginations and captured the hearts
of boys around the world.

To a boy, Scouting is a game full of exciting things to do and
see. A boy becomes a Scout for the sheer joy there is in it.

Scouting is a game to you as a Scoutmaster, too; but it
is more than a game of fun. It is a game with a purpose,
that of helping boys become men, and preparing them for
citizenship.

AIMS OF SCOUTING

The Scout Oath and Law give the boy guidelines for living.
Growth in moral strength and character is one of the aims of
Scouting. We encourage a boy to look at his personal quali-
ties, his values, his outlook, and his hopes for the future.

By developing his relationship to others, he learns about his
obligation to other people, to the society he lives in, and to
the government that presides in that society. This accom-
plishes our second aim of having a boy become a participat-
ing citizen.

Problem-solving, self-respect, and a fit body meet the final
aim of Scouting, that of developing physical, mental, and emo-
tional fitness.

All three aims of Boy Scouting are accomplished by utiliz-
ing the eight methods of Scouting, which work together to
deliver a high-quality program for boys.

OUTING

THE EIGHT METHODS
OF SCOUTING

Scouting is a game

played by boys, under the
leadership of their peers

guided by a person backed
by a community
organization.

Scouting provides the boy
with an active outdoor life,
grants him recognition for
mastering various skills, and

gives him a chance to wear
the uniform of an organiza-
tion of which he is a
member.

It holds before him the ideals
of a true Scout and encour-
ages him to “help other peo-
ple” at all times.

The Scout Way
1. Scout’s personal growth

Patrol Method
2. Scout patrol
3. Boy leadership

Adult association

4. Scoutmaster, troop com-
mittee, and local council
Scouters

Activities
5. Outdoors
6. Scout advancement

Uniform
7. Scout uniform

Ideals
8. Scout Oath and Law
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TROOP MEETING PLAN

Date

Activity

Description

Run by

Time

Preopening

minutes

Opening Ceremony

___ minutes

Skills Instruction

___ minutes

* New Scouts
® Experienced Scouts

* QOlder Scouts

Patrol Meetings

minutes

Interpatrol Activity

____ minutes

Closing
_ _ minutes

Total 90 minutes of meeting

Scoutmaster’s Minute

SM

After the Meeting




AQUATICS

In any camp where there is a waterfront within a half-mile,
Scouts will gravitate to it like bees to honey. Most Scouts like
nothing better than a swimming session or a couple of hours
in canoes or boats.

In this program feature we will capitalize on that interest
by providing a month of fun and, at the same time, encourag-
ing the boys to become stronger swimmers and better boaters
and canoeists.

If possible, hold all troop activities this month at a water-
front or swimming pool. The troop meeting plan for this
month suggests both water activities and alternatives that may
be used if you must meet at your regular meeting place.

If the troop does not have access to a waterfront or pool,
ask for help from your unit commissioner or district activi-
ties committee. They may be able to suggest municipal pools,
facilities at a YMCA or YMHA, or even school or motel pools
that might be used. For these facilities, it will probably be nec-
essary to hold troop activities in off-hours.

At a minimum, the troop’s goal should be to have all Scouts
advance out of the nonswimmer class by the end of the
month. If most of your Scouts are already good swimmers,
urge them to work toward the merit badges in swimming,
lifesaving, and aquatic sports, and the Snorkeling, Mile Swim,
BSA, and BSA Lifeguard awards.

The big event will be a water show for the troop’s families
or a water expedition with canoes or rafts. The patrol leaders’
council’s choice of events for the show will depend on how
many Scouts have earned the swimmer designation.

SCOUTING OUTCOMES
This month’s patrol and troop activities should give your
Scouts:

\ Z/Z// z/

! /

¢ A better understanding of physical fitness.

¢ Greater swimming skills and perhaps greater skill in han-
dling canoes, boats, or other craft.

¢ Enhanced self-confidence.

ADVANCEMENT OPPORTUNITIES

By the end of the month, all Scouts should have met the
majority of their physical fitness requirements through First
Class. Depending on the activities, they may also complete
all or part of the following rank requirements:

Tenderfoot

¢ Patrol/troop participation—Patrol identification

¢ Personal development—Scout Oath and Law

¢ Physical fitness—Health, conditioning, swimming

Second Class

¢ Patrol/troop participation—Leadership

¢ Personal development—Scout Oath and Law

¢ Physical fitness—Health, conditioning, swimming

First Class

¢ Patrol/iroop participation—Leadership

¢ Personal development—Scout Oath and Law

¢ Physical fitness—Health, conditioning, swimming

Merit Badges. Older Scouts can concentrate on the Swimming
merit badge this month; they should be able to complete many
of the requirements. Depending on activities during the
month, they may also complete requirements in Lifesaving,
and if the facilities permit, other aquatic-related merit badges
such as Canoeing, Rowing, Athletics, and Small-Boat Sailing.

AQUATICST1
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PARENT PARTICIPATION
The patrol leaders’ council can involve parents in the pro-
gram feature this month by:
e Asking qualified parents to assist with swimming
instruction.
¢ Inviting parents to come along on the water expedition.
¢ Inviting the whole family to your water show.

PATROL LEADERS’ COUNCIL
The PLC should meet in the middle of the previous month

to plan troop activities for this program feature. If you don’t

complete all items on the following agenda, continue your
planning at PLC meetings after each troop meeting.

¢ Older boys may want to plan a canoe trip at one of the BSA’s
high-adventure bases.

¢ Decide whether to make the big event a water expedition
or water show. Remember that for a canoe or raft trip, only
Scouts who have been classified as “swimmers” are eligi-
ble to go since the BSA Safety Afloat plan bars nonswim-
mers from all water craft except rowboats and motorboats.
So, if many of your Scouts cannot be expected to earn the
swimmer designation before the big event, better plan for
a water show. See the ideas on these pages.

* Choose a site or water course for the big event. Assign
someone to secure the necessary permissions; ask for help
from the troop committee, if necessary.

¢ If the big event will be an expedition, arrange to borrow
or rent equipment. (Some local Scout councils will rent
canoes.)

¢ If possible, arrange to secure a waterfront or pool for all
troop activities. {(Remember that it may be necessary to
change regular meeting dates to use these facilities.)

¢ Plan the details of troop meetings for the month. Consider
inviting Swimming merit badge counselors to help with
swimming instruction. You might also ask counselors for
other aquatics merit badges to help, depending on available
facilities and equipment.

¢ Hold a junior leader training session on controlling the
group. (The Scoutmaster Handbook).

FEATURE EVENT
Water Show or Expedition

The patrol leaders’ council should plan the big event based
on the swimming ability and desires of the Scouts. The PLC
will probably prefer a water expedition, such as a canoe or
raft trip, but only those classified as swimmers will be eligi-
ble to go.

If the troop has a lot of nonswimmers or beginners, it is best
to have a water show—or have both events, with only swim-
mers taking part in the expedition.

Water Show

This is a day of water fun and water safety demonstrations
for the whole family. It could be held at a swimming pool or
at a waterfront. If it is held at a waterfront and canoes and
boats are available, the program can be more varied. The day
might end with a troop family picnic and campfire.

The following are some suggested activities.
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SAFE SWIM DEFENSE. Remember to use it for all swim-
ming activities. Demonstrate the Safe Swim Defense and
explain its value for safety. See The Scoutmaster Handbook.
RESCUE BREATHING. Have a patrol demonstrate rescue
breathing and invite family members to try it.

CANDY HUNT (for Scouts and their brothers and sisters}.
Drop a number of foil-wrapped hard candies into the water
at chest level. On signal, children jump in and retrieve as many
pieces as they can.

WATER RESCUES. Have a patrol demonstrate the Reach,
Throw, and Go With Support methods of water rescue (Boy
Scout Handbook).

NAIL-DRIVING UNDERWATER {for dads). Have a hammer,
five nails, and a piece of 2” x 4” for each father. The object
is to go underwater with the block, nails, and hammer, and
pound as many nails as possible within a specified time
period—say, 3 minutes. Obviously, Dad can come up for air
between strokes.

LIFESAVING WITH CANOE. Have a patrol demonstrate how
to right a capsized canoe and how to save a struggling swim-
mer using a canoe. See the Canoeing merit badge pamphlet.
MOTHER-DAUGHTER/SON BALLOON TOSS. Each
mother-daughter/son team is given a balloon half-filled with
water. Partners face each other about 10 feet apart in the water
and begin tossing the balloon back and forth. After each catch,
the thrower takes one step backwards. When a player misses,
the team is eliminated. The team with the most successful
tosses wins.

PATROL RELAYS. Run swimming relay races in chest-deep
water so that nonswimmers can take part by walking their lap.
UP AND UNDER (for Scouts and brothers and sisters). Have
a volleyball or beach ball for each team. All teams line up relay
fashion in waist-deep water. The first player in each line is
given the ball. On signal, he passes the ball back over his head
to the next player in line, who passes it between his legs to

the next player, and so on to the end of the line. The last player
runs to the head of the line and passes it as before. The first
team back in its original order wins.

GREASED WATERMELON (for Scouts and older brothers
and sisters). Divide players into two teams. Have each team
form two lines about 15 feet from the center of the pool or
playing area. In the center, float a medium-sized watermelon
greased with shortening. On signal, each team tries to bring
the watermelon to its starting line. The successful team gets
first crack at the melon when it’s time to eat.

BIG BLOW (for Scouts and brothers and sisters). Play in chest-
deep water. Each team lines up, relay fashion, and is given
a table tennis ball or toy boat. On signal, the first player on
each team swims or walks to a turning line and back while
blowing the ball or boat ahead of him. The following players
repeat the action. The first team to finish wins.

For more swimming contests, see the ‘‘Program Special-
ties” section of this book.

Water Expedition

A day or weekend trip in canoes or rafts is a great adven-
ture for Scouts, but it is not for everyone. Do not permit any
nonswimmer or beginner to make the trip.

Also insist that a U.S. Coast Guard-approved PFD (per-
sonal flotation device] be worn by every participant. Enforce
the Safety Afloat guidelines as explained in The Scoutmas-
ter Handbook.

Unless all participants—both Scouts and leaders—are expe-
rienced canoeists or rafters, hold at least one practice session
before the big trip. This is especially important if it is an over-
nighter and the troop will be carrying packs and other equip-
ment in their craft.

Consider the capabilities of all participants in choosing a
river or other water course. If all are inexperienced, avoid dif-
ficult courses with white water. Save those for Scouts who
have earned the Canoeing merit badge.
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If you plan an overnight camp enroute, you might arrange
to have Scouts who are not eligible to go on the trip join you
at the campsite so that they can take part in the fun.

Start your planning for a water expedition by reading
“Canoe Tripping and Safety Afloat” in the Canoeing merit
badge pamphlet. That section gives details for planning a safe,
enjoyable expedition.

Special Aquatics Awards

Scouts who are already good swimmers may begin to work
toward any of four special awards this month. Although they
are not advancement awards, they will encourage Scouts
to improve their skills and have some additional fun. The
awards are:
Mile Swim, BSA. Requires the Scout to swim a mile over a
measured course after 4 hours of training and to know safety
rules for swimming in open water.

Snorkeling, BSA. Requires the Scout to demonstrate the use
of mask, fins, and snorkel in deep water, know diver’s signs
and signals, and understand hyperventilation and hypother-
mia. Full requirements are outlined in Application for Snor-
keling, BSA, No. 19-176.

BSA Lifeguard. Requires the Scout to know the requirements
for the Swimming, Lifesaving, Rowing, Canoeing, and First
Aid merit badges, the Safe Swim Defense, and Safety Afloat,
and to be able to demonstrate them. Full requirements are out-
lined in Application for BSA Lifeguard, No. 4435.

50-Miler Award. Scouts are eligible if they take part in a canoe
or boat trip (or wilderness trek] of at least 50 consecutive miles
in at least 5 days and do conservation work enroute. Full
requirements are outlined in the 50-Miler Award Application,
No. 4408.
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AQUATICS

TROOP MEETING PLAN

Date Week 1
Activity Description Run by Time
Preopening Meet at waterfront or pool, if possible. Set up Safe Swim
Defense (Boy Scout Handbook). If held at meeting place,
_____ minutes make buddy tags (Swimming merit badge pamphlet).
Opening Ceremony
______ minutes
Skills Instruction Test Scouts’ swimming ability and classify each as nonswim-
mer, beginner, or swimmer. Pair up buddies. Have instruc-
minutes tion for nonswimmers.
e New Scouts can begin working on strokes that are needed
for Second and First Class.
¢ Experienced Scouts can work on Lifesaving or Swimming
merit badges.
¢ Older Scouts can work on the Venture/Varsity program or
work on Snorkeling, BSA; BSA Lifeguard; Mile Swim,
BSA; or assist with the instruction of younger Scouts.
Patrol Meetings Schedule patrol practice for water show. Work with non-
swimmers on swimming skills.
— minutes
Interpotrol ACtiVit)’ Practice one of the events for the water show.
______ minutes
Closing Scoutmaster’s Minute SM

minutes

Total 90 minutes of meeting

After the Meeting

Patrol leaders’ council reviews next meeting and water show.
Begin work on next month’s program feature.
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AQUATICS

TROOP MEETING PLAN

Date Week 2
Activity Description Run by Time
Preopening
______ minutes
Opening Ceremony
____ minutes
Skills Instruction ¢ New Scouts continue working on strokes that are needed
for Tenderfoot through First Class.
_____ minutes e Experienced Scouts continue work on Lifesaving or
Swimming merit badges.
¢ Older Scouts work on the Venture/Varsity program or on
Snorkeling, BSA; BSA Lifeguard; Mile Swim, BSA; or
assist with the instruction of younger Scouts.
Patrol Meetings Continue work on swimming skills,
—__ minutes
Interpatrol Activity
— minutes
Closing ¢ Scoutmaster’s Minute SM

___ minutes

Total 90 minutes of meeting

® Retire colors

After the Meeting

Patrol leaders’ council reviews next meeting and water show.
Continue work on next month’s program feature. Troop com-
mittee holds board of review. Plan a court of honor if one

is needed.
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AQUATICS

TROOP MEETING PLAN

Date Week 3
Activity Description Run by Time
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction ¢ New Scouts continue working on strokes that are needed
for Tenderfoot through First Class.
_____ minutes ¢ Experienced Scouts continue work on Lifesaving or
Swimming merit badges.
¢ Older Scouts work on the Venture/Varsity program or on
Snorkeling, BSA; BSA Lifeguard; Mile Swim, BSA; or
assist with the instruction of younger Scouts.
Patrol Meetings Continue work on swimming skills.
— minutes
Interpatrol Activity
minutes
Closing Scoutmaster’s Minute SM

minutes

Total 90 minutes of meeting

After the Meeting

Patrol leaders’ council reviews next meeting and water show.
Continue work on next month’s program feature.
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Date

AQUATICS

TROOP MEETING PLAN

Week 4

Activity Description Run by Time
Preopening
______ minutes
Opening Ceremony
—_ minutes
Skills Instruction * New Scouts continue working on strokes that are needed
for Tenderfoot through First Class.
______ minutes * Experienced Scouts continue work on Lifesaving or
Swimming merit badges.
e QOlder Scouts work on the Venture/Varsity program or
work on Snorkeling, BSA; BSA Lifeguard; Mile Swim,
BSA; or assist with the instruction of younger Scouts.
Patrol Meetings Continue work on swimming skills.
_____ minutes
Interpatrol Activity
_____ minutes
Closing Scoutmaster’s Minute SM

__ minutes

Total 90 minutes of meeting

After the Meeting

Patrol leaders’ council reviews next meeting and checks last-
minute details for water show. Finalize work on next month’s

program feature.
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AQUATICS

o TROOP OUTDOOR PROGRAM PLAN
Date
Time Activity Run by
Saturday
9 am. Arrive at pool or swimming area, set up equipment. SPL/PLC
9:30 a.m. Rest of troop arrives.
10 am. Aquatic activities begin.
Noon Sack lunch.
1:30 p.m. Continue aquatic activities.
3:30 p.m. Family swim.
4:30 p.m. Present awards, leave for home.
o
//—\
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Physical fitness has always been one of the prime purposes
of the Boy Scouts of America, so this program feature is right
on target, Qur aim in athletics is not to produce super ath-
letes but to promote fiiness; to encourage Scouts to make
steady improvement in strength, coordination, and agility;
and of course, o have fun.

Troop meetings will include plenty of physical activity, as
well as some instruction in the importance of good nutrition
and abstinence from smoking, alcoho}, and other drugs.

The big event will be a field day with various types of ath-
letic competition. The patrol leaders’ council might want to
arrange for an intertroop competition by inviting other troops.
The objective should be physical fitness and fun, not just win-
ning. The field day can be a 1-day event or the highlight of a
weekend campout; ideas for both are included.

SCOUTING OUTCOMES
This month’s patrol and troop activities should give your

Scouts:

* A greater understanding that physical fitness is essential
for a fulfilling life.

¢ Awareness that they can improve their fitness with regu-
lar exercise, adequate diet and rest, and abstinence from
smoking, drugs, and alcohol.

¢ Enhanced self-confidence as a result of improving physi-
cal fitness.

* Practice in teamwork and decision-making.

¢ An appreciation for the concentration athletes must have
to become tops in their sport.

ADVANCEMENT OPPORTUNITIES

By the end of the month, all Scouts should have met the
majority of their basic camping and cooking requirements
through First Class. Depending on the campout activities,
they may also complete all or part of the following rank
requirements:

Tenderfoot

¢ Qutdoor—Hiking, camping

¢ Citizenship—Flag ceremonies

e Patrol/troop participation—Patrol identification
¢ Personal development—Scout Oath and Law

¢ Physical fitness—Health, conditioning

Second Class

¢ QOutdoor—Camping, hiking

Citizenship—Flag ceremonies

Patrol/troop participation—Patrol identification
Personal development—Scout Oath and Law

Physical fitness—Health, conditioning, drug awareness

First Class

¢ Qutdoor—Cooking, camping, nature, hiking

¢ (Citizenship—Flag ceremonies

Patrol/troop participation—Patrol identification
Personal development—Scout Oath and Law

Physical fitness—Health, conditioning, drug awareness

Merit Badges. Older Scouts can concentrate on the Athletic
merit badge this month and should be able to complete mar
of the requirements. Depending on activities during th
month, they may also cover requirements in Cooking, Hikin
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Camping, Swimming, Sports, Skating, Skiing, Cycling, and
other outdoor-related merit badges.

PARENT PARTICIPATION
The patrol leaders’ council can involve parents in the pro-
gram feature this month by:
¢ Asking qualified parents to serve as judges, scorers,
timekeepers, etc.
¢ Inviting families to the outing.
¢ Asking parents to provide transportation to the outing site.
¢ Recruiting parents to coach specific sports.

PATROL LEADERS’ COUNCIL
The PLC should meet about the middle of the previous

month to plan troop activities for this program feature. If you

don’t complete all items on the following agenda, continue

your planning at PLC meetings after each troop meeting.

¢ Decide whether to make the field day a 1-day event or the
highlight of a weekend campout. Choose a site for it and
secure permissions if needed.

¢ Plan the events for the field day. See the ideas on the fol-
lowing pages.

¢ Secure necessary equipment; ask for help from the troop
committee, if necessary.

¢ Determine if you want to hold the outing in conjunction
with other troops; if so, invite them.

¢ Plan the details of troop meetings for the month. Consider
inviting counselors for the Personal Fitness or Athletics
merit badge to help with instruction.

* Make a list of possible patrol Good Turns to perform for
the community.

¢ Hold a junior leader training session on planning (The
Scoutmaster Handbook).

¢ Coordinate any intertroop competitions.

FEATURE EVENT
Athletics Field Day
Here are some possible events for your field day.

FRISBEE GOLF. Lay out a 9- or 18-hole course. The ““holes”
are trees, small buildings, large rocks, patrol flags, etc. Mark
each one with a colored cloth. Make the course challenging
by using such ‘“hazards’ as ravines, streams, and slopes.
Players count their strokes from “tee” to ““hole” as in real golf.
Divide into foursomes or twosomes. The team with the
lowest score gets 100 points for its total team score, or set some
other value.
Variation. Make it a speed contest. The winning team is the
one taking the least amount of time to go around the course,
regardless of the number of strokes.
OBSTACLE COURSE. Use both serious and fun obstacles.
Time each runner. Set point values for first, second, and third
place, etc.
DOUBLE ACTION VOLLEYBALL. Have two balls in play
simultaneously. (If possible, have different colored balls.) A
point is not completed until both balls are dead. Play 5- or
10-point games so they go fast.
FIVE-MAN SLOW PITCH SOFTBALL. The pitcher is on the
same team as the batter. The other players in the field may
take any position they like. Play two-out innings and five-
inning games.
10K BICYCLE RACE. Lay out a course about 10 kilometers
long. Have races for various classes—size of bikes, height and
weight of Scouts competing.
Variation. Make it a bicycle orienteering course.
2K ORIENTEERING RACE. Lay out an orienteering course
about 2 kilometers long. The course could be run by individ-
ual Scouts or two-man teams.
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ACTION ARCHERY BIATHLON. Set up an action archery
course, with a running course between archery sites. Make
sure that all safety rules are observed at archery sites. Scor-
ing may include both the number of hits at archery sites and
time taken to complete the course.

Interpatrol Activities

EVERYBODY UP This initiative exercise is a useful way to
introduce the idea of group cooperation. Ask two Scouts of
about the same size to sit on the ground or floor facing each
other with soles of their feet touching, knees bent, and hands
tightly grasped. From this position they try to pull themselves
into a standing position. If they are successful, ask another
Scout to join them and try standing up with three Scouts, then
four, etc. As the group grows, all players must be grasping the
hands of another person and must maintain foot contact with
the group. An expanding group will find that thinking is
required to come up with a solution that allows large num-
bers (50 or more players) to get Everybody Up.

Variation. Ask the Scouts to sit back-to-back and try to stand
as a pair, trio, etc. Do not allow interlocked arms for safety
reasons (possible shoulder dislocations).

INCHWORM. Pair off Scouts. Have them sit on each other’s
feet and grasp elbows or upper arms. They advance by hav-
ing the Scout whose back is to the direction of travel lift his
bottom off the other’s feet and rock backwards. Meanwhile,
his partner slides his feet forward about a foot and rocks for-
ward as the other sits down on his feet again. Continue with
this rocking-sliding motion to the turning line—but don’t turn.
For the return trip, they simply reverse roles, with the Scout
who had been going backward now going forward. First pair
to return to the start wins.

HUMAN LADDER. This game will help Scouts to develop
trust and learn to be responsible for each other’s safety.

Materials: 6 to 10 smooth hardwood dowels about 3 feet long,
Ys-inch diameter.

Directions. Scouts are paired and given one “rung” of the lad-
der. Several pairs, each holding a rung and standing close
together, form the ladder. A climber starts at one end of the
ladder and proceeds to move from one rung to another. As
the climber passes by, the pair holding that rung may leave
their position and go to the front end of the ladder, extend-
ing the ladder length indefinitely.

The direction of the ladder may change at any time (make
a right-angle turn, for example). Obstacles may be added, and
the height of the rungs can also vary.

THE BOY SCOUT SHUFFLE. For this initiative test, you
need a 30-foot telephone pole laying on a flat area. Ask a group
of about 20 Scouts to split into two teams, or use two patrols.
The two groups stand balanced on opposite ends of the pole
so that they are facing each other in single file.

Now ask the two groups to change positions without any
team members touching the ground. Time the action and
give a 15-second penalty for every touch of the turf. After a
completed attempt, encourage the group to talk it over and
try again.

As with all timed initiative problems, it is important to
attempt the problem more than once. The first attempt estab-
lishes a time to beat. Additional attempts invariably result in
a faster time because of greater cooperation, planning, indi-
vidual effort, etc. Beating a “personal best” is the best kind
of competition.
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Date

ATHLETICS

TROOP MEETING PLAN
Week 1

Activity

Description

Run by

Time

Preopening

____ minutes

Set up a 3-hole Frisbee golf course for Scouts. Also have a
fitness chart to test each Scout on basic fitness skills; check
for improvement during the month.

Opening Ceremony

__ minutes

Form troop into semicircle
Repeat Scout Qath

Present colors

Repeat Pledge of Allegiance

Skills Instruction

minutes

¢ New Scouts work on fitness skills. Record best number
of pushups, pullups, standing long jump, and 500-yard
run/walk {Boy Scout Handbook).

¢ Experienced Scouts review a map of the area for the
outing and plan action archery biathlon and Frisbee
golf course.

¢ QOlder Scouts work on the Venture/Varsity program or
begin working on several intertroop games for field day.

Patrol Meetings

____ minutes

Distuss plans for the outing this month and make sure every-
one knows what their assignments are and what to bring.
Any Scouts who have not been camping yet will need extra
help. All other patrols plan activities to work on advance-
ment. Plan any meals that will be needed for the outing. If
itis going to be an overnight, begin to make plans for equip-
ment distribution and tentage needs.

Interpatrol Activity

minutes

Everybody Up {included in the introduction to this program
feature.)

Closing
___ minutes

Total 90 minutes of meeting

® Have a Scout explain what sportsmanship means
® Scoutmaster’s Minute
e Retire colors

SM

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
the outing. Begin work on next month’s program feature.
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ATHLETICS

TROOP MEETING PLAN

Date Week 2
Activity Description Run by Time
Preopening
___ minutes
Opening Ceremony
___ minutes
Skills Instruction ¢ TFor the new Scouts, have a local college athlete or health
club instructor demonstrate exercises and talk about a
___ minutes healthy diet and exercise plan. Also discuss the dangers
of drug and alcohol abuse.
¢ Experienced Scouts can plan a 20K bike hike planned with
some sort of Scouting skill at several stops.
¢ Older Scouts can work on the Venture/Varsity program or
practice and prepare to demonstrate the following games:
Inchworm
Human Ladder
Boy Scout Shuffle
Patrol Meetings Review assignments for the outing. First-time campers con-
tinue work on hiking and camping techniques. All other
___ minutes patrols continue to work on activities needed for advance-
ment while on the outing. Practice interpatrol activities.
Interpotrol ACtiVit)’ Izzy Dizzy Relay (“Program Specialties” section of this book)
—_ minutes
ClOSing ¢ Scoutmaster’s Minute SM

___ minutes

Total 90 minutes of meeting

® Retire colors

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
the troop outing. Continue work on next month’s program
feature. Troop committee holds board of review. Plan a court
of honor if one is needed.
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ATHLETICS

TROOP MEETING PLAN

Date Week 3
Activity Description Run by Time
Preopening
minutes
Opening Ceremony
______ minutes
Skills Instruction ¢ New Scouts practice reading topographic maps and learn
the symbols used on maps. Review clothing and personal
__ minutes camping gear needed for camping (Boy Scout Handbook).
Play Map Symbol Relay (*‘Program Specialties” section
of this book).
¢ Experienced Scouts can test themselves against the five
groups on page 1 of the Athletics merit badge pamphlet,
No. 3324.
¢ Older Scouts work on the Venture/Varsity program or
work on topographic map orientation with the younger
Scouts.
Patrol Meetings Discuss plans for this month’s outing. Practice two of the
events for the field day. All patrols plan activities to work on
_____ minutes advancement.
Interpotrol ACtIVIt)’ Dodge Ball and Jump the Shot (‘“Program Specialties” sec-
tion of this book)
_____ minutes
ClOSiﬂg ¢ Scoutmaster’s Minute SM

minutes

Total 90 minutes of meeting

* Retire colors

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
the outing. Continue work on next month’s program feature.
Have you planned a family outing lately?
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ATHLETICS

TROOP MEETING PLAN

Date Week 4
Activity Description Run by Time
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction * New Scouts post scores for the following activities to show
improvement: pushups, pullups, situps, standing long
______ minutes jump, and 500-yard run/walk.
¢ Experienced Scouts work on a menu of high-energy foods
to have during the outing.
¢ QOlder Scouts work on the Venture/Varsity program or help
younger Scouts.
Patrol Meetings Review all the events for the field day. If your patrol is small,
one or two Scouts may have to compete twice in the same
_____ minutes event. Practice two of the events for the outing.
Interpotrol ACtiVit)’ Crossing the Alligator Pit (“Program Specialties” section of
this book)
_____ minutes
Closing ¢ Scoutmaster’s Minute SM

minutes

Total 90 minutes of meeting

e Retire colors

After the Meeting

Patrol leaders’ council reviews next meeting and checks last-
minute details for outing. Finalize work on next month’s pro-
gram feature.

ATHLETICS 35



ATHLETICS
TROOP OUTDOOR PROGRAM PLAN

Date
Time Actlivity Run by

Friday evening Load gear at meeting location, leave for camping area. Plan only a light meal enroute. SPL
Arrive at campsite. Off-load equipment. Set up patrol sites. Concentrate on stow- PL/SPL
ing gear and setting up camp. Gather firewood for breakfast.

Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First and Cooks,

6:30 a.m. Second Class ranks.) assistants

7 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out sleeping bags.

7:30 a.m. Breakfast

8 a.m. Clean up Cooks
Patrols set up the gear for morning activities, clean up patrol site.

8:30-11:30 a.m. Conduct athletic skill events. SPL

11:30 a.m. Sack lunch

Noon Continue events.

4:30 p.m. Start supper preparation. Cooks

5:30 p.m. Meal SPL

6 p.m. Clean up meal. Cooks

8 p.m. Campfire

9 p.m. Cracker barrel

iO p.m. Lights out

Sunday Cooks and assistants up. Prepare breakfast. (Cocks should be working on Firstand Cooks

6:30 a.m. Second Class ranks.)

7 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out sleeping bags.

7:30 a.m. Breakfast

8 a.m. Clean up Cooks
Patrols set up the gear for morning activities, clean up patrol site.

8:30 a.m. Church service

9-11 a.m. Hold playoff games for team events.

11 a.m. Break camp.

Special equip- Cameras, pens, troop camping equipment, athletic gear needed for events,

ment needed
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BACKPACKING

Long before backpacking became a popular sport, the
Boy Scouts of America was promoting this exhilarating
activity. For more than 50 years, Philmont Scout Ranch in
northern New Mexico has provided hundreds of miles of
trails for thousands of Scouts across the country. In addition,
BSA high-adventure bases and local councils throughout the
country can provide Scouts with a stimulating backpack-
ing experience.

Backpacking can be a single-day activity of 8 miles or a
weeklong trip of 50 miles or more. But no matter what length,
participation requires hikers who are in top physical condi-
tion and prepared to meet the challenge. New Scouts can
learn the basics of hiking and low-impact camping so that
many thousands of people can enjoy the same trail for
decades to come.

SCOUTING OUTCOMES
This month’s patrol and troop activities should give your

Scouts:

¢ Improved physical fitness.

¢ A sense of communion with nature and God.

¢ Greater appreciation for the outdoors and a determination
to follow the Outdoor Code.

¢ Growing self-confidence in their ability to be comfortable
on the trail and in camp.

ADVANCEMENT OPPORTUNITIES

By the end of the month, all Scouts should have met the
majority of their basic hiking and camping requirements
through First Class. Depending on the outing activities,
they may also complete all or part of the following rank
requirements:

Tenderfoot

® QOutdoor—Cooking, hiking, camping

¢ Citizenship—Flag ceremonies, first aid

* Patrol/troop participation—Patrol identification
¢ Personal development—Scout Oath and Law

Second Class

® Outdoor—Cooking, camping, hiking, nature

¢ Citizenship—Flag ceremonies, first aid

* Patrol/troop participation—Patrol identification
* Personal development—Scout Oath and Law

First Class

¢ QOutdoor—Cooking, camping, nature, hiking

¢ (Citizenship—Flag ceremonies

® Patrol/troop participation—Patrol identification

¢ Personal development—Scout Oath and Law

Merit Badges. Older Scouts can concentrate on the Backpack-
ing and Hiking merit badges this month; they should be able
to complete many of the requirements. Depending on activi-
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ties during the month, they may also cover requirements in
Cooking, Camping, Orienteering, Pioneering, Wilderness
Survival, and other nature-related merit badges.

PARENT PARTICIPATION
The patrol leaders’ council can involve parents in the pro-

gram feature this month by:

¢ Asking qualified parents to assist with instruction in camp-
ing and hiking skills.

¢ Inviting parents on the backpacking outing.

e Asking parents to provide transportation to the starting
point for the hike, if necessary.

PATROL LEADERS’ COUNCIL
The PLC should meet in the middle of the previous month
to plan troop activities for this program feature. If you don’t
complete all items on the following agenda, continue plan-
ning at PLC meetings after each troop meeting.
¢ Decide on the route and destination for the hike. If permis-
sion will be needed, assign someone to secure it.
¢ Decide whether it will be a day outing or a longer trek.
e Review skills needed for the hike.
¢ Ifthetroop will be camping overnight, plan special activi-
" ties. If special gear will be needed, assign someone to obtain
it; seek help from the troop committee, if necessary.

¢ Plan details of troop meetings for the month. Assign patrol
demonstrations, covering skills that will be needed for the
hiking activities.

¢ Hold a junior leader training session on advancement
(Scoutmaster Handbook).

FEATURE EVENT
Backpacking Outing

Backpacking offers a multitude of program adventures for
your troop. A hike or trek can let Scouts interact with nature,
test their physical abilities, offer photo opportunities for your
camera bugs, and help new Scouts meet their hiking and
camping requirements through First Class.

You may want to organize the hike in stages, based on the
skill levels and physical capabilities of the Scouts. One part
could be relatively easy so that inexperienced Scouts can get
a taste of backpacking. The second stage would give the more
experienced young men a more challenging trail. Finally, the
third stage would be a challenge for the older Scouts—almost
a wilderness survival outing.

An unfamiliar route and destination would be best for the
Scouts. Give them a topographic map and compass to find
their way, or follow an established trail.

Conduct various activities along the route. Depending upon
the needs of the group, you might want to consider one or
more of the following highlights:
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NATURE NQOK. Select a spot along the trail. Have each
Scout select a 3-square-foot area and study wildlife within
those boundaries. Note the plant life, animals, insects, etc.

ENVIRONMENT PROJECT. Check with local conservation

authorities for an appropriate Good Turn. Here are some

possibilities:

¢ Planting tree seedlings or shrubs to provide food and cover
for wildlife.

¢ Building a check dam, deflector, or cover device to provide
shelter for fish and to reduce streambank erosion.

¢ Building and setting out nesting boxes for birds and small
mammals like squirrels and raccoons.

¢ Planting hedges or windbreaks to provide winter cover
for wildlife.

* Protecting a streambank by planting grass or trees.

e Controlling erosion on hiking trails by water bars or spread-
ing a layer of an organic material such as sawdust, wood
chips, pine needles, or leaves on the trail surface.

HOW TALL, HOW FAR? Locate a tall tree, mountain peak,
cliff wall, etc., and have Scouts estimate how tall it really is
and the distance to the object you are measuring.

BLIND HIKE. On a fairly easy trail, have a Scout blindfold
himself and hold onto the belt or pack of the Scout ahead of
him. As he hikes along, the Scout should use all his senses
except sight. Tell him to listen, smell, and *‘feel”” the ground
as he walks. After the blindfold is removed, ask the Scout to
recall his observations. Were his senses heightened? Did he
hear and smell things he would not have noticed if he had
been sighted?
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BACKPACKING

TROOP MEETING PLAN

Date Week 1
Activity Description Run by Time
Preopening Locate the North Star, if it is dark enough, or practice tell-
ing directions without a compass. Set up a low-impact camp-
—__ minutes site for Scouts to see.
Opening Ceremony ¢ Form patrols into an open square.
® Recite Outdoor Code.
_____ minutes ¢ Present colors.
¢ Repeat Pledge of Allegiance.
Skills Instruction ¢ New Scouts work on reading a compass and learn how
to set a pace. Do Blindfold Compass Walk (‘‘Program Spe-
_____ minutes cialties” section of this book).
* Experienced Scouts work on choosing boots for backpack-
ing and begin planning a 20-mile hike.
¢ QOlder Scouts work on the Venture/Varsity program or use
a topographic map of the troop campout area to plan an
orienteering course.
Patrol Meetings Discuss plans for the outing this month and make sure every-
one knows what their assignments are and what to bring for
—____ minutes the outing. Any Scouts who have not been hiking yet will
need some extra help. All other patrols can plan activities
to work on advancement. Plan any meals that will be needed
for the outing. If it is going to be an overnight, begin to make
plans for equipment distribution and tentage needs.
Interpotrol ACtiVit)’ ¢ Hot Isotope Transport {“Program Specialties” section of
this book)
______ minutes * Run a mile and record times
Closing ¢ Assemble patrols, repeat Scout Oath SM
® Scoutmaster’s Minute
____ minutes ¢ Retire colors
Total 90 minutes of meeting
After the Meeting Patrol leaders’ council reviews next meeting and the back-
packing outing. Begin work on next month’s program
feature.
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Date

BACKPACKING

TROOP MEETING PLAN
Week 2

Activity

Description

Run by Time

Preopening

____ minutes

Opening Ceremony

____ minutes

Skills Instruction

minutes

¢ New Scouts work on low-impact camping procedures,
including site selection and cooking with Peak-type stoves.

¢ Experienced Scouts work on packing procedures for the
backpacking outing and select some campsites based on
a topographic map of the camping area.

¢ Older Scouts work on the Venture/Varsity program or
make plans to sleep under a shelter made from natural
materials as part of the troop outing.

Patrol Meetings

___ __ minutes

Review assignments for the campout. First-time hikers in the
new-Scout patrol continue working on troop procedures for
hiking and camping. All other patrols continue to plan activ-
ities for advancement. Practice interpatrol activities.

Interpatrol Activity

___ minutes

¢ Run a mile and record times.
¢ Do Silver Dollar Hunt (‘‘Program Specialties” section of
this book).

Closing
____ minutes

Total 90 minutes of meeting

® Scoutmaster’s Minute
Retire colors

SM

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
the troop outing. Continue work on next month’s program
feature. Troop committee holds board of review. Plan a court
of honor if one is needed.
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Date

BACKPACKING

TROOP MEETING PLAN

Week 3

Activity

Description

Run by Time

Preopening

_____ minutes

Opening Ceremony

minutes

Skills Instruction

minutes

¢ New Scouts work on reading topographic maps and learn

the symbols used on maps; also what to do if they get lost
(Boy Scout Handbook). Play Map Symbol Relay (‘‘Program
Specialties’ section of this book).

¢ Experienced Scouts plan projects that could be done along
the hike route.
¢ Older Scouts work on the Venture/Varsity program or help

with topographic map orientation for younger Scouts.

Patrol Meetings

minutes

Finalize the menu for the hike this week and make sure
everyone knows what they will need to bring. Review cloth-
ing and equipment needs, and collect necessary fees. Go over
the hike route.

Interpatrol Activity

____ minutes

* Ball Over (“Program Specialties” section of this book])
¢ Run a mile and record times.

Closing
____ minutes

Total 90 minutes of meeting

Retire colors

® Scoutmaster’s Minute

SM

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
hike. Continue work on next month’s program feature.
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Date

BACKPACKING

TROOP MEETING PLAN

Week 4

Activity

Description

Run by Time

Preopening

minutes

Opening Ceremony

minutes

Skills Instruction

__ minutes

* New Scouts work on first aid for blisters, cuts, and sprains.

¢ Experienced Scouts bring packs to the meeting and have
a prehike inspection.

¢ QOlder Scouts work on the Venture/Varsity program or
assist in teaching first aid techniques.

Patrol Meetings

minutes

Review plans and assignments for the hike/campout. Make
sure everyone knows travel plans and equipment needs. Go
over the patrol duty roster. Practice any interpatrol activi-
ties that will take place during the hike.

Interpatrol Activity

__ minutes

Star Hunt (‘‘Program Specialties” section of this book)
Run a mile and record times.

Closing
minutes

Total 90 minutes of meeting

® Retire colors

® Scoutmaster’s Minute

SM

After the Meeting

gram feature.

Patrol leaders’ council reviews next meeting and checks last-
minute details for outing. Finalize work on next month’s pro-
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BACKPACKING
TROOP OUTDOOR PROGRAM PLAN

Date
Time Activity Run by

Friday evening Load gear at meeting location, leave for camping area. Plan only a light meal enroute. SPL
Arrive at campsite, off-load equipment. Set up patrol sites. Concentrate on storing PL/SPL
gear and setting up camp. Gather firewood for breakfast.

Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First and Cooks,

6:30 a.m. Second Class ranks.) assistants

7 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out sleeping bags.

7:30 a.m. Breakfast

8 a.m. Clean up Cooks
Patrols put up the gear for morning activities, clean up patrol site.

8:30-11:30 a.m. Give patrol leaders a topographic map to make a 2- to 3-mile hike. Younger Scouts SPL
could take a simpler hike. Older Scouts could begin a 15-20 mile weekend sur-
vival hike.

11:30 a.m. Sack lunch

Noon Continue hikes.

4:30 p.m. Start supper preparation. Cooks

5:30 p.m. Supper SPL

6 p.m. Clean up meal. Cooks

8 p.m. Campfire

9 p.m. Cracker barrel

10 p.m. Lights out

Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First and Cooks

6:30 a.m. Second Class ranks.)

7 a.m. Everyone else up. Take care of personal hygiene needs, air tents, hang out sleep-
ing bags.

7:30 a.m. Breakfast

8 a.m. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.

8:30 a.m. Church service

9-11 a.m. Patrol games—run a 1K orienteering course.

11 a.m. Break camp.

Special equip- Topographic maps, clipboards, compasses, troop camping equipment.

ment needs
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BOATING/CANOEING

Activities on the water have been popular in Scouting since
the founding of our organization. In this program feature your
Scouts will have an opportunity to pursue several forms of
aquatic activities.

New Scouts can work on their swimming requirements for
Second and First Class. If possible, conduct all troop activi-
ties at a waterfront or swimming pool. If your troop does not
have access to a waterfront or pool, ask your commissioner
or district executive for help in finding one. Always enforce
the Safe Swim Defense and Safety Afloat programs.

SCOUTING OUTCOMES
This month’s patrol and troop activities should give your
Scouts:
¢ A greater understanding of physical fitness.
¢ Improved swimming skills.
e Stronger boating and canoeing skills,
¢ Enhanced self-confidence.

ADVANCEMENT OPPORTUNITIES

By the end of the month, all Scouts should have met the
majority of their physical fitness requirements through First
Class. Depending on the activities, they may also complete
all or part of the following rank requirements.

CANOEING

A GOOD
GRIP
LOOM -é \/
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Y
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Tenderfoot

¢ Patrol/troop participation—Patrol identification

¢ Personal development—Scout Oath and Law

e Physical fitness—Health, conditioning, swimming

Second Class

¢ Patrol/troop participation

¢ Personal development—Scout Oath and Law

e Physical fitness—Health, conditioning, swimming

First Class

e Patrol/troop participation

¢ Personal development—Scout Oath and Law

¢ Physical fitness—Health, conditioning, swimming

Merit Badges. Older Scouts can concentrate on the Canoeing
and Rowing merit badges this month; they should be able to
complete many of the requirements. Depending on activities
planned for the campout, they may also cover requirements
in Athletics, Swimming, and Small-Boat Sailing.

PARENT PARTICIPATION

The patrol leaders’ council can involve parents in the pro-
gram feature this month by:
¢ Asking those qualified to assist in aquatics instruction.
¢ Inviting them on a canoe trip.
e Asking them to provide transportation.
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PRAW STROKE

PATROL LEADERS’ COUNCIL
The PLC should meet in the middle of the previous month
to plan troop activities for this program feature. If you don’t
complete all items on the following agenda, continue plan-
ning at PLC meetings after each troop meeting.
¢ Make plans for the canoe trip.
¢ Decide whether or not to make the outing an overnighter.
¢ Inventory the troop’s camping equipment, if not done
recently.
¢ Plan details of troop meetings for the month.
® Hold a junior leader training session on controlling the
group (Scoutmaster Handbook).

FEATURE EVENT
Canoeing/Rowing Outing

This outing could be a long weekend or a daylong activity.
Several other activities could be combined with it as well.
Older Scouts could take a canoe trip and join the rest of the
troop on Saturday evening. Experienced Scouts could plan
a canoe trip and the new Scouts could go along for the ride,
provided they are classified as swimmers.

Boating activities could take place on a lake. If you have
access to sailboats, a mini-regatta could be run, with parents
included as crew members. Or you could have a fishing tour-
nament using boats to get you to your favorite fishing spot.
If you have access to power boats that can pull water-skiers,
you might conduct some water show activities on skis.

SWEEP STROKE N

PATROL RELAYS. Run a swim relay in chest-deep water so
that nonswimmers can walk their lap.

UP AND UNDER. (For Scouts and brothers and sisters.) Use
a volleyball or beach ball for each team. All teams line up, relay
fashion, in waist-deep water. The first player in each line is
given the ball. On signal, he passes the ball back over his head
to the next player in line, who passes it between his legs to
the next player in line, who passes it between his legs to the
next player, and so on to the end of the line. The last player
runs to the head of the line and passes it as before. The first
team back in its original order wins.

GREASED WATERMELON. (For Scouts and older brothers
and sisters.) Divide players into two teams. Have teams form
parallel lines about 15 feet from the center of the pool or play-
ing area. In the center, float a medium-sized watermelon
greased with shortening. On signal, each team tries to bring
the watermelon to its starting line. The successful team gets
served first when it’s time to cut the melon.

BIG BLOW. (For Scouts and brothers and sisters.} Play in
water that is chest-deep for the shortest member. Each team
lines up, relay fashion, and is given a table tennis ball or
toy boat. On signal, the first player on each team swims or
walks to a turning line and back while blowing the ball or
boat ahead of him. The following players repeat the action
until all have run.
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BOATING/CANOEING

TROOP MEETING PLAN

Date Week 1
Activity Description Run by Time
Preo pe ning Meet at the waterfront or pool, if possible. Use the Safe Swim
Defense (Boy Scout Handbook). If held at your meeting place,
___ minutes make buddy tags {Swimming merit badge pamphlet).
Opening Ceremony
minutes
Skills Instruction Test all Scouts’ swimming ability and classify each as non-
swimmer, beginner, or swimmer. Pair up buddies. Have
______ minutes instruction for nonswimmers. Begin working on strokes
needed for Tenderfoot through First Class.
¢ Experienced Scouts (if they are classified as swimmers)
work on Lifesaving or Swimming merit badges, or begin
planning a canoe trip that could be held on a weekend.
(You may want to include new Scouts on the trip.]
¢ QOlder Scouts work on the Venture/Varsity program or on
Snorkeling, BSA; BSA Lifeguard; or Mile Swim, BSA
award. If you will have access to sailboats on the troop out-
ing, plan a regatta.
Patrol Meetings If you are planning a canoe trip, review Safety Afloat rules.
(Scoutmaster Handbook.) Note that only swimmers may be
______ minuteg in canoes. Plan to follow these rules for all boating activities.
Interpotrol ACtIVIty Spoon Race (“‘Program Specialties” section of this book)
_____ minutes
C|osing ¢ Scoutmaster’s Minute SM
minutes
Total 90 minutes of meeting
After the Meeting Patrol leaders’ council reviews next meeting and plans for
the outing. Begin work on next month’s program feature.
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BOATING/CANOEING

Date

TROOP MEETING PLAN
Week 2

Activity

Description

Run by Time

Preopening

minutes

Opening Ceremony

—__ minutes

Skills Instruction

minutes

* New Scouts continue working on strokes that are needed
for Second and First Class.

* Experienced Scouts continue work on Swimming and
Lifesaving merit badges. If you are planning a canoe trip,
practice paddling and righting a swamped canoe.

¢ QOlder Scouts work on the Venture/Varsity program or on
Snorkeling, BSA; BSA Lifeguard; or Mile Swim, BSA
award. They can also help with the instruction of youn-
ger Scouts, or continue planning the regatta.

Patrol Meetings

__ minutes

Continue work on aquatics skills.

Interpatrol Activity

minutes

Continue aquatics activities.

Closing
minutes

Total 90 minutes of meeting

* Scoutmaster’s Minute
* Retire colors

SM

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
the outing. Continue work on next month’s program feature.
Troop committee holds board of review. Plan a court of honor
if one is needed.
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BOATING/CANOEING

TROOP MEETING PLAN
Week 3

Activity Description Run by Time

Preopening

— minutes

Opening Ceremony

—_____ minutes

Skills Instruction » New Scouts continue working on swimming strokes
needed for Second and First Class.

____ minutes e Experienced Scouts continue work on Swimming or
Lifesaving merit badge, or practice packing and portag-
ing a canoe.

e Older Scouts work on the Venture/Varsity program or on
Snorkeling, BSA; BSA Lifeguard; Mile Swim, BSA award.
They can also help with the instruction of younger Scouts
or have sailing practice.

Patrol Meetings Continue work on swimming skills,

______ minutes

Interpotrol ACtiVit)’ Continue aquatics activities.

— minutes

Closing ® Scoutmaster’s Minute SM

e Retire colors

minutes

Total 90 minutes of meeting

After the Meeting Patrol leaders’ council reviews next meeting and plans for

the outing. Continue work on next month’s program feature.

Have you planned a family outing lately?
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BOATING/CANOEING

TROOP MEETING PLAN

Date Week 4
Activity Description Run by Time

Preopening

—____ minutes

Opening Ceremony

—____ minutes

Skills Instruction ¢ Test new Scouts on swimming strokes needed for Second
and First Class rank.

—_ minutes ¢ Experienced Scouts continue work on Swimming or
Lifesaving merit badge, or finalize plans for canoe trip and
assign all duties.

e Older Scouts work on the Venture/Varsity program or
work on Snorkeling, BSA; BSA Lifeguard; or Mile Swim,
BSA award. They can also finalize plans for the regatta
and assist with instruction of younger Scouts.

Patrol Meetings Continue work on swimming skills.

—__ minutes

Interpatrol Activity

— minutes

Closing ¢ Scoutmaster’s Minute SM

® Retire colors

__ minutes

Total 90 minutes of meeting

After the Me eting Patrol leaders’ council reviews next meeting and checks last-

minute details for the outing. Finalize work on next month’s

program feature.
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BOATING/CANOEING
TROOP OUTDOOR PROGRAM PLAN

Date
Time Activity Run by
Friday evening Load gear at meeting location, leave for camping area. Plan only a light meal enroute. SPL
Arrive at campsite, off-load equipment. Set up patrol sites. Concentrate on stow-
ing gear and setting up camp. Gather firewood for breakfast. Unload canoes for
Scouts going on trip.
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First and Cooks,
6:30 a.m. Second Class ranks.) assistants
7 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out sleeping bags.
Pack canoes for trip.
7:30 a.m. Breakfast
8 a.m. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.
Launch for canoe trip.
8:30-11:30 a.m. Begin regatta, if you have planned one, or a fishing tournament. If the younger Scouts SPL
are not doing aquatic-related activities, have them take a nature hike.
11:30 a.m. Sack lunch
Noon Continue activities.
4:30 p.m. Start supper preparation. Cooks
5:30 p.m. Supper SPL
6 p.m. Clean up meal. Cooks
8 p.m. Campfire. Share experiences on canoe trip.
9 p.m. Cracker barrel
10 p.m. Lights out
Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First and Cooks
6:30 a.m. Second Class ranks.)
7 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out sleeping bags.
7:30 a.m. Breakfast
8 a.m. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.
8:30 a.m. Church service
9-11 a.m. Play four games from the Patrol Leader Handbook or Scoutmaster Handbook, or have
a runoff in the regatta or fishing tournament.
11 a.m. Break camp.
Special equip- Topographic maps, clipboards, compasses, troop camping equipment, canoes, sail-
ment needed boats, rowboats, fishing gear.
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BUSINESS

In a few years, the Scouts in your troop will have the right
to vote, own property, and sign contracts. This month we will
introduce them to the responsibilities they will have as adults
in dealing with their business affairs. They may also learn
something about how businesses operate in our society.

For one troop meeting, plan a visit to a local business or
industry to learn how the free enterprise system works. Make
arrangements beforehand to have a guided tour or a meeting
with a company official to discuss business. The patrol
leaders’ council might also want to invite a business person
to a troop meeting.

The big event will be a campout to practice Scoutcraft skills.

SCOUTING OUTCOMES

This month’s patrol and troop activities should give your
Scouts:
¢ A better understanding of the free enterprise system.
¢ Enhanced outdoor skills.
¢ A greater understanding of the importance of conservation.
¢ Growing self-confidence.

ADVANCEMENT OPPORTUNITIES

By the end of the month, all Scouts should have met the
majority of their basic citizenship requirements through First
Class. Depending on the campout activities, they may also
complete all or part of the following rank requirements:
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¢ QOutdoor—Hiking, camping

¢ Citizenship—Flag ceremonies

¢ Patrol/troop participation—Patrol identification
¢ Personal development—Scout Oath and Law

Second Class

¢ Outdoor—Camping, cooking, hiking
Citizenship—Flag ceremonies

Patrol/troop participation

Personal development—Scout Oath and Law

First Class

¢ Qutdoor—Camping, hiking, cooking, nature
¢ Citizenship—Flag ceremonies

¢ Patrol/troop participation

¢ Personal development—Scout Oath and Law

Merit Badges. Experienced Scouts may concentrate on the
Citizenship in the Community, Citizenship in the Nation, and
American Business merit badges this month. They should be
able to complete many of the requirements. Depending on
activities during the month, they may also complete require-
ments in Cooking, Hiking, Camping, American Heritage,
American Labor, and other outdoor-related merit badges.

PARENT PARTICIPATION
The patrol leaders’ council may involve parents in the pro-
gram feature this month by:

| IR R R R
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® Asking those qualified to assist with instruction for citizen-
ship and business skills.

¢ Inviting families on the outing.

¢ Asking them to provide transportation for the visit to a busi-
ness and the outing.

PATROL LEADERS’ COUNCIL
The PLC should meet in the middle of the previous month

to plan troop activities for this program feature. If you don’t

complete all items on the following agenda, continue plan-
ning at PLC meetings after each troop meeting.

¢ Decide what business the troop will visit this month and
make arrangements for the visit.

e Make arrangements to invite a community or business
leader to the second troop meeting to discuss his work and
moderate a discussion of the rights and duties of a citizen.

¢ Plan the special activities for the outing.

e Inventory the troop’s camping equipment, if not done
recently.

¢ Plan details of troop meetings for the month. Assign patrol
demonstrations, covering skills that will be needed for com-
pletion of advancement through First Class.

FEATURE EVENT
Business Outing

Discovering the world of business and how business and
government in our country work together can be an exciting

adventure. You have an opportunity to see how business works
right in your own community. Take the opportunity to get to
know how your community, and especially local businesses,
works. Get a local business person to meet with the troop and
discuss how his or her business operates.

Business Projects
Here are ideas for patrols or individual Scouts.

STOCK MARKET. Do some research on a particular stock
and follow it on the stock market for several months. Record
its price changes and see what you would have made or lost
if you had bought at the beginning and sold it at the end of
the period.

LOANS. Find out how to get a loan from a bank. What would
the interest rate be? How much interest would you have to pay
if the loan was for 6 months?

BONDS. Look into the cost of purchasing a municipal bond.
How much interest would you earn by the time the bond
matures?

“RUN” A COMPANY. Set up an imaginary company to
manufacture widgets. Make a product plan, and develop a
marketing strategy and a sales plan.

PRODUCT SALES. Set up a sales campaign and a market-
ing plan for some product—baseball gloves, hiking boots,
tents, etc.
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Date

BUSINESS

TROOP MEETING PLAN
Week 1

Activity

Description

Run by

Time

Preopening

minutes

A pair of experienced Scouts show how to fold and care
for the flag (Boy Scout Handbook). Play Ringleader (Patrol
Leader Handbook).

Opening Ceremony

___ minutes

Form troop into parallel patrols
Present colors

Sing national anthem

Hold uniform inspection

Skills Instruction

minutes

¢ New Scouts practice U.S. flag courtesies, including rais-
ing, lowering, and folding the flag. Plan and rehearse open-
ing flag ceremony to use at next week’s meeting. Play How
High? (“Program Specialties” section of this book).

¢ Experienced Scouts visit a business and find out how it
operates. They learn what it takes to operate a business.

e Older Scouts work on the Venture/Varsity program or
begin planning a 100-mile bike hike.

Patrol Meetings

___ minutes

Discuss plans for a patrol outing this month. This outing
could be a 5- or 10-mile hike so that newer Scouts may work
on their hiking skills. Or, plan a patrol Good Turn.

Interpatrol Activity

minutes

Thurman Throw

Equipment: Give each patrol a Scout stave or broomstick.
Method: Patrols line up, relay fashion, with patrol leader
standing about 5 feet in front, holding the stave. On signal,
he tosses the stave to the first Scout in his line, who tosses
it back to the patrol leader and ducks down. The second
Scout then catches and returns, and so on. The last Scout
in line catches and tosses twice, and then it’s tossed to each
Scout back down the line. Each Scout remains standing after
this toss and catch.

Scoring: The first patrol with all players standing wins.

Closing
minutes

Total 90 minutes of meeting

® Scoutmaster’s Minute
® Retire colors

SM

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
the outing. Begin work on next month’s program feature.
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BUSINESS

TROOP MEETING PLAN

Date Week 2
Activity Description Run by Time
Preopening
_____ minutes
Opening Ceremony
______ minutes
Skills Instruction ¢ New Scouts meet with an elected public official, either at
the troop meeting place or the official’s office. Learn what
____ minutes he or she does. Discuss rights and duties of citizens.
¢ Experienced Scouts plan a community Good Turn. This
might be in support of something your community is
currently doing. Or it could be a get-out-the-vote cam-
paign, if an election is near, or a park beautification
project. (The Good Turn need not be held this month.) Play
Steal-the-Bacon.
e QOlder Scouts work on the Venture/Varsity program or con-
tinue preparing for a 100-mile bike hike.
Patrol Meetings Review needs of Scouts in the patrol to participate in flag
ceremonies and service projects. Suggest things that these
. minutes Scouts can participate in to fulfill rank requirements.
Interpotrol ACtIVIt)’ Play Kim’s Game (“Program Specialties” section of this
book).
minutes
Closing ¢ Scoutmaster’s Minute SM

minutes

Total 90 minutes of meeting

® Retire colors

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
the outing. Continue work on next month’s program feature.
Troop committee holds board of review. Plan a court of honor
if one is needed.
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TROOP MEETING PLAN

Date Week 3
Activity Description Run by Time
Preopening
_____ minutes
Opening Ceremony
_____ minutes
Skills Instruction * New Scouts work on basic hiking skills.
¢ Experienced Scouts work on map and compass skills.
_____ minutes ¢ QOlder Scouts work on the Venture/Varsity program, help
with instruction in map and compass, or finish plans for
100-mile bike hike.
Patrol Meetings Review plans and assignments for the campout. Make sure
everyone knows travel plans and equipment needs. Practice
minutes interpatrol activities.
Interpotrol ACtiVit)’ Sit Down Dodge Ball. (Regular Dodge Ball played in sitting
position. See ‘‘Program Specialties” section of this book.)
______ minutes
Closing e Scoutmaster’s Minute SM

__ minutes

Total 90 minutes of meeting

® Retire colors

After the Meeting

Patrol leaders’ council reviews next meeting and the outing.
Continue work on next month’s program feature.
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TROOP MEETING PLAN

Date Week 4
Activity Description Run by Time
Preopening
_____ minutes
Opening Ceremony
______ minutes
Skills Instruction * Visit a local business or industry and find out how its
operations fit into the economy of your community, the
_____ minutes country, and the world. See how the free enterprise sys-
tem works in your area. Or, visit a local government office
or facility.
Patrol Meetings
minutes
Interpatrol Activity
______ minutes
Closing ¢ Scoutmaster’s Minute SM

minutes

Total 90 minutes of meeting

e Retire colors

After the Meeting

Patrol leaders’ council reviews next meeting and checks last-
minute details for the outing. Finalize work on next month’s

program feature.
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BUSINESS
TROOP OUTDOOR PROGRAM PLAN

Date
Time Activity Run by
Friday evening Load gear at meeting location, leave for camping area. Plan only a light meal enroute. SPL
Arrive at campsite, off-load equipment. Set up patrol sites. Concentrate on stow-
ing gear and setting up camp. Gather firewood for breakfast.
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First and Cooks,
6:30 a.m. Second Class ranks.) assistants
7 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out sleeping bags.
Pack canoes for trip.
7:30 a.m. Breakfast
8 a.m. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.
8:30-11:30 a.m. Give patrol leaders a topographic map to lead a 3- to 5-mile hike. Scouts working SPL
on First Class could take part in an orienteering race. Younger Scouts could take
a nature hike.
11:30 a.m. Sack lunch
Noon Continue activities.
4:30 p.m. Start supper preparation. Cooks
5:30 p.m. Supper SPL
6 p.m. Clean up meal. Cooks
8 p.m. Campfire
9 p.m. Cracker barrel
10 p.m. Lights out
Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First and Cooks
6:30 a.m. Second Class ranks.)
7 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out sleeping bags.
7:30 a.m. Breakfast
8 a.m. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.
8:30 a.m. Church service
9-11 a.m. Patrol games—use four games from “Program Specialties” section of this book.
11 a.m. Break camp.
Special equip- Topographic maps, clipboards, compasses, troop camping equipment.
ment needed
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CAMPING

Nowhere is the romance of Scouting more evident than
in camp. Whether it’s a weekend campout or a couple of
weeks at summer camp, the setting promises fun and adven-
ture—and that’s what brought young men into the troop in
the first place.

And so a troop that is under canvas almost every month of
the year will have a strong appeal for Scouts. Conversely, a
troop that rarely gets outdoors will have trouble holding a
boy’s interest.

This month’s program focuses on camping skills. Young
Scouts should learn the basics of living comfortably and safely
in the outdoors, while older Scouts hone their knowledge of
the basics and tackle more advanced campcraft.

The big event will be a campout. We're calling it an easy
livin’ campout to convey the idea of learning to live under
canvas without stress. But the campout may have another
emphasis, too—perhaps nature study, astronomy, pioneering,
conservation, fishing, or wilderness survival.

Be sure to hike at least 2 miles into and out of the campsite
so that younger Scouts who are working on the Camping por-
tion of their advancement to First Class can get credit for it.
The patrol leaders’ council should aim to have a model camp-
site, with neat patrol sites and good health, safety, and sani-
tation practices. The PLC should also plan activities that will
be fun and enhance the troop’s Scoutcraft skills. And you'll
want to have an evening campfire with elements of both fun
and inspiration.

SCOUTING OUTCOMES
This month’s patrol and troop activities should give your
Scouts:
¢ The knowledge and skill to be comfortable in camp.
¢ A sense of communion with nature and God.

¢ Greater respect for the outdoors and a determination to fol-
low the Outdoor Code.
¢ Growing self-confidence.

ADVANCEMENT OPPORTUNITIES

By the end of the month, all Scouts should have met the
majority of their basic camping requirements through First
Class. Depending on the campout activities, they may also
complete all or part of the following rank requirements:

Tenderfoot

¢ QOutdoor—Cooking, camping

¢ Citizenship—Flag ceremonies, Good Turn

¢ Patrol/troop participation—Patrol identification
¢ Personal development—Scout Oath and Law

Second Class

¢ Outdoor—Cooking, camping, hiking
Citizenship—Flag ceremonies, Good Turn
Patrol/troop participation—Leadership
Personal development—Scout Oath and Law

First Class

¢ Outdoor—Cooking, camping, hiking

¢ Citizenship—Flag ceremonies, Good Turn

¢ Patrol/troop participation

¢ Personal development—Scout Oath and Law

Merit Badges. Older Scouts can concentrate on the Camping
merit badge this month; they should be able to complete all
but the last two requirements. Depending on activities
planned for the campout, they may also complete require-
ments in Cooking, Hiking, Pioneering, Wilderness Survival,
and nature-related merit badges.
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PARENT PARTICIPATION
The patrol leaders’ council can involve parents in the pro-

gram feature this month by:

e Asking qualified parents to assist with instruction for
camping skills.

® Inviting parents on the campout.

* Asking parents to provide transportation to the starting
point for the backpacking trek into camp, if necessary.

PATROL LEADERS’ COUNCIL
The PLC should meet in the middle of the previous month

to plan troop activities for this program feature. If you don’t

complete all items on the following agenda, continue plan-
ning at PLC meetings after each troop meeting.

® Decide on a campsite for the easy livin’ campout. If per-
missions will be needed, assign someone to secure them.

¢ Plan the special activities for the campout. See the ideas
on these pages.

* If special gear or tools will be needed, assign someone
to obtain them; seek help from the troop committee, if
necessary.

¢ Inventory the troop’s camping equipment, if this has not
been done recently.

¢ Plan details of troop meetings for the month. Assign patrol
demonstrations for the month, covering skills that will be
needed for campout activities. For example, if star study
is planned, assignments might be:

Patrol A—Show how to find five major constellations.
Patrol B—Show how to find north by any star.

Patrol C—Show how to photograph the sky.

Patrol D—Tell where to find the visible planets in the
night sky.

* Hold a junior leader training session on understanding the
needs of the group (Scoutmaster Handbook).

FEATURE EVENT

Easy Livin’ Campout

The primary purpose of this campout will be to make all
your Scouts feel “‘at home” under canvas or nylon. The patrol
leaders’ council should take special care to see that it is a
model camp so that younger Scouts will understand what
good camping is.

The campsite might be the troop’s usual place, the local
council’s Scout camp, or a state or county park. In choosing
the site, remember that Scouts working on camping skills
must backpack in and out.

To encourage the patrols to take particular care in setting
up and living in their sites, plan a formal site inspection part-
way through the weekend. Have the patrol leaders’ council
or the adult leaders inspect each patrol site as is done at camp-
orees, giving ratings for cleanliness, neatness, fire safety, and
good sanitation practices.

Campout Activities

Obviously the activity schedule will depend in part on the
weather and what the site offers. If it’s summer and there is
a waterfront nearby, the Scouts will want to swim. Great! But
the troop must swim safely. If you're at the council camp, you
can be sure of safe swimming just by following the waterfront
rules. If not, be sure to follow the BSA Safe Swim Defense.
It is explained in the Scoutmaster Handbook and the Boy Scout
Handbook. Similarly, if you have access to canoes or rowboats,
follow the Safety Afloat plan (Scoutmaster Handbook).

There are many other possibilities for campout activities.
The troop might concentrate on one Scoutcraft skill, such as
pioneering, star study, fishing, orienteering, conservation,
tracking and trailing, bird study, or nature lore.

Or, especially if you have a lot of young Scouts, the patrol
leaders’ council might plan for instruction and practice in a
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variety of outdoor skills—campcraft, outdoor cooking,
estimating heights and distances, using bow saw and ax safely,
map and compass, and so on.

To add spice to the practice, plan interpatrol competition
in the skills. Try some of these contests from the “Program
Specialties” section of this book:

String Burning Race

Blindfold Compass Walk

Knot-Tying Relay

Nature Scavenger Hunt

Bow-Saw Relay

Wet Weather Fire-Building

Remote Clove Hitch Tying

Flagpole Raising

If your site has a large wooded area, the patrol leaders’ coun-
cil may want to plan a wide game, too. Most wide games
require at least a half-mile square territory, and the games last
about half an hour. The best known is Capture the Flag, which
is explained in the Scoutmaster Handbook. For other wide
games, see the suggestions below.

A highlight of every good campout is an evening campfire
program. Suggestions for planning and running a campfire
are on these pages.

Wide Games for Camp

GET THE MESSAGE THROUGH. The object of this game
is for each patrol to try to get a “message’ to the senior patrol
leader or an adult leader who is stationed in the center of the
playing area. At the same time, they try to “‘capture” Scouts
of other patrols by removing a neckerchief that all players tuck
into their belts in the back.

Station the leader in a 4’ x 4’ space. Each patrol leader is
given a “message’’ (sheet of paper) and told to take his patrol
a quarter-mile from the leader; each patrol goes in a differ-
ent direction. When all patrols are in place, the patrol leader
gives the message to one of his members. The message may
be passed to other members during the game.

The game starts with a whistle blast. All patrols start toward
the center, trying to help their patrol member with the mes-
sage reach the leader without being captured. At the same
time, the boys try to capture Scouts from other patrols. When
a Scout is captured, he is eliminated (or he may be sent back
to his patrol’s starting point and begin again, if you prefer).
If the patrol member who has the message is captured, he
must admit he has it.

The game ends when all messages have either been cap-
tured or brought safely to the leader in the center.

Scoring: Ten points for delivering a message; five points for
capturing another patrol’s message; two points for capturing
each Scout who does not have a message.

INFILTRATION. This is a night game that is best played on
a field about 300 feet long and 100 feet wide, preferably with
some cover. Divide the troop into two teams, with one team
at each end of the field. To distinguish the teams, have one
team tie white handkerchiefs around their arms.

At each goal line, have an adult leader as umpire and
scorekeeper.

Two adult leaders or junior leaders are the sentries. They
have flashlights and pace back and forth across the center of
the field.

On signal, both teams begin advancing toward the opposite
goal line. Their objective is to get to the other goal line with-
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out being spotted by the sentries. They may walk, crawl, or
run. If the sentries shine a flashlight on an infiltrator, that
player must go back to his starting line and wait 5 minutes
before resuming play.

Scoring: One point for each player who makes it safely to the
other line within half an hour or other specified time.

YOUR CAMPFIRE PROGRAM

A troop campfire program should have elements of fun,
inspiration, and good fellowship. It should leave each Scout
with pleasant memories.

The campfire does not need to be an elaborate production,
but it does require planning. You will want lots of variety,
including ceremonies, songs, skits and stunts, games, and,
usually, a Scoutmaster’s Minute. The general rule is that the
campfire program ‘“‘follows the fire.” That is, while the fire
is blazing, you have lively songs, games, and skits. As the fire
dies, you have inspirational songs, the Scoutmaster’s Minute,
and other more serious elements.

In many troops, the patrol leaders’ council plans the camp-

fire and assigns elements to each patrol. In others, one patrol
is assigned to build the firelay and another to plan the pro-
gram. In either case, the Scoutmaster or other adult leader
should stay in touch with the planners to make sure that many
boys (not just the campfire planners) will have a part and that
all activities, stunts, and songs will be in good taste. If ques-
tions arise, the adult leader should make it clear that there
is no place in Scouting for poor taste, poor manners, or hurt-
ing anyone in body or spirit.

The campfire planners should figure on a program last-
ing about an hour, or a little less. It’s better to end the pro-
gram while the Scouts are enjoying it than to let it drag on
until they become restless. One way to ensure a fast-moving,
well-planned campfire is to use the Campfire Program Plan-
ner, No. 3696. With that sheet to guide them, the planners
can estimate the time for each element and end the pro-
gram accordingly.

If your troop has Scouts who have been to several big camp-
fires at camporees, they will have lots of ideas for skits, stunts,
and songs. If not, refer the patrol leaders to the ideas for camp-
fires in the Patrol Leader Handbook.
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CAMPING

TROOP MEETING PLAN

Date Week 1
Activity Description Run by Time
Preopening Meet outdoors. Have new Scouts practice whipping rope.
Other Scouts can work on splicing rope and lashings with
minutes Scout staves (Boy Scout Handbook).

Opening Ceremony

minutes

Form troop into open columns of patrols
Hold uniform inspection

Repeat Outdoor Code

Repeat Pledge of Allegiance

Skills Instruction

minutes

¢ New Scouts work on tying half-hitch, tautline, and clove
hitches, square knot, and bowline. Do the KnotTying Relay
(“Program Specialties” section of this book).

¢ Experienced Scouts work on shear, diagonal, and square
lashings, and make a catapult. Have a contest to see whose
catapult can throw the farthest.

e Older Scouts work on the Venture/Varsity program or use
a topographic map of the area where the troop campout
will be held this month to plan an orienteering course.

Patrol Meetings

minutes

Discuss plans for the campout this month and make sure
everyone knows what their assignments are and what to bring
for the campout. Scouts in the new-Scout patrol need to know
what support they will provide for the campout. Any Scouts
who have not been camping yet will need some extra help.
All other patrols plan activities to work on advancement.
Patrol leaders should review the interpatrol activities that will
take place and decide what skills need to be worked on.

interpatrol Activity

__ minutes

The Tangle Knot
Two patrols try this together so that you have a group of 10
to 16 Scouts. Tell them to form a tight circle. Have everyone
close his eyes and extend both hands into the center of the
circle. Ask each Scout to grasp the hand of another person
in each of his hands. When each hand is grasping another
hand, tell the Scouts to open their eyes and listen to the expla-
nation of the objective.

Object: With out letting go of hands, the group is to unwind,

freeing themselves from the seemingly impossible knot and

forming a circle.

Rules:

1. Hand-to-hand contact may not be broken in unwinding
the knot. Grips may change and palms may pivot on one
another, but contact must be maintained.

2. When the group is finally arranged in a circle, some indi-
viduals’ arms may be crossed. This is part of an accepta-
ble solution.

3. If time is running out, the problem can be simplified by
breaking one grip and asking the group to form a single
line instead of a circle.
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Activity

Description

Run by

Time

Closing

minutes

Total 90 minutes of meeting

¢ Form troop into patrols, call patrol leaders forward to give
patrol yells.

¢ Scoutmaster’s Minute

e Retire colors

SM

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
the troop campout or outing. Begin work on next month’s
program feature.
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CAMPING

TROOP MEETING PLAN

Date Week 2
Activity Description Run by Time
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction ¢ New Scouts practice tent-pitching skills and making a
ground bed {Boy Scout Handbook and Fieldbook) Do the
______ minutes Tent-Pitching Contest (‘‘Program Specialties” section of
this book]).
¢ Experienced Scouts continue work on low-impact camp-
ing procedures and select some campsites based on a topo-
graphic map of the troop camping area. Do the Remote
Clove Hitch (“‘Program Specialties”).
¢ Older Scouts work on the Venture/Varsity program, serve
as instructors for other sessions, or prepare necessary
items for merit badge work that could be done on the
campout.
Patrol Meetings Review assignments for the campout. First-time campers
continue working on troop procedures for camping. All
minutes other patrols continue to work on activities for advancement
on the campout. Practice interpatrol activities.
Interpotrol ACtiVit)’ Play Sloppy Camp (‘‘Program Specialties” section of this
book).
minutes
Closing ¢ Scoutmaster’s Minute SM

minutes

Total 90 minutes of meeting

¢ Retire colors

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
the troop campout or outing. Work on next month’s program
feature. Troop committee holds board of review. Plan a court
of honor if one is needed.
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CAMPING

TROOP MEETING PLAN

Date Week 3
Activity Description Run by Time
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction ¢ New Scouts work on clothing and equipment needed for
the troop campout and become familiar with troop camp-
______ minutes ing gear. If possible, set up a dining fly and pitch a tent
outside your meeting area. Discuss what to do if you get
lost (Boy Scout Handbook).

¢ Experienced Scouts work on identifying wild plants and
trees that can be used in food preparation. Design a lean-
to that can be made of simple materials and could be used
as shelter on an overnight. ‘

e QOlder Scouts work on the Venture/Varsity program or con-
tinue work on an orienteering course, using a topographic
map of the camping area.

Patrol Meetings Finalize the menu for the campout and make sure everyone
knows what to bring. Review clothing and equipment needs

—— Mminutes and collect any necessary fees. If you need to have a shake-
down campout with your patrol or an outdoor practice for
the patrol activities, schedule it now. Older Scouts may want
to shoot photos or slides at the campout to add to your troop’s
scrapbook or to show at your next family gathering.

Interpotrol ACtIVIt)’ Blindfold Compass Walk (“Program Specialties” section of
this book)

minutes
Closing ¢ Scoutmaster’s Minute SM

minutes

Total 90 minutes of meeting

¢ Retire colors

After the Meeting

Patrol leaders’ council reviews next meeting and plans for
troop campout or outing. Begin work on next month’s pro-
gram feature. Have you planned a family outing lately?
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CAMPING

TROOP MEETING PLAN

Date Week 4
Activity Description Run by Time
Preopening
_____ minutes
Opening Ceremony
minutes
Skills Instruction ¢ New Scouts work on building fires or making firelays (Boy
Scout Handbook). Do Split the Match relay. (*‘Program Spe-
____ minutes cialties” section of this book.)
¢ Experienced Scouts work on map and compass skills to
prepare to travel the orienteering course that has been laid
out for the campout. Practice pacing. Do Direction Hunt
{(“‘Program Specialties”).
¢ QOlder Scouts work on the Venture/Varsity program or
assist in map and compass activities.
Patrol Meetings Review plans and assignments for the campout. Make sure
everyone knows travel plans and equipment needs. Go over
minutes the patrol duties roster. Practice interpatrol activities that
will take place.
Interpotrol ACtiVit)’ Swat ‘Em (“Program Specialties” section of this book)
_____ minutes
CIOSing ¢ Scoutmaster’s Minute SM

minutes

Total 90 minutes of meeting

¢ Retire colors

After the Meeting

Patrol leaders’ council reviews next meeting and any last-
minute details for troop campout. Finalize work on next
month’s program feature.
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CAMPING
TROOP OUTDOOR PROGRAM PLAN

Date
Time Activity Run by
Friday evening Load gear at meeting location, leave for campsite. Plan only a light meal enroute SPL
to the site. Arrive at campsite, off-load equipment. Set up patrol sites. Concentrate
on stowing gear and setting up camp. Gather firewood for breakfast.
Saturday Cooks and assistants up, prepare breakfast. (Cooks should be working on First and Cooks,
6:30 a.m. Second Class ranks.) assistants
7 am. Everyone else up. Take care of personal hygiene, air tents, hang out sleeping bags.
7:30 a.m. Breakfast
8 a.m. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.
8:30-11:30 a.m. Patrol Competitions (from *‘Program Specialties™) SPL
¢ Blindfold Compass
¢ Knot-Tying Relay
¢ Flagpole Relay
¢ String-Burning Race
11:30 a.m. Cooks prepare lunch. Cooks
Noon Lunch
12:30 p.m. Clean up. Cooks
1:30 p.m. Patrol Competitions {from ‘“Program Specialties”) SPL
¢ Remote Clove Hitch
¢ Nature Scavenger Hunt
¢ Roman Chariot Race
¢ Capture the Flag
4:30 p.m. Start supper preparation. Cooks
5:30 p.m. Supper SPL
6 p.m. Clean up meal. Cooks
8 p.m. Campfire SPL
9 p.m. Cracker barrel
10 p.m. Lights out
Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First and Cooks
6:30 a.m. Second Class ranks.)
7 a.m Everyone else up. Take care of personal hygiene, air tents, hang out sleeping bags.
7:30 a.m. Breakfast
8 a.m. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.
8:30 a.m. Church service
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Time Activity Run by
9-11 am. Patrol Games—use four games from the “Program Specialties” section of this book.
11 a.m. Break camp.

Special equip-
ment needed

Topographic maps, clipboards, compasses, troop camping equipment.
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