








BUSINESS

TROOP MEETING PLAN
Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening A pair of experienced Scouts show how to fold and care for
the U.S. flag (Boy Scout Handbook).
minutes
Opening Ceremony e Form troop into parallel patrols.
. e Present colors.
minutes
¢ Sing the national anthem.
e Hold a uniform inspection.
Skills Instruction e New Scouts practice U.S. flag courtesies, including
raising, lowering, and folding the flag. Plan and rehearse
minutes an opening flag ceremony to use at next week’s meet-
ing. Play How High? (See the Games section of the Troop
Program Resources. *)
e 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 program or begin
planning a 100-mile bike hike.
Patrol Meetings Discuss plans for a patrol outing this month. This outing could
be a 5- or 10-mile hike so that newer Scouts can work on their
minutes hiking skills. Or, plan a patrol Good Turn.
Interpatrol Activity Play Thurman Throw. (See the Games section of the
Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588



BUSINESS

TROOP MEETING PLAN
Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME

Preopening

minutes
Opening Ceremony

minutes
Skills Instruction e 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.

e 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 campaign
for an upcoming election, or a park beautification project.
(The Good Turn need not be held this month.) Play
Steal-the-Bacon. (See the Games section of the Troop
Program Resources. *)

e Older Scouts work on the Venture program or continue
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 activities that these
minutes Scouts can participate in to fulfill rank requirements.
Interpatrol Activity Play Kim’s Game. (See the Games section of the
Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588



BUSINESS

TROOP MEETING PLAN
Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts work on basic hiking skills.
) e Experienced Scouts work on map and compass skills.
minutes
e Older Scouts work on the Venture program, help with
instruction in map and compass, or finish plans for a
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.
Interpatrol Activity Play Sit-Down Dodgeball (regular Dodgeball played in
sitting position). (See the Games section of the Troop Program
minutes Resources. *)
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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BUSINESS

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 opera-
tions fit into the economy of your community, the country,
minutes and the world. See how the free enterprise system works in
your area. Or, visit a local government office or facility.
Patrol Meetings
minutes
Interpatrol Activity
minutes
Closing e Scoutmaster’s Minute—reflection on the experiences of SM
the month.
minutes

Total 90 minutes of meeting

e Retire colors.

After the Meeting

Patrol leaders’ council reviews the next meeting and checks
last-minute details for this month’s 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 campsite. Plan only a light meal SPL
en route.
Arrive at campsite; off-load equipment. Set up patrol sites. Stow gear and SPL/PL
set up camp.
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.M. and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.Mm. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.
8:30-11:30 a.Mm. Give patrol leaders a topographic map to lead a three- to five-mile hike. Scouts SPL
working 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 dinner preparation. Cooks
5:30 p.Mm. Dinner SPL
6:00 p.Mm. Clean up. Cooks
8:00 p.M. Campfire
9:00 P.M. Cracker barrel
10:00 p.M. Lights out
Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks
6:30 A.M. and Second Class requirements.)
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.M. Clean up. Cooks

Patrols put up gear for morning activities, clean up patrol site.




TIME ACTIVITY RUN BY
8:30 A.M. Worship service
9:00-11:00 A.M. Patrol games—use four games from Games section of the Troop Program
Resources. *
11:00 A.M. Break camp.

Special equip-
ment needed

Topographic maps, clipboards, compasses, troop camping equipment

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CAMPING

Nowhere is the romance of the BSA more evident than
in camp. Whether it’s an overnight campout or a week
at summer camp, an outdoor setting promises fun and
adventure—two of Scouting’s great attractions.

A troop that camps out almost every month of the
year will have a strong appeal to Scouts. On the other
hand, a troop that rarely gets outdoors might have trou-
ble holding the interest of boys.

This month’s program focuses on camping skills.
Young Scouts learn the basics of living comfortably
and safely in the outdoors. Older Scouts can hone their
knowledge of essential skills and tackle more advanced
campcraft. Everyone in the troop will master Leave No
Trace camping methods so that they can live in the out-
doors in ways that are kind to the environment.

The big event of the month will be a campout that
encourages Scouts to improve their camping skills. The
campout might have another emphasis, too—perhaps
nature study, astronomy, conservation, fishing, or wil-
derness survival.

Consider hiking at least a few miles to and from the
campsite. That will increase the sense of remoteness
for Scouts and allow them to practice backpacking as
well as camping. The patrol leaders’ council should
plan the campout to emphasize Leave No Trace camp-
ing methods outlined in the Boy Scout Handbook. The

patrol leaders’ council can also plan activities that will
be enjoyable and enhance the troop’s Scoutcraft skills.
Add an evening program full of fun and inspiration to
cap off this great outdoor adventure.

SCOUTING OUTCOMES

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

e The knowledge and skill to be comfortable in camp

e The ability to use Leave No Trace camping methods
and the Outdoor Code to protect the environment

e A sense of communion with nature and God
e Growth in self-confidence

¢ The ability to work cooperatively with other mem-
bers of the patrol and troop in an outdoor setting

ADVANCEMENT OPPORTUNITIES

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



Tenderfoot

e Qutdoor—cooking, camping

e Citizenship—flag ceremonies, Good Turn

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

Second Class

e QOutdoor—cooking, camping, hiking

¢ Citizenship—flag ceremonies, Good Turn
e Patrol/troop participation—leadership

¢ Personal development—Scout Oath and Law

First Class

e Qutdoor—cooking, camping, hiking

e Citizenship—flag ceremonies, Good Turn
e Patrol/troop participation—leadership

e Personal development—Scout Oath and Law

Merit Badges. Older Scouts can concentrate on the

Camping merit badge this month, completing most
of the requirements. Depending on activities planned

for the campout, they might also fulfill various

requirements for Cooking, Hiking, Orienteering,
Pioneering, Wilderness Survival, and other outdoor-
and nature-related merit badges.

PARENT/GUARDIAN PARTICIPATION

The patrol leaders’ council can involve parents and
guardians in the camping program feature by

e Asking qualified parents and guardians to assist
with instruction for camping skills and Leave
No Trace techniques

e Inviting parents and guardians to participate in
the troop campout

e Asking them to provide transportation to and
from the campsite or the starting point of the
hike to camp

PATROL LEADERS’ COUNCIL

The patrol leaders’ council should have met in the
middle of the previous month to plan troop activities for
this program feature. If they didn’t complete all of the
items on the following agenda, they can continue plan-
ning at brief patrol leaders’ council meetings after each
troop meeting.



¢ Decide on a campsite. If permission will be needed
from private landowners or public land managers,
they should be secured by the Scoutmaster, a member
of the troop committee, or other responsible adult.

¢ Plan any special activities for the campout.

e If special gear or tools will be needed, assign some-
one to obtain them. Seek help from the troop quarter-
master and, if necessary, the troop committee.

¢ 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
and Leave No Trace camping methods.

BIG EVENT

The Troop Campout

The primary purpose of this campout will be to make
all Scouts feel at home spending the night outdoors.
The patrol leaders’ council should take special care
to see that younger Scouts will have a good time, be
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comfortable in camp, and be enthusiastic about going
camping again.

The event can take place at one of the troop’s usual
campsites, at the local council’s Scout camp, or at a
public park or forest. Plan for the patrol leaders’ coun-
cil or the troop’s leaders to inspect each patrol’s site
to ensure that all Scouts are following Leave No Trace
camping methods. Use the campout as an opportunity
to recognize and praise good technique and to help all
Scouts become responsible campers.

CAMPOUT ACTIVITIES

The activity schedule of a campout will depend on
weather, what the site has to offer, whether or not the
Scouts are hiking to the campground, and the interests
and needs of the troop members. Orienteering, nature
study, fishing, pioneering—there are plenty of possi-
bilities. A troop with many younger Scouts might plan
instruction and practice in outdoor skills including
campcraft, cooking, estimating heights and distances,
safely handling woods tools, using maps and com-
passes, and so on.




To add spice to the practice, the patrol leaders’
council could plan interpatrol competition in these
skills. Try some of these contests from the “Games”
section of Troop Program Resources for Scout Troops
and Varsity Teams:

e Blindfold Compass Walk

¢ Knot-Tying Relay

e Nature Scavenger Hunt

e Bow-Saw Relay

e Wet-Weather Fire Building
e String-Burning Race

¢ Remote Clove-Hitch Tying
¢ Flagpole Raising

Wide Games for Camp

If your campsite has a large wooded area, the patrol
leaders’ council might want to plan a wide game for
the troop. Most wide games require up to a half-mile-
square territory, and they last about 30 minutes. Several
wide games, including Capture the Flag, Deliver the
Message, and Infiltration are explained in the Games
section of Troop Program Resources for Scout Troops

and Varsity Teams.

The Campout’s Evening Program

A highlight of campouts is an evening program for shar-
ing stories, songs, skits, and ideas. In areas where open
fires are appropriate, a campfire can serve as the center-
piece of the program.

A troop’s evening program during a campout should
have elements of fun, inspiration, and good fellowship.
It should leave each Scout with pleasant memories.

The program need not be an elaborate production, but
it does require planning. Evening programs usually last
about an hour; it’s better to end a program while Scouts
are enjoying it rather than letting it drag on until they
become restless.

The patrol leaders’ council should take the lead in
planning an evening program and assigning its various
parts to the patrols. Scouts who have been to campo-
rees and summer camp might have ideas for skits,
stunts, and songs. The patrol leaders’ council might
also find it helpful to use the Campfire Program Planner
and the Patrol Leader Handbook, which contain infor-
mation on planning effective evening programs.

As with all BSA events, an evening campout program
must be in good taste. Adult leaders should reinforce
the fact that there is no place in Scouting for poor man-
ners; racial, ethnic, or gender slurs; or vulgarity.



CAMPING

TROOP MEETING PLAN
Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Prenpening 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 e Form the troop into open columns of patrols.
. ¢ Hold a uniform inspection.

minutes

e Repeat the Outdoor Code.

Skills Instruction e New Scouts work on tying the half hitch, taut-line and clove
hitches, square knot, and bowline. Play Knot-Tying Relay
minutes (under Games in Troop Program Resources*).

e Experienced Scouts work on shear, diagonal, and square
lashings. Disassemble when done.

e QOlder Scouts work on a Venture patrol activity or study a
topographic map of the troop campout area in order to lay
out an orienteering course.

Patrol Meetings Discuss plans for the campout this month and make sure
everyone knows what their assignments are and what to bring
minutes 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 Play Tangle Knot. (See the Games section of Troop
Program Resources. *)
minutes
Closing e Form the troop into patrols. Call the patrol leaders forward SM
to give patrol yells.
minutes

Total 90 minutes of meeting

e Scoutmaster’s Minute.

e Retire colors.

After the Meeting

The patrol leaders’ council reviews the next meeting and
plans for the troop campout. Begin work on next month’s
program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588



CAMPING

TROOP MEETING PLAN
Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Meet outdoors. Have the Scouts practice pitching tents.
minutes
Opening Ceremony Recite the Outdoor Code.
minutes
Skills Instruction e New Scouts continue practicing tent-pitching skills
(Boy Scout Handbook and Fieldbook).
minutes e Experienced Scouts work on Leave No Trace camping
methods and select some campsites based on a topographic
map of the troop camping area. Play Remote Clove-Hitch
Tying (under Games in Troop Program Resources*).

e Qlder Scouts work on a Venture patrol activity, serve as
instructors for other Scouts, or prepare necessary items for
merit badge work that can be done during the campout.

Patrol Meetings Review assignments for the campout. First-time campers
continue working on troop procedures for camping. All other
minutes patrols continue to work on activities for advancement on

the campout. Practice interpatrol activities.

Interpatrol Activity Do Tent-Pitching Contest. (See the Games section of
Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

The patrol leaders’ council reviews the next meeting and plans
for the troop campout. Work on next month’s program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CAMPING

TROOP MEETING PLAN
Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts practice reading topographic maps and review
what to do if lost (Boy Scout Handbook).
minutes e Experienced Scouts work on first-aid treatment for
blisters, sprains, and other minor injuries possible during
a campout.

e QOlder Scouts work on a Venture patrol activity or plan an
orienteering course for the campout, 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
minutes 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 might want to
shoot photos or slides at the campout to add to your troop’s
scrapbook or to show at your next family gathering.
Interpatrol Activity Play Blindfold Compass Walk. (See the Games section
of Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

The patrol leaders’ council reviews the next meeting and
plans for the troop campout. Continue work on next month’s
program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CAMPING

TROOP MEETING PLAN
Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts work on the safe transport, fueling, and use of
camp stoves. Review Leave No Trace camping guidelines.
minutes e Experienced Scouts work on map-and-compass skills in
preparation for the orienteering course laid out for the
camping trip. Review Leave No Trace camping guidelines.
e QOlder Scouts work on a Venture patrol activity or assist in
map-and-compass activities. They might lead the review of
Leave No Trace camping guidelines.
Patrol Meetings Review plans and assignments for the campout. Make sure
everyone knows the travel plans and equipment needs. Go
minutes over the patrol duties roster. Practice interpatrol activities that
will take place.
Interpatrol Activity Play Swat ’Em (See the Games section of Troop
Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

The patrol leaders’ council reviews the next meeting and any
last-minute details for the troop campout. Finalize work on
next month’s program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CAMPING
TROOP OUTDOOR PROGRAM PLAN

out sleeping bags.

Date
TIME ACTIVITY RUN BY

Friday evening Hike to campsite. Set up camp, stow gear, have an easily prepared meal. SPL
Saturday Cooks and assistants prepare breakfast. (Cooks should be working on Cooks,
6:30 A.M. First and Second Class requirements.) assistants
7:00 A.M. Everyone else gets up. Take care of personal hygiene, air tents, and hang

out sleeping bags.
7:30 A.M. Breakfast.
8:00 A.M. Clean up. Cooks

Patrols put up the gear for morning activities; clean up patrol site.
8:30-11:30 A.Mm. Patrol competitions (from the Games section of Troop Program Resources*) SPL

¢ Blindfold Compass Walk

¢ Knot-Tying Relay

¢ Flagpole Raising

e 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 the Games section of Troop Program Resources*)

® Remote Clove-Hitch Tying

e Nature Scavenger Hunt

e Roman Chariot Race

e Capture the Flag
4:30 p.M. Start dinner preparation. Cooks
5:30 p.Mm. Dinner. SPL
6:00 p.Mm. Clean up. Cooks
8:00 p.M. Begin evening program. SPL
9:00 p.M. Bedtime snack.
10:00 p.M. Lights out.
Sunday Cooks and assistants prepare breakfast. (Cooks should be working on Cooks,
6:30 A.M. First and Second Class requirements.) assistants
7:00 A.M. Everyone else gets up. Take care of personal hygiene, air tents, and hang

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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TIME ACTIVITY RUN BY
7:30 A.M. Breakfast.
8:00 A.M. Clean up. Cooks
Patrols put up the gear for morning activities; clean up patrol site.
8:30 A.M. Religious service.
9:00-11:00 A.Mm. Patrol games—use four from the Games section of Troop Program Resources*)
11:00 A.M. Break camp.

Special equip-
ment needed

Topographic maps, clipboards, compasses, troop camping equipment.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CITIZENSHIP
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A primary aim of the Boy Scouts of America is to guide
youth toward good citizenship. That goal is clearly
expressed in the Scout Oath pledges of “duty to God
and my country” and “to help other people at all
times.” The 12 points of the Scout Law are virtually a
checklist for good citizenship.

The citizenship program feature is designed to
heighten a Scout’s appreciation of his rights and duties
as a citizen, to make him aware of his heritage as an
American, and to acquaint him with the approved ways
of displaying and showing respect for the chief symbol
of our country—the flag. The suggested troop meet-
ing plans also include elements that apply to related
merit badges including Citizenship in the Community,
Citizenship in the Nation, American Cultures, and
American Heritage.

As one highlight of the month, the troop could plan
to attend a meeting of a public body such as the city
council or school board, or a gathering of a private
group that is concerned with the public welfare, such
as a tenants’ or homeowners’ association or neighbor-
hood block-watch group. (Obviously the troop schedule
will have to be adapted to the schedule of the council,
board, or group.) While planning the event, the patrol
leaders’ council can arrange for an official or officer of
the group to answer questions after the meeting.
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The troop’s big event will be a heritage hike.
The destination might be a historic site or trail in your
troop’s area. Or it could be a place that is significant
to the heritage of your region—a wildlife refuge, an
unusual geological formation, a zoo, or the location
of an ethnic festival. The heritage hike can be a day
outing or an overnight campout.

SCOUTING OUTCOMES

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

e A greater understanding of their duty to country and
their obligation to help other people

e Awareness of their rights and responsibilities
as citizens

e Some knowledge of their heritage as citizens of their
community and nation

e Growth in self-confidence

e Increasing ability to work cooperatively with others
in an outdoor setting

ADVANCEMENT OPPORTUNITIES

By the end of the month, all Scouts should have met the
majority of their citizenship requirements through First



Class rank. Depending on the activities, they might also
complete all or part of the following rank requirements:

Tenderfoot

e Outdoor—hiking, camping

e Citizenship—flag ceremonies, Good Turn

e Patrol/troop participation—patrol identification

¢ Personal development—Scout Oath and Law

Second Class

e Qutdoor—cooking, camping, hiking

e Citizenship—flag ceremonies

e Patrol/troop participation—leadership

e Personal development—Scout Oath and Law

First Class
¢ Outdoor—cooking, camping, nature, hiking
e Citizenship—flag ceremonies, Good Turn

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

Merit Badges. Older Scouts should be able to

complete some of the requirements for one or more

of the Citizenship merit badges. Depending on activi-
ties during the month, they might also complete some
of the requirements for American Cultures, American
Heritage, Camping, Cooking, Hiking, and other outdoor-
related merit badges.

PARENT/GUARDIAN PARTICIPATION

The patrol leaders’ council can involve parents and
guardians in the program feature this month by

e Asking qualified parents and guardians to help with
troop meeting instruction (Give special consideration
to those involved in public positions—lawyers, history
teachers, law enforcement officials, journalists, etc.)

® Inviting parents and guardians on the heritage hike
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¢ Asking them to provide transportation for the visit
to a community meeting or to and from the starting
point of the hike

PATROL LEADERS’ COUNCIL

The patrol leaders’ council should have met in the

middle of the previous month to plan troop activities for

this program feature. If they didn’t complete all of the
items on the following agenda, they can continue plan-
ning at brief patrol leaders’ council meetings after each
troop meeting.

e Decide which public body or private organization the
troop will visit during the month. Assign a member
to check on the date, time, and place of the meeting,
and arrange to have an official meet with the troop
either beforehand or afterward. (The patrol leaders’
council may ask an adult on the troop committee to
make these arrangements if that is more appropriate.)

e Make arrangements to invite a community leader to
the second troop meeting of the month to discuss his
or her work and to lead a discussion on the rights and
duties of a citizen. The person could be a mayor, city
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council member, school board member, city attorney,
judge, or the leader of a civic or service group.

e Make patrol assignments for the following troop

meeting activities:
— Perform the opening and closing flag ceremonies.
— Give a presentation on the history of the U.S. flag.

— Report on the history or significance of the desti-
nation of the heritage hike.

— Lead a discussion on the rights of Scout-age
youth—including the right to be protected from
assault and theft, to inform authorities if someone
is being treated unjustly, to use public facilities
on the same basis as all other citizens, and to
have adequate food and shelter. Also discuss
the duties of young people, including the duty
to attend school, to complete schoolwork to the
best of their ability, to pay for public services on
the same basis as other citizens, to avoid littering
or damaging public and private property, and to
follow traffic rules while bicycling. (See the Boy
Scout Handbook for more ideas.)



e Make a list of possible patrol Good Turns for the
community. (For ideas and guidelines, see chap-
ter 19, “Community Service,” and “Conservation
Projects” in chapter 9, “The Outdoor Program,” in
the Scoutmaster Handbook. The BSA’s Conservation
Handbook contains plenty of information about
meaningful ways Scouts can complete projects on
public and private lands.)

BIG EVENT

The Heritage Hike

As with most other Scouting activities, this big event
should be fun. It should have an educational purpose,
too, although not in a classroom sense.

The aim is to introduce Scouts to some aspect of their
American heritage. It might be a historic site of local,
regional, or national interest. It could be a place where
Scouts can bask in America’s beauty or be awed by the
nation’s natural wonders—perhaps a pristine lake, a
wildlife refuge, a canyon or mesa, or an ancient forest.
If this program feature occurs during a national holiday,
your “hike” might take the form of participation in a
parade, an ethnic festival, or other fitting event.

The big event can be a day outing or an overnight
campout. Based on the patrols’ interests, the patrol
leaders’ council should determine the distance to be
covered and the location of the destination or campsite.
An overnight stay increases the possibilities for Scouts
to complete outdoor-oriented rank and merit badge
requirements.

The senior patrol leader could assign a patrol the
task of researching some facts about the heritage hike
destination and reporting to the troop on its history
and significance. For example, if the troop is going to a
historic site, what can the Scouts expect to see? What
happened at the site? This kind of advance information
will enhance the experience for the Scouts, especially if
there will not be a local guide at the site.

Historic Trail Hike

In most states Scouts can find historic trails marked
and waiting for troops to enjoy. More than 250 such
trails have been approved by the Boy Scouts of America
for their historical significance and the condition in
which they are maintained. For a list of these trails,

see http://www.scouting.org, or contact your local
council service center or the National Parks Service.
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LEARNING THE PUBLIC’S BUSINESS

The troop meeting plan for week three suggests that the
troop visit a meeting of a public body, a private organi-
zation that works for the public welfare, or some other
agency or group that affects the lives of citizens. The
goal is to show Scouts American democracy in action.
Here are several possibilities:

e City council

e School board

e Municipal court

e County court for a naturalization ceremony

e Tenants’ or homeowners’ association or neighbor-
hood block-watch group

At meetings of this type, it is essential that the pre-
siding officer or other knowledgeable person meet with
the troop either before or after the regular meeting to
explain the proceedings. If not, the meeting’s business
might not make much sense to Scouts.

Check ahead of time with those in charge of the
meeting to determine the expected length of the ses-
sion. The meetings of some city councils and school
boards can last for hours, much longer than the atten-
tion span of most boys. Arrange to have troop members
attend a particular portion of the meeting that is most
likely to hold their interest, and then have them quietly
file out. The “public comment” section of a meeting is
often lively and entertaining.

At the troop meeting following the visit, encourage
Scouts to discuss what they saw and heard. Reinforce
the idea that the meeting was a demonstration of
representative democracy—the way Americans govern
themselves.

OTHER SPECIAL ACTIVITIES

If the troop is using this feature around Memorial Day
(last Monday in May) or Independence Day (July 4),
the patrol leaders’ council might want to observe the
holiday by encouraging display of the U.S. flag or by
taking part in local celebrations. The troop might march
in a parade, assist at a ceremony, perform a public
display of flag courtesies, or distribute fliers to remind
residents when and how to fly the flag.



CITIZENSHIP

TROOP MEETING PLAN
Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Have a pair of experienced Scouts show how to fold and care
for the U.S. flag (Boy Scout Handbook).

minutes

Opening Ceremony e Form the troop into parallel patrols.
) ¢ Present the colors.

minutes

¢ Sing the national anthem.

e Hold a uniform inspection.

Skills Instruction e New Scouts practice raising, lowering, and folding the flag.
Plan and rehearse an opening ceremony to use at next
minutes week’s meeting.

e Experienced Scouts visit a fire or police station to find out
how they operate and what it takes to become a police
officer or fire fighter.

e QOlder Scouts work on a Venture patrol activity or start plan-
ning the troop heritage hike. Consider planning several
stops that are of historical importance to your community.

Patrol Meetings Discuss plans for a patrol outing this month. This outing could
be a five- or 10-mile hike so that newer Scouts can work on
minutes their hiking skills. Or plan a patrol Good Turn. Consider work-
ing on items that Scouts need to advance to the next rank.
Interpatrol Activity Play “Rooster Fight.” (See the Games section of
Troop Program Resources. *)
minutes
Closing e Form the troop into patrols and sing “God Bless America.” SM
) e Scoutmaster’s Minute.
minutes

Total 90 minutes of meeting

e Retire colors.

After the Meeting

The patrol leaders’ council reviews the next meeting and
plans for the troop outing. Begin work on next month’s
program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CITIZENSHIP

TROOP MEETING PLAN
Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts meet with an elected public official, either at
the troop meeting place or in his or her office. Learn what
minutes the official does and how an election is conducted.
e Experienced Scouts plan a simple community Good
Turn project (chapter 19, “Community Service,” in the
Scoutmaster Handbook).
e Qlder Scouts work on a Venture patrol activity or, if pos-
sible, prepare for a campout on the troop heritage hike.
Patrol Meetings Identify Scouts in the patrol who need to participate in flag
ceremonies and Good Turn projects. Suggest activities that
minutes these Scouts can participate in to fulfill rank requirements.
Interpatrol Activity Play any of the “Steal-the-Bacon” games suitable for patrol
teams. (See the Games section of Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

The patrol leaders’ council reviews the next meeting and plans
for the troop outing. Work on next month’s program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588



CITIZENSHIP

TROOP MEETING PLAN
Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME

Preopening

minutes
Opening Ceremony

minutes
Skills Instruction e Visit a public agency such as a night court, city council

meeting, or a school board meeting.
minutes . .
¢ Find out how the agency fits into the economy of your
community, the country, or the world.
e See how the government operates.

Patrol Meetings

minutes
Interpatrol Activity

minutes
Closing e Scoutmaster’s Minute. SM

) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

The patrol leaders’ council reviews the next meeting and
plans for the troop outing. Continue work on next month’s
program feature.
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CITIZENSHIP

TROOP MEETING PLAN
Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME

Preopening

minutes
Opening Ceremony

minutes
Skills Instruction e New Scouts work on projects related to citizenship.

) e Experienced Scouts review map-and-compass skills in prep-

minutes aration for the heritage hike.

e QOlder Scouts work on a Venture patrol activity, assist with
map-and-compass activities, or continue planning for the
troop heritage hike (and campout, if approved).

Patrol Meetings Review plans and assignments for the historic hike. Make
sure everyone knows the travel plans and equipment needs.
minutes Practice interpatrol activities.
Interpatrol Activity Select a game from Troop Program Resources. Pick a game
that will require teamwork within each patrol.
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

The patrol leaders’ council reviews the next meeting and
last-minute details for the troop outing. Finalize work on next
month’s program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CITIZENSHIP
TROOP OUTDOOR PROGRAM PLAN

Date
TIME ACTIVITY RUN BY
Friday evening Load gear at meeting location; leave for campsite. Plan only a light SPL
meal en route.
Arrive at campsite; off-load equipment. Set up patrol sites. Stow gear and SPL/PL
set up camp. Prepare camp stoves for breakfast.
Saturday Cooks and assistants prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.M. and Second Class requirements.) assistants
7:00 A.M. Everyone else gets up. Take care of personal hygiene, air tents, and hang out
sleeping bags.
7:30 A.M. Breakfast.
8:00 A.Mm. Clean up. Cooks
Patrols put up the gear for morning activities; clean up patrol site.
8:30-11:30 a.Mm. Give patrol leaders a topographic map to lead a three- to five-mile hike. SPL
Scouts working toward First Class rank 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 dinner preparation. Cooks
5:30 p.M. Dinner. SPL
6:00 p.Mm. Clean up. Cooks
8:00 p.M. Campfire.
9:00 P.M. Bedtime snack.
10:00 p.M. Lights out.
Sunday Cooks and assistants prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.M. and Second Class requirements.) assistants
7:00 A.M. Everyone else gets up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast.
8:00 A.M. Clean up. Cooks

Patrols put up the gear for morning activities; clean up patrol site.




TIME ACTIVITY RUN BY
8:30 A.M. Worship service.
9:00-11:00 A.Mm. Patrol games—use four from the Games section of Troop Program Resources. *
11:00 A.M. Break camp.

Special equip-
ment needed

Topographic maps, clipboards, compasses, troop camping equipment.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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COMMUNICATIONS

Every human is constantly communicating through
speech, reading, body language, even a raised eyebrow.
We have many other means of sending and receiving
messages, too—the telephone, television, radio, photo-
graphs and drawings, computers, recorded tapes, and
compact discs.

This month your Scouts can explore some of the
older means of communication such as Morse code,
flags, and sign language. Each patrol might want to
become proficient in one means of communication and
teach it to the others.

The big event will be a send-the-word campout.
Besides having contests in communications skills, the
troop can also work on other outdoor and nature skills.
To top off your activities, you will want to have a troop
campfire that provides an opportunity to use various
means of communication.

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

¢ The knowledge and skills to be comfortable in a
variety of communications methods

e A sense of communion with nature and God

e A greater respect for the outdoors and a determina-
tion to follow the Outdoor Code

e Enhanced self-confidence

® Enhanced camping skills

ADVANCEMENT OPPORTUNITIES

Depending on the campout activities, all Scouts may
complete all or part of the following rank requirements:
Tenderfoot

e QOutdoor—cooking, camping

e (Citizenship—flag ceremonies

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

Second Class

® Qutdoor—cooking, camping

e (Citizenship—flag ceremonies

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

e Physical fitness—drug awareness




First Class

e QOutdoor—cooking, camping, nature, hiking

e Citizenship—flag ceremonies

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law
Merit Badges. Older Scouts can concentrate on the
Communication and Computers merit badges this
month; they should be able to complete many of the
requirements. Depending on activities during the
campout, they may also complete requirements in

Camping, Cooking, Hiking, and other outdoor-related
merit badges.

PARENT/GUARDIAN PARTICIPATION

The patrol leaders’ council can involve parents in the
program feature this month by

¢ Asking qualified parents to assist with instruction for
computer and signaling skills

¢ Inviting parents on the campout

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

® Getting help in arranging to visit communications
businesses such as television and radio stations and
computer centers

PATROL LEADERS’ COUNCIL

The patrol leaders’ council should meet during the early
part of the previous month to plan troop activities for
this program feature. If you don’t complete all items on
the following agenda, continue planning at patrol lead-
ers’ council meetings after each troop meeting.

e Decide on the campsite for the send-the-word camp-
out. If permissions will be needed, assign someone to
secure them.

e 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 not
done recently.

e Plan details of troop meetings for the month. Assign
patrol demonstrations, covering skills that will be
needed for the campout activities. For example:

Patrol A—Morse code with mirrors
or flashlights

Patrol B—trail signs

Patrol C—sign language

® Have an activity where Scouts working on the
Communication merit badge can give a demonstration.

FEATURE EVENT

Send-the-Word Campout

The primary purpose of this outing is to use communi-
cations skills and have some fun. The skills you have
been working on all month will now come into play.
Games and activities can be set up using certain
communications skills to achieve particular goals. These
activities can take place day or night, and they provide
an opportunity for related activities. As an example, you
might have an orienteering course where each station
has directions written in Morse code.
Each patrol will have an opportunity to instruct
the rest of the troop in the communications skill it
has learned.
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Campout Activities

Obviously the activity schedule will depend on the
weather and the length of your campout. There are
many possibilities for activities for the campout. Besides
working on communications skills, Scouts might work
on cooking, camping, and nature skills. Climax the
activities with a troop campfire.

The following are some good contests for communi-
cations practice:

GET THE MESSAGE

Equipment: Signal flag for each patrol, paper and pencil
for each Scout, secret message for each patrol to send.

Method: Each patrol has one signaler and one dicta-
tor. These two players are sent 100 yards or more away
from the rest of the patrol and given a secret message
of 30 letters.

Each receiver in the patrol writes the message on his
paper. (There must be no communication between receiv-
ers in the patrol.) The signaler may not repeat the mes-
sage, but he may send it slowly enough to be understood
by all his patrol members. When the message is com-
pleted, the patrol leader collects the slips for the judge.

Scoring: Correct letters received by all patrol members
are added together, then divided by the number of
receivers to get the patrol average. The patrol with the
highest average wins.

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

MESSAGE RELAY
Equipment: None.

Method: A leader gives a message to a Scout, using
sign language. The Scout must relay it to the next mem-
ber in his patrol and so forth, until the last member of
the patrol repeats it to the leader.

Scoring: The patrol getting the most words correct wins.
WHO’S THAT?
Equipment: None.

Method: A nocturnal hunt sometimes shows people as
they aren’t. In an outdoor setting, split the troop in half.
One team will be Hiders, the others Seekers. The Hiders
go outside to a well-known or an established trail, not
far from the main cabin or building, but not with dense
cover. No street lamps or building lights should be visible.
Tell the Hiders that motionless people in the dark
may take on other forms that appear to be rocks,



stumps, or logs. Indicate that, as Hiders, they should
cover all parts of their body that stand out (skin or
clothing), and camouflage their body to blend with sur-
roundings. They then begin hiding along the trail, fol-
lowing these rules and guidelines:

e Hide people individually unless there is reluctance to
stay alone; if there is, allow a pair to hide together.

e A Hider must be in a partially exposed position.
Completely concealing a person behind something is
not allowed. The Hider should try to blend in with the
natural surroundings; a rock, tree, stump, etc. A Hider
must be no more than 20 feet away from the trail.

The Seekers wait patiently in the building until the
leader of the Hiders returns and announces that all is
ready. Seekers should follow these guidelines:

e The object of the game is to find as many Hiders
as possible.

e Point scores are kept for each team.

e The Seekers are taken to the trailhead and told that
from here on, they can expect to find hidden people
on each side of the trail.

e The Seekers must stay on the trail.

e When someone thinks he has spotted a Hider, he
calls others over to have a look. If the consensus is
that there is actually someone there, the attending
instructor shines his flashlight directly at the spot
indicated by the Seekers. If a Hider is revealed, the
Seekers get a point. If no one is there, the Hiders get
a point.

e [f all of the Seekers pass a Hider on the trail, the
instructor calls the group back and points out the
Hider with a flashlight. The Hiders then get a point,
and that particular Hider may join the group and
silently cheer on his group.

This procedure continues until the last Hider has
been found or is revealed. Points are tallied. The teams
then reverse roles and the game is played again.

The reason the Seekers remain indoors until the
Hiders are set is to show how night vision helps make

walking in the dark a little safer. The exercise is a natu-
ral lead-in to a discussion about how nocturnal animals
can see in reduced light. Mention bats, owls, and cats.

Do not allow any flashlights to be carried, except by
the leader.

Variation: The trail could be laid out using trail signs.

Your Campfire Program

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

The campfire doesn’t have to be an elaborate pro-
duction, 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
campfire and assigns elements to each patrol. In others,
one patrol is assigned to build the fire lay and another
to plan the program. In either case, the Scoutmaster or
another adult leader should stay in touch with the plan-
ners 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 questions arise, the
adult leader should make it clear that there is no place
in Scouting for poor taste, poor manners, or hurting
anyone in body or spirit.

The campfire planners should figure on a program
lasting about an hour or a little less. It’s better to end
the program while the Scouts are having fun 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 Planner, No. 33696. With that sheet
to guide them, the planners can estimate the time for
each element and end the program accordingly.

If your troop has Scouts who have been to several
big campfires at camporees, they will have lots of ideas
for skits, stunts, and songs.



COMMUNICATIONS
TROOP MEETING PLAN

Date Week 1

ACTIVITY

DESCRIPTION

RUN BY

TIME

Preopening

minutes

Have one or more computers set up for Scouts to use. Explain
how they work and what they can do. Also, have a telegraph
key to practice Morse code.

Opening Ceremony

minutes

e Form the troop using silent signals. Explain what you are
doing, and at the next meeting use only silent signals to
gather the troop.

® Present colors.
e Repeat the Pledge of Allegiance.

® Repeat the Scout motto and slogan.

Skills Instruction

minutes

e New Scouts work on basic map and compass skills for
orienteering and measuring heights and distances. Do
Direction-Finding Relay. (See the Games section of the
Troop Program Resources. *)

e Experienced Scouts work on three computer programming
languages or prepare a flowchart to compute attendance
and dues paid for the past five troop meetings.

e Older Scouts work on the Venture program or prepare a
drug awareness program for the troop that could be used
as part of a troop opening or on the campout. The program
should not last more than five minutes.

Patrol Meetings

minutes

Discuss plans for the campout this month and make sure
everyone knows what his assignment is and what to bring

for the campout. The new-Scout patrol needs to know what
support it will provide for the campout. Any Scouts who have
not been camping will need extra help. All other patrols plan
activities to work on advancement. Patrol leaders should also
review the interpatrol activities that will take place and the
skills Scouts need to work on for them.

Interpatrol Activity

minutes

Play Human Obstacle Race. (See the Games section of
the Troop Program Resources. *)

minutes

Total 90 minutes of meeting

e Repeat the Outdoor Code.
e Scoutmaster’s Minute.

e Retire colors.

SM

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588



COMMUNICATIONS

TROOP MEETING PLAN
Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction o New Scouts review how to pack for a hike and work on
telling time without a watch. Play Silver Dollar Hunt.
minutes (See the Games section of the Troop Program Resources. *)
e Experienced Scouts begin work on a campfire program for
the campout, or if you have a court of honor in the near
future, plan the program.
e Older Scouts work on the Venture program or construct
several heliographs to use on the outing.
Patrol Meetings Review assignments for the campout. First-time campers
continue working on basic camping techniques. All other
minutes patrols continue planning activities for advancement during
the outing. Practice interpatrol activities.
Interpatrol Activity Do Blindfold Compass Walk. (See the Games section of
the Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588



COMMUNICATIONS

TROOP MEETING PLAN
Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts work on tying knots: two half hitches, tautline,
bowline.
minutes e Experienced Scouts make semaphore flags and practice
sending messages in code. Plan to tour a local television or
radio station to see how it operates, or have local ham radio
operators explain how they communicate around the world.
e Older Scouts work on the Venture program or get a map of
the campout area and lay out a nature trail. Plan to go early
to mark the trail for the campout.
Patrol Meetings Finalize the menu for the campout and make sure everyone
knows what he will need to bring. Review clothing and
minutes equipment needs and collect any necessary fees. If you need
to have a shakedown campout with your patrol or an outdoor
practice for the patrol activities, schedule it now. Older Scouts
can plan to take pictures at the campout to add to your troop’s
scrapbook, or plan to shoot slides to show at the troop’s next
family gathering.
Interpatrol Activity Play British Bulldog. (See the Games section of the
Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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COMMUNICATIONS

TROOP MEETING PLAN
Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts work on building fires or making fire lays
(Boy Scout Handbook).
minutes e Experienced Scouts work on map and compass skills and
prepare an orienteering course for the campout. Practice
pacing. Do Direction Hunt (see the Games section of the
Troop Program Resources*), or continue work with sema-
phore flags.

e Older Scouts work on the Venture program or assist in map
and compass activities or in layout of an orienteering course
for the campout.

Patrol Meetings Review plans and assignments for the campout. Make sure

everyone knows the travel plans and equipment needs. Review

minutes the patrol duty roster. Practice interpatrol activities that will

take place.

Interpatrol Activity Play Hot Isotope Transport. (See the Games section of
the Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute—reflection on the experiences of SM
the month.
minutes

Total 90 minutes of meeting

e Retire colors.

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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COMMUNICATIONS
TROOP OUTDOOR PROGRAM PLAN

Date
TIME ACTIVITY RUN BY

Friday evening Load gear at meeting location, leave for campsite. Plan only a light meal SPL

en route.

Arrive at campsite; off-load equipment. Set up patrol sites. Stow gear and SPL

set up camp.
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.M. and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out

sleeping bags.
7:30 A.M. Breakfast
8:00 A.Mm. Clean up. Cooks

Patrols put up the gear for morning activities, clean up patrol site.

8:30-11:30 A.M. Patrol competitions—signaling instruction and games; younger Scouts take SPL
nature hike.

11:30 A.M. Cooks prepare lunch. Cooks
Noon Lunch

12:30 p.M. Clean up. Cooks
1:30 p.M. Continue competitions—play Capture the Flag. (See the Games section of

the Troop Program Resources. *)

4:30 p.M. Start dinner preparation. Cooks
5:30 p.M. Dinner SPL
6:00 p.Mm. Clean up. Cooks
8:00 p.M. Nighttime activity using communications game
9:00 p.M. Campfire program planned by experienced Scouts SPL
10:00 p.M. Cracker barrel
11:00 p.m. Lights out
Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
7:00 A.M. and Second Class requirements.) assistants
7:30 A.M. Everyone else up. Take care of personal hygiene needs, air tents, hang out

sleeping bags.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588



TIME ACTIVITY RUN BY

8:00 A.M. Breakfast

8:30 A.M. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.

9:00 A.Mm. Worship service

9:30-11:00 A.M. Patrol games. Older Scouts run orienteering course planned for this campout.
Younger Scouts play four games from Games section of the Troop Program
Resources. *

11:00 A.M. Break camp.

Special equip-
ment needed

Topographic maps, clipboards, compasses, troop camping equipment

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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COOKING

With the possible exception of “It’s time for swim-
ming,” no call in camp is as welcome as “Come and get
it!” There is something about the outdoors that adds
flavor and zest to the simplest meal. Even the lowly hot
dog and hamburger taste better in a camp setting.

This month we will strive to broaden the Scouts’
culinary horizons by showing them how to prepare
varied camp meals without spending a lot of time
around the cooking fire.

Troop meeting demonstrations and practice will con-
centrate on the cooking skills that younger Scouts need
to learn—menu planning, use of woods tools to prepare
fire fuel, fire lays, and cooking. Older Scouts can work
on more advanced cooking skills.

The big event will be a patrol feast. Each patrol will
be asked to prepare a real feast, well beyond the franks
and beans meal, and share it with other patrols. Parents
may be invited, too.

The patrol feast could be the climax of a day hike
or the centerpiece of a weekend campout. If the patrol
leaders’ council decides on a campout, younger Scouts
will be able to work on some of the Camping merit
badge skills.

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

¢ An understanding of the importance of a balanced
diet for good health

e The skills and knowledge to cook nutritious meals

e Greater confidence in their ability to live comfortably
in the outdoors

e Enhanced self-confidence

ADVANCEMENT OPPORTUNITIES

Depending on the outing or campout, Scouts may com-
plete all or part of the following rank requirements:

Tenderfoot

e Qutdoor—cooking, camping, hiking

e (Citizenship—flag ceremonies

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

Second Class

® Outdoor—cooking, camping, hiking

e (Citizenship—flag ceremonies

e Patrol/troop participation—leadership

e Personal development—Scout Oath and Law

First Class

e Outdoor—cooking, camping, nature, hiking
e (Citizenship—flag ceremonies

e Patrol/troop participation—leadership

e Personal development—Scout Oath and Law




Merit Badges. Experienced Scouts can concentrate on
the Cooking merit badge this month; they should be
able to complete most of the requirements. Depending
on the activities during the campout/outing, they may
also complete requirements in Backpacking, Camping,
Pioneering, Wilderness Survival, and other nature-
related merit badges.

PARENT/GUARDIAN PARTICIPATION

The patrol leaders’ council may involve parents in the
program feature this month by

e Asking qualified parents to assist with instruction in
cooking, fire preparation, and making meals

¢ Inviting them to the patrol feast

e Asking them to provide transportation to the feast

PATROL LEADERS’ COUNCIL

The patrol leaders’ council should meet during the early
part of the previous month to plan troop activities for
this program feature. If you do not complete all items
on the following agenda, continue planning at patrol
leaders’ council meetings after each troop meeting.

e Decide whether the patrol feast will be a one-day
activity or the highlight of a campout.

¢ Decide on a site and assign someone to secure
permissions, if needed.

¢ Inventory the troop camping equipment, if you have
not done this recently.

e Plan details of troop meetings for the month.

FEATURE EVENT

Patrol Feast

The patrol feast ought to be just that—a full, tasty meal,
including soup or salad, a main course with meat, veg-
etables, potatoes or other starch, a bread, a dessert, and
one or two beverages. Ask the patrols to use raw, dried,
or freeze-dried ingredients whenever possible, not
canned goods or prepared foods. (Mixes may be used
for bread, if desired.)

The aim is to test the Scouts’ cooking skills. Urge the
patrols to try new recipes and make their meals nutri-
tious and tasty. Many good recipes can be found in the
Cooking merit badge pamphlet. Others can be found on
these pages.

Invite the Scouts’ families to join in the feast. Each
patrol might plan to feed only its Scouts and their fami-
lies, or the patrol leaders’ council might decide to have
patrol dishes placed on a table and served buffet-style
to all comers.

Fires

If wood fires are permitted at your site, use wood. Wood
should be used, if possible, for basic cooking require-
ments. Build fires only in existing fire rings, and use
small wood gathered from the ground. If there are no
designated fire sites, replace sod or ground cover. For

more information on Leave No Trace fires, see the Boy
Scout Handbook and the Camping merit badge pamphlet.

Campout Activities
If the patrol feast is the highlight of a weekend camp-
out, the patrol leaders’ council must plan other activi-
ties. One of these could be fishing, if there is a stream
or lake nearby. Successful fishermen could practice
cooking fish for one of the big meals of the campout.
The patrol leaders’ council might also schedule
activities and contests involving various outdoor skills,
especially those in which the troop is weak.

MAIN COURSES

One-Potters

Make the following base and you can vary it by adding
ingredients to make eight different dishes. Each recipe
serves eight.

The Base: Brown 3 pounds of hamburger. Add two to
four chopped onions, one or two chopped green pep-
pers, two cans of tomato soup, and salt and pepper to
taste. To this base, add the following:

For Yum-Yums: /4 to 1 teaspoon of chili powder. Serve
the mixture on hamburger buns.

For Spanish Rice: two small packages of instant rice.

For Macaroni Beef: 1 pound of macaroni, cooked
separately.

For Hunter’s Stew: four cans of vegetable soup.

For Chili: four No. two cans of red beans and 4 to 1
teaspoon of chili powder.

For Squaw Corn: two cans of corn and ' pound of
diced cheese.

For Hungarian Hot Pot: four cans of baked beans.



Shish-Kehah (In foil)

Have a clean, thin stick of sweet wood (taste it) for each
diner. On each stick, skewer 1-inch cubes of beef or lamb,
chunks of onion and tomato, pieces of green pepper, slices
of cucumber and bacon. Wrap kebabs in heavy-duty foil
and cook on coals for about 14 minutes, turning once.

Pigs in a Blanket (In foil)

For each diner, wrap slices of bacon around a frankfurter
and place in a frankfurter roll. Seal in heavy-duty foil,
twisting the ends. Bake in coals for about 15 minutes.

Meat Loaf in Cabhage Leaves (In foil)

For eight servings, mix 2 pounds of hamburger, two
eggs, 1 teaspoon salt, dash of pepper, an onion chopped
fine, and about 1 cup of bread crumbs. Mix thoroughly
and mold into eight portions.

Cut four 1-foot squares of heavy-duty foil. On each
square, place a large cabbage leaf. On top of the leaf,
put one meat loaf portion, then a slice of American or
Cheddar cheese. Sprinkle a little onion soup mixture
on the cheese, then top it with a second meat portion.
Close the cabbage leaf over the meat and wrap and seal
in the foil. Cook in coals for 15 to 20 minutes.

Stir-Fry Vegetahles with Meat

Here is a Chinese recipe for advanced camp cooks. It
requires a very hot fire and careful timing.

4 tablespoons peanut oil

2 tablespoons cornstarch mixed with 2 tablespoons water
1 cup chicken broth

1 teaspoon sugar

2 tablespoons soy sauce

2 cups chopped, cooked meat (chicken, beef, or ham)

6 cups of chopped vegetables from either or both of the
groups below:

97

Group A: thinly sliced onions, diced green peppers,
celery sliced diagonally in % -inch slices.

Group B: bean sprouts, shredded Chinese cabbage,
sliced mushrooms, sliced bamboo shoots, sliced water
chestnuts.

All ingredients must be ready before cooking starts
because there is no time to stop once cooking begins.

Place a frying pan over high heat until a drop of
water sizzles on it. Add the peanut oil and let it bubble.

Then add vegetables from group A and stir-fry for
one minute; make sure vegetables are thoroughly mixed
and coated with oil. Then add vegetables from group B
and stir-fry one more minute. Add the meat and stir-fry
one minute.

Add the soy sauce, sugar, and chicken broth,
mixing it well. Now stir the cornstarch paste and add
it to the vegetables. Continue cooking until the sauce
thickens—about two minutes.

This can be served over noodles or rice (prepared
separately).

SALADS

Cheese Please Salad

One large head iceberg lettuce

Seven hard-boiled eggs

% Ib. Swiss cheese, shredded or sliced into thin strips
1 cup sour cream or plain yogurt

2'/: teaspoons dry mustard

1'4 teaspoons lemon juice

1 teaspoons of poppy, caraway, or dill seeds

1 teaspoons salt

'/4 teaspoon pepper

Slice eggs into quarters, then cut each quarter in
half. Set aside. Mix together sour cream, mustard,
lemon juice, seeds, salt, and pepper. Add the eggs.

Line a salad bowl with lettuce leaves. Mound the
salad in the middle. Sprinkle Swiss cheese on top. If
desired, serve with crisp crackers or toast.

Potato Salad

Six medium potatoes

3 tablespoons chopped parsley
One finely chopped onion

1 tablespoon lemon juice

% cup mayonnaise

1 tablespoon celery seed

Salt and pepper to taste
Paprika

Peel the potatoes and cut into small slices. Boil until
slightly soft but not mushy. Let potatoes cool.



Add parsley and onion. Mix the lemon juice and may-
onnaise together and combine with the potato mixture.
Add celery seed, salt, and pepper. Spoon the salad on
top of lettuce or spinach leaves. Sprinkle with paprika.

DESSERTS

Dump Cake
This recipe requires a Dutch oven.

'/a Ib. butter
18-0z. yellow, spice, or apple cake mix
1 can of apricot, mincemeat, cherry, or apple pie filling

Use butter to lightly grease the bottom of the Dutch
oven. Pour in fruit. Spread the cake mix on top and
smooth out. Melt the butter and pour evenly over
batter. Add sugar topping if desired.

Put a lid on the Dutch oven and place over coals;
also put coals on top of the lid. Bake about 10 min-
utes, then check to see whether the fruit is bubbling
up through the cake mix. When it is, remove the oven
from the fire, but leave coals on top until the batter has
browned. Slice and serve like brownies.

Peach Cobbler
This also requires a Dutch oven.

Two No. 2% cans sliced peaches
2 cups biscuit mix
/2 cup sugar

Put the Dutch oven on hot coals to preheat it slightly.
Pour in peaches, saving some of the juice so the cobbler
won’t be mushy. Mix the biscuit mix with water and roll
dough about a "4-inch thick to fit in the oven. Place the
dough over the peaches and sprinkle lightly with sugar.

Put the lid on, place coals on top, and bake until the
crust is golden brown.

ON THE TRAIL

Nutty Granola

1 cup honey

% cup vegetable oil

5 cups rolled oats (old fashioned)

1 cup shredded coconut

1 cup raw wheat germ

1 cup dry milk (may be omitted)

1 cup sesame seeds or shelled sunflower seeds
1 cup chopped nuts (your choice)

1 cup raisins (optional)

Warm the honey for easier mixing and stir into
vegetable oil. Combine remaining ingredients, except

nuts and raisins. Pour the oil and honey mixture over
them and mix well. Spread mixture thinly on three large
lightly greased baking sheets. Bake at 275°F for about 35
minutes; stir after first 15 minutes, again after another
10. Add nuts and raisins and finish baking. Stir once or
twice while cooling. Cool completely before storing.

One teaspoon of salt may be added to the granola for
taste before mixing.

Trail Food

One box seeded raisins
One box pitted prunes
One package dried figs

1 cup dried apricots

'/ cup chopped lemon peel
1 cup or more sweet cider

The raisins, prunes, and figs should be ground
coarsely and put into a large bowl; then add coarsely
chopped apricots and lemon peel. Slowly pour the cider
over the fruit until it is workable. Knead, then press
mixture into a shallow cake pan lined with wax paper
and refrigerate until solid.

When firm, slice into bars and wrap each in wax
paper. Store in a cool place.

Dates may be used, but sugar crystals have a ten-
dency to form on them, drying out the bars—the moist
consistency of the fruit bar is one of its best features.

Trail Salad

Outdoors people who love salad are often stuck when
trying to assemble the proper ingredients because let-
tuce and other greens are perishable. Here is a salad
made entirely of nourishing ingredients that don’t spoil
quickly and are easy to transport.

Two cans (17 0z.) peas, drained
Two eggs, hard-boiled and peeled
'/» medium onion

One small can pimentos, drained
1 tbsp. dried parsley flakes

Salt and pepper to taste

'/2 cup mayonnaise

Place drained peas in bowl. Chop eggs, onion, and
pimentos, and add with other ingredients to peas.
Mix well. Mayonnaise can be added just before serv-
ing. (Note: Mayonnaise in a jar once opened is highly
perishable without refrigeration. Carry tubes or the
smallest jar you can buy.)

Optional additions are finely chopped celery, car-
rots, radishes, garlic, and sliced mushrooms (fresh or
canned). Serves four people.



COOKING

TROOP MEETING PLAN
Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Meet outdoors. Have several types of fire lays made and
possibly some items cooking in a Dutch oven, or demonstrate
minutes cooking without utensils (Boy Scout Handbook).
Opening Ceremony e Form troop into a horseshoe.
) ¢ Hold uniform inspection.
minutes
e Repeat the Scout Oath.
e Repeat the Pledge of Allegiance.
Skills Instruction * New Scouts work on woods tools care and maintenance
(Boy Scout Handbook). Review Leave No Trace rules
minutes for fires.
e Experienced Scouts work on Dutch oven cooking.
e Older Scouts work on the Venture program or work with
younger Scouts on woods tools instruction.
Patrol Meetings Discuss plans for the outing this month and make sure
everyone knows what they will need to bring and what their
minutes assignments are for the feast. The new-Scout patrol needs to
know what support it will provide for the outing. All other
patrols plan activities to work on advancement. Plan the
menu for the patrol feast.
Interpatrol Activity Play Tug-of-War. (See the Games section of the Troop
Program Resources. *)
minutes
Closing e Form troop into patrols, call patrol leaders forward to give SM
patrol yells.
minutes

Total 90 minutes of meeting

Repeat the Scout Law.
e Scoutmaster’s Minute.

e Retire colors.

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588



COOKING

TROOP MEETING PLAN
Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME

Preopening

minutes
Opening Ceremony

minutes
Skills Instruction e New Scouts learn which woods make the best fires and

how to lay a fire using two different methods (Boy Scout

minutes Handbook).

e Experienced Scouts work on cooking with Peak stoves
(if available), repair and maintenance, and safe handling of
fuel. Or, work on procedures to dehydrate food.

e Older Scouts work on the Venture program or serve as
instructors for the other sessions, or prepare necessary items
for merit badge work that could be done on the outing.

Patrol Meetings Review assignments for the feast. The new Scouts continue

learning the basics of cooking. Finalize the menu and set a

minutes time to practice making the meal that you will prepare for

the feast.

Interpatrol Activity Do Fuzz-Stick Relay. (See the Games section of the
Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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COOKING

TROOP MEETING PLAN
Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts work on preparing a simple dish. This should
be done with either a personal cook kit or patrol/troop
minutes cooking equipment.
e Experienced Scouts work on identifying wild edible plants
and how to prepare them.
e Older Scouts work on the Venture program or utensilless
cooking techniques, or plan games and competitions.
Patrol Meetings Finalize the menu for the outing this month and make sure
everyone knows what he will need to bring. Review cloth-
minutes ing and equipment needs and collect any necessary fees.
Announce the route for parents who will come and join
the feast.
Interpatrol Activity Play British Bulldog. (See the Games section of the
Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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COOKING

TROOP MEETING PLAN
Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME

Preopening

minutes
Opening Ceremony

minutes
Skills Instruction e New Scouts work on cooking techniques and camp

sanitation procedures, review Leave No Trace methods

minutes (Boy Scout Handbook).

e Experienced Scouts finalize the details for the games and
competitions for the outing and make sure that any required
equipment is gathered.

e Older Scouts work on the Venture program or assist in the
game preparation.

Patrol Meetings Review plans and assignments for the feast. Make sure
everyone knows travel plans and equipment needs. Review
minutes the patrol duty roster. Practice interpatrol activities that will
take place.
Interpatrol Activity Play Swat ’Em. (See the Games section of the Troop
Program Resources. *)
minutes
Closing e Scoutmaster’s Minute—reflection on the experiences of SM
the month.
minutes

Total 90 minutes of meeting

e Retire colors.

After the Meeting

Patrol leaders’ council reviews the next meeting and checks
any last-minute details for the troop campout or outing.
Finalize work on next month’s program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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COOKING
TROOP OUTDOOR PROGRAM PLAN

Date
TIME ACTIVITY RUN BY
Friday evening Load gear at meeting location, leave for campsite. Plan only a light meal SPL
en route.
Arrive at campsite; off-load equipment. Set up patrol sites. Stow gear and SPL
set up camp.
Saturday Cooks and assistants up. Prepare breakfast. (These Scouts should be working Cooks,
6:30 A.M. on First and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.Mm. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.
8:30-10:30 A.M. Patrol games—use four games from the Games section of the Troop SPL
Program Resources. *
10:30 A.Mm. Special patrol activities; could include fishing, if available. Work on
advancement such as lashings, map and compass, physical fitness.
11:30 a.m. Cooks and assistant cooks return to site to prepare lunch. Cooks,
assistants
Noon Lunch
12:30 p.M. Clean up.
1r.Mm. Begin preparation for special patrol feast:
e Tenderfoot—prepare fire lays
e Second Class—assist in food preparation, clean up
e First Class—prepare meals, supervise cleanup
4 p.M. Prepare campfire for evening; gather tables in central location and set up.
4:30 p.M. Parents and guests begin to arrive; have entertainment prepared for parents. Cooks
4:45 p.M. Bring food to central location, set up buffet.
5:00 p.m. Feast SPL
6:30 p.M. Clean up. Cooks
7:30 p.M. Campfire

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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ment needed

eating utensils for parents

TIME ACTIVITY RUN BY
8:30 p.M. Parents return home.
9:30 P.M. Cracker barrel
10:00 p.Mm. Lights out
Sunday Cooks and assistants up. Prepare breakfast. (These Scouts should be working Cooks
6:30 A.M. on First and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.M. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.
8:30 A.M. Worship service
9:00-11:00 A.M. Patrol games—use four games from the Games section of the Troop Program
Resources.*
11:00 A.M. Break camp.
Special equip- Dutch ovens, dining flies, charcoal starters, troop camping equipment,

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CULTURAL AWARENESS

The history of every community in the United States
has been influenced by many different groups: the
native American Indians who lived here first, the vari-
ous peoples who have immigrated to this country over
the past 500 years, and those who continue to come to
this country today. Each nationality brings its own lan-
guage and customs. Initially these peoples settled near
their friends and family, forming neighborhoods with a
predominant single-ethnic heritage.

By the time the Scouts in the troop reach midlife,
most communities will no longer have a predominant
single ethnic heritage, and many communities in the
United States will reflect the cultural diversity of the
world. This month’s program feature will help Scouts
to better understand the different ethnic groups repre-
sented in their communities.

The troop’s big event this month will be either a
cultural fair or a cultural awareness campout. These
activities might be part of a daylong event or tied into
an overnight campout.

SCOUTING OUTCOMES

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

e A greater understanding of their community and
its people
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® A sensitivity to people of other ethnic backgrounds

® A better understanding of their duty to help
other people

® Awareness of their rights and duties as citizens

ADVANCEMENT OPPORTUNITIES

By month’s end, all Scouts should have met many

of their citizenship requirements through First Class.
Depending on the activities, they may also complete all
or part of the following rank requirements:

Tenderfoot

e Outdoor—hiking, camping

e (Citizenship—flag ceremonies, Good Turn

e Patrol/troop participation—patrol identification

Personal development—Scout Oath and Law

Second Class

e Outdoor—cooking, camping, hiking

e (Citizenship—flag ceremonies, Good Turn
e Patrol/troop participation—leadership

e Personal Development—Scout Oath and Law

First Class

® Outdoor—cooking, camping, nature, hiking

e (Citizenship—flag ceremonies, Good Turn

e Patrol/troop participation—leadership

e Personal Development—Scout Oath and Law

Merit Badges. Older Scouts may concentrate on the
Citizenship in the World merit badge this month;

they should be able to complete many of the require-
ments. Depending on activities during the month, they
may also complete requirements in Citizenship in the

Community, Citizenship in the Nation, Indian Lore, and
Genealogy merit badges.

PARENT/GUARDIAN PARTICIPATION

The patrol leader’s council may involve parents in the
program feature this month by

e Asking parents of different ethnic backgrounds
to come talk about their culture or assist with the
cultural fair

¢ Inviting parents on the outing

e Asking parents to provide transportation for
the outing



PATROL LEADERS’ COUNCIL

The patrol leaders’ council should meet during the
early part of the previous month to plan troop activities
for this program feature. If you don’t complete all items
on the following agenda, continue planning at patrol
leaders’ council meetings after each troop meeting.

e If the event is a cultural fair or a cultural awareness
campout, will the event be held for the public or will
it be just for the troop? Will it be part of an outing or
a daylong event?

e If the event is a cultural fair, discuss what ethnic
groups are represented in the community and should
be invited to attend. Scouts of those ethnic back-
grounds should be put in charge of that group.

FEATURE EVENTS

The Cultural Fair

The purpose of the cultural fair is to make Scouts
more aware of the many people who make up this great
country. Identify each ethnic group in your community
and invite each group to participate in your fair. You
probably have many of the ethnic groups represented
in your troop. Ask each representative to display cloth-
ing, food, pictures, and any other items that show the
uniqueness of their culture. The fair should be educa-
tional, but it also can be fun! You may want to invite
Scout families to the fair and consider making it open
to the community.

A Cultural Awareness Campout

If you choose cultural awareness as a monthly program
feature, you will want to emphasize that a person’s eth-
nic background is something to be proud of, and that
Scouts should be careful not to make fun of another
culture by making disparaging remarks or singling

out a person because of his or her ethnic background.
Some of your Scouts may not know their ethnic back-
ground. If so, they should be encouraged to discuss
this with a family member and try to learn more about
their family’s history. This program feature might even
lead Scouts to learn more about the genealogy of their
family. If so, challenge them to consider earning the
Genealogy merit badge.

The area of the country that you live in may affect
the choice of ethnic group you choose to highlight, as
you may want to plan a campout in an area that was
native to your choice. Study the resources of your area
and decide what is available within a hundred miles
of your home. Our country has many ruins that have
been preserved in national and state parks. Here are a
few suggestions.
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e American Indian tribes lived in virtually every area
of the United States. You might want to select a
specific tribe, study its background, and learn about
its culture. Some tribes were farmers, others were
hunters. Some lived in adobe huts, others in teepees.
Their dress varied according to the climate in which
they lived and the resources that were available to
them. On the campout, you may want to construct
a structure similar to what that tribe lived in. Plan
a menu of what they likely ate, play the games they
played, and make clothing similar to what they wore.
The Indian Lore merit badge might be a natural for
some Scouts to begin working on.

e The Hispanic culture is one that your Scouts might
find interesting. Plan your campout around meals of
Hispanic origin, and work on learning some basic
Spanish words. Invite a Hispanic person to tell about
his or her colorful culture. Soccer is the sport of
many Hispanics, and you might choose to have a
soccer tournament among your patrols.

e The African American culture would be an interest-
ing historical study for a troop. Invite an African
American person to tell about life in Africa, how his
or her ancestors were brought to America as slaves,
and how they were liberated. Identify famous African
Americans, and show how they have influenced
American music, food, sports, and literature.

e If you choose to study the Asian culture, ask a
person of Asian origin to tell the troop about his or
her ancestors’ immigration to America. Many Asians
chose to come to America in the mid-1800s to help
build the transcontinental railroad.

Your choice is not limited to the cultures above; they
may be any that your Scouts are interested in, includ-
ing all nationalities and religious groups. Focus on what
makes each group unique and special to its members.

Leading up to the campout, you might choose to do
a special event at each troop meeting. A few suggestions
might include:

A food demonstration in preparation for the campout
® A guest speaker to tell about his or her culture

e A demonstration of the favorite sport of your country
of choice

A study of famous people from the country of choice



CULTURAL AWARENESS

TROOP MEETING PLAN
Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Play Bell Tag. (See the Games section of the Troop Program
Resources. *)
minutes
Opening Ceremony e Form troop into parallel patrols.
) ¢ Present colors.
minutes
¢ Sing the National Anthem.
Skills Instruction e New Scouts work on raising, lowering, and folding the U.S.
flag. Plan and rehearse an opening ceremony to use at the
minutes next meeting. Play Overtake. (See the Games section of the
Troop Program Resources. *)
e Experienced Scouts visit a meeting of a local ethnic group.
e Older Scouts work on the Venture program.
Patrol Meetings Identify Scouts in the patrol who need to participate in flag
ceremonies and Good Turn projects. Suggest activities that
minutes these Scouts can participate in to fulfill rank requirements.
Interpatrol Activity Play Submarines and Minefields. (See the Games section of
the Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute—consider one that addresses people SM
of different ethnic backgrounds.
minutes

Total 90 minutes of meeting

e Form troop into patrols and sing “God Bless America.”

e Retire colors.

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CULTURAL AWARENESS

TROOP MEETING PLAN
Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Play Sleeping Pirate. (See the Games section of the
Troop Program Resources. *)
minutes
Opening Ceremony e Form troop into parallel patrols.
. e Present colors.
minutes
¢ Sing the national anthem.
Skills Instruction e New Scouts work on the Heimlich maneuver.
) e Experienced Scouts begin planning cultural fair by
minutes determining ethnic groups to be involved and selectin
8 8 8
Scouts to help.
¢ Older Scouts work on the Venture program.
Patrol Meetings Review plans and assignments for the cultural fair.
minutes
Interpatrol Activity Play Night Eyes. (See the Games section of the Troop
Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CULTURAL AWARENESS

TROOP MEETING PLAN
Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction o New Scouts prepare a personal first-aid kit.
. e Experienced Scouts continue planning details for
minutes ;
cultural fair.
e Older Scouts work on the Venture program.
Patrol Meetings
minutes
Interpatrol Activity Have a blindfolded tent-pitching contest.
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

Date Week 4

ACTIVITY

DESCRIPTION

RUN BY

TIME

Preopening

minutes

Opening Ceremony

minutes

Skills Instruction

minutes

Patrol Meetings

minutes

Interpatrol Activity

minutes

Do Knot-Tying Relay, wearing gloves or mittens.
(See the Games section of the Troop Program Resources. *)

minutes

Total 90 minutes of meeting

e Scoutmaster’s Minute—reflection on the experiences of
the month.

e Retire colors.

SM

After the Meeting

Patrol leaders’ council reviews the next meeting and last-
minute details for the troop outing or activity. Finalize work
on next month’s program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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CULTURAL AWARENESS
TROOP OUTDOOR PROGRAM PLAN

Date
TIME ACTIVITY RUN BY

Friday evening Load gear at meeting location, leave for campsite. Plan only a light meal SPL

en route.

Arrive at campsite; off-load equipment. Set up patrol sites. Stow gear and SPL

set up camp.
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.M. and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out

sleeping bags.
7:30 A.M. Breakfast
8:00 A.Mm. Clean up.

Patrols put up the gear for morning activities, clean up patrol site.
9:00-11:00 A.M. Cultural awareness activities
11:00 A.M. Cooks prepare lunch. Cooks
Noon Lunch
1p.M. Continue cultural awareness activities.
4 p.M. Start dinner preparations. Cooks
5:00 p.m. Dinner
6:00 p.Mm. Clean up. Cooks
8:00 p.M. Campfire
9:00 P.M. Cracker barrel
10:00 p.M. Lights out
Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.M. and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out

sleeping bags.
7:30 A.M. Breakfast
8:00 A.M. Clean up. Cooks

Patrols put up gear for morning activities, clean up patrol site.
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TIME ACTIVITY RUN BY
8:30 A.M. Worship service
9:00-11:00 A.M. Patrol games—use four games from the Games section of the Troop Program
Resources.*
11:00 A.Mm. Break camp.

Special equip-
ment needed

Materials for cultural awareness activities

*Troop Program Resources for Scout Troops and Varsity Teams, No. 33588
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EMERGENCY PREPAREDNESS

Our Scout motto, “Be Prepared,” is never more impor-
tant than in dealing with emergency situations. The
ability to make correct decisions under pressure really
tests a Scout. As Scouts progress through the program,
they perfect their skills in leadership, the outdoors, and
working with people. Emergency preparedness means
being prepared in all of these areas.

Your troop meeting activities this month should
focus on emergency preparedness procedures. Younger
Scouts will work on first aid requirements for Tender-
foot through First Class. Experienced Scouts will
concentrate on advanced skills and the First Aid and
Emergency Preparedness merit badges.

The big event will be “The Real Thing” weekend.
Patrols will face some realistic emergency situations
requiring first aid, decision making, and teamwork.

SCOUTING OUTCOMES

This month’s patrol and troop activities should give
your Scouts
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® An understanding of basic first-aid techniques

® A good grasp of the fundamentals for dealing with
life-threatening situations

e Enhanced self-confidence in making decisions

ADVANCEMENT OPPORTUNITIES

Depending on the length of your outing, Scouts may
complete all or part of the following rank requirements:
Tenderfoot

e Qutdoor—cooking, camping, hiking

e Citizenship—flag ceremonies, first aid

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

Second Class

e Qutdoor—cooking, camping, hiking

e (Citizenship—flag ceremonies, first aid




e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

First Class

® QOutdoor—cooking, camping, nature, hiking

e Citizenship—flag ceremonies, Good Turn

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

Merit Badges. Older Scouts can concentrate on the
Emergency Preparedness and First Aid merit badges this
month. Depending on activities during the outing, they
may also complete requirements in Camping, Cooking,

Hiking, Lifesaving, and other outdoor-related
merit badges.

PARENT/GUARDIAN PARTICIPATION

The patrol leaders’ council can involve parents in the
program feature this month by

¢ Asking qualified parents to assist with first aid
instruction

¢ Inviting parents to “The Real Thing” event
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® Asking parents to provide transportation to the site of
the outing

PATROL LEADERS’ COUNCIL

The patrol leaders’ council should meet during the early
part of the previous month to plan troop activities for
this program feature. If you don’t complete all items on
the following agenda, continue planning at patrol lead-
ers’ council meetings after each troop meeting.

e Decide whether “The Real Thing” will be a single day
or a weekend campout.

e Choose the site and secure permission, if needed.

e Ask the patrol leaders to inventory their patrol’s first-
aid supplies and report deficiencies. Fill needs. Ask
for help from the troop committee.

e Either plan the “emergency” situations the patrols
will face during “The Real Thing,” or, if you want
complete surprise, assign an adult leader to plan
them. See sample emergencies later in this section.

e Plan details of troop meetings for the month. Assign
patrol demonstrations, covering skills that will be
needed for “The Real Thing.”



e Arrange to invite the Emergency Preparedness and
First Aid merit badge counselors to help with troop
meeting instruction and to serve as judges for patrol
performance for the big event.

FEATURE EVENT

The Real Thing
The big event will be a practice exercise to test your

patrols’ reactions to emergencies. Set up emergency sit-
uations that will be within the skill levels of the Scouts.

At least some of the situations should require making
decisions in “life-threatening” emergencies.

Some of the sample emergencies take place in wil-
derness situations; others are in urban areas. Family
members or friends may play the parts of victims.

Have Emergency Preparedness or First Aid merit
badge counselors or other experts on hand to judge
patrol performances.
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The following are some sample problems. Make up
additional problems that will involve Scouts of various
skill levels.

PROBLEM 1. A Scout patrol is on a campout in a
heavily wooded area of a national forest. A severe
thunderstorm and flash flood hits the campsite. Both
adult leaders are immobilized with broken legs; one is
unconscious. Several Scouts have severe cuts. The near-
est ranger station is five miles from their campsite. The
patrol has managed to radio you on its two-way radio
to request help. You are half a mile away in the base
campsite. What do you do?

(Possible action: Instruct the patrol members by radio
to treat their most seriously injured persons first and get
all patrol members to a safe place above the flood. You
send for help at the ranger station, or try to reach the
station by radio. Then assemble needed gear and set
out to help the patrol.)



PROBLEM 2. Your patrol is hiking on a country road.
A passing farm truck goes out of control and hits two
patrol members. The truck then veers off the road and

turns over in a ditch; the driver is knocked unconscious.

You notice what appears to be toxic chemicals leaking
from a container in the truck into the ditch. The nearest
farmhouse is 1> miles away. What do you do?

(Possible action: Send two Scouts running to the farm-
house to call for medical help and to inform the police
about the accident; tell the police about the spilled
material. Treat the most seriously injured victims first.
The driver may have suffered serious neck or spinal
injuries; to avoid aggravating them, do not move him
unless necessary (as in the case of a fire).)

PROBLEM 3. Your patrol is passing a playground when
one of the pieces of playground equipment collapses.
Several of the children suffer broken bones and severe
cuts. Many of the other children panic and begin run-
ning out in the street. What do you do?
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(Possible action: Get control of the situation; don’t
panic. Calm the children and keep them seated.
Reassure them that they will be OK. Send two Scouts
for help, and treat the most severe cases first.)

PROBLEM 4. Your patrol is in a shopping mall. A tor-
nado passes by, hitting one end of the mall and knock-
ing out power. Several people are injured by flying
debris, the phone system is out, and you are half a mile
from a fire station. How do you react?

(Possible action: Keep calm. Assess potential hazards
such as live wires, glass, and unstable structures. Move
the injured to a safe place. Send two Scouts to the fire
station for help.)



EMERGENCY PREPAREDNESS

TROOP MEETING PLAN
Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Have Scouts demonstrate techniques necessary in getting out
of a building that is on fire. Practice hurry cases for first aid
minutes (Boy Scout Handbook).
Opening Ceremony e Form troop into a “square U.”
. e Hold uniform inspection.
minutes
e Present colors.
e Recite the words to the national anthem.
Skills Instruction e New Scouts work on first aid for minor burns or scalds,
blisters, venomous snakebite, transporting an injured
minutes person.
e Experienced Scouts work on troop mobilization techniques
and moving people in emergency situations.
e Older Scouts work on the Venture program or help the troop
guide teach basic first aid to new Scouts.
Patrol Meetings Discuss plans for “The Real Thing” drill this month and make
sure everyone knows their assignments. Each patrol should
minutes start practicing the problems they will be facing during the
drill. Plan to work on skills for related merit badges. Have new
Scouts also work on requirements for flag ceremonies and ser-
vice projects.
Interpatrol Activity Play Scouts to the Rescue. (See the Games section of the
Troop Program Resources. *)
minutes
Closing * Have a Scout define what “helpful” means. SM
) e Scoutmaster’s Minute.
minutes

Total 90 minutes of meeting

e Retire colors.

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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EMERGENCY PREPAREDNESS

TROOP MEETING PLAN
Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction o New Scouts practice first aid for rabid animal bite, punc-
ture wounds, serious burns, heat exhaustion. Do Arm
minutes Sling Relay. (See the Games section of the Troop Program
Resources. *)
e Experienced Scouts work on lost person techniques
(Emergency Preparedness merit badge pamphlet).
e Older Scouts work on the Venture program or work with
younger Scouts on first-aid basics.
Patrol Meetings Review assignments for “The Real Thing” drill. Practice
interpatrol activities.
minutes
Interpatrol Activity Do Stretcher Relay. (See the Games section of the Troop
Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

Patrol leaders’ council reviews the next meeting and “The Real
Thing” drill. Continue work on next month’s program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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EMERGENCY PREPAREDNESS

TROOP MEETING PLAN
Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts work on basic first aid bandages for
head injuries, upper arm/collarbone, sprained ankle
minutes (Boy Scout Handbook).
e Experienced Scouts work on boating accident survival
techniques.
e Older Scouts work on the Venture program or work on
first aid with the younger Scouts.
Patrol Meetings Finalize the plans for the drill. Make sure everyone knows the
time and location for the event. Practice interpatrol activities.
minutes
Interpatrol Activity Play Steal-the-Bacon. (See the Games section of the
Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

Patrol leaders’ council reviews the next meeting and “The Real
Thing” drill. Continue work on next month’s program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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EMERGENCY PREPAREDNESS

TROOP MEETING PLAN
Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts test their skills using the first-aid problems in
the Games section of the Troop Program Resources. * Learn
minutes the five common signals of a heart attack.
e Experienced Scouts work on ice rescue methods and signaling
aircraft with body signals and ground-to-air visuals.
e Older Scouts work on the Venture program or practice a
realistic first-aid makeup for the drill.
Patrol Meetings Make sure everyone has the plans for the drill. Practice any
interpatrol activities that will take place.
minutes
Interpatrol Activity Play Ice Accident. (See the Games section of the Troop
Program Resources. *)
minutes
Closing e Scoutmaster’s Minute—reflection on the experiences of SM
the month.
minutes

Total 90 minutes of meeting

e Retire colors.

After the Meeting

Patrol leaders’ council reviews the next meeting and any
last-minute details for “The Real Thing.” Finalize work on
next month’s program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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EMERGENCY PREPAREDNESS
TROOP OUTDOOR PROGRAM PLAN

Date
TIME ACTIVITY RUN BY

Saturday Older Scouts arrive at location for The Real Thing drill and set up SPL

9:00 A.M. necessary materials.

9:30 A.M. Rest of troop arrives.

10:00 A.M. Begin problem-solving. SPL

11:30 a.Mm. Sack lunch

12:30 p.M. Continue problem-solving. SPL

4:30 p.M. Present awards, leave for home. SM

Special equip-
ment needed

First aid supplies for the drill, awards
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ENGINEERING

Engineering covers a variety of fields as broad as all
outdoors—or indoors, for that matter. Virtually every-
thing we use in the course of a normal day has an
engineer’s stamp on it.

In Scouting, we specialize in “wilderness engineer-
ing”—the art of building useful things with rope and
timber. Your Scouts will probably want to try their hand
at it this month.

For Scouts who enjoy making things, recommend
that they try to earn the Engineering merit badge. It will
expose them to various facets of engineering, and it
may lead them to work on such other merit badges as
Computers, Drafting, Electricity, and Electronics.

The big event will be a campout during which
patrols can do some wilderness engineering and enjoy
interpatrol competitions.

SCOUTING OUTCOMES

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

e Enhanced outdoor skills, especially in knot-tying,
lashings, and engineering

e A greater understanding of the importance
of conservation
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* An understanding of some of the principles of engi-
neering as they build temporary structures and camp
equipment

e Enhanced self-confidence

ADVANCEMENT OPPORTUNITIES

By month’s end, all Scouts should have met many

of their basic pioneering and camping requirements
through First Class. Depending on the campout activi-
ties, they may also complete all or part of the following
rank requirements:

Tenderfoot

e Qutdoor—cooking, hiking, camping

e (Citizenship—flag ceremonies

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

Second Class

e QOutdoor—cooking, camping, hiking

e Citizenship—flag ceremonies

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law
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First Class

e Outdoor—cooking, camping, nature, hiking

e Citizenship—flag ceremonies

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

Merit Badges. Older Scouts can concentrate on the
Camping and Pioneering merit badges this month; they
should be able to complete many of the requirements.
Depending on activities during the campout, they may
also cover requirements in Cooking, Hiking, Pioneering,

Wilderness Survival, and other outdoor-related
merit badges.

PARENT/GUARDIAN PARTICIPATION

The patrol leaders’ council may involve parents in the
program feature this month by

¢ Asking those qualified to help with instruction for
camping, pioneering, and engineering skills

¢ Inviting them on the campout

¢ Asking them to provide transportation to
the campsite
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PATROL LEADERS’ COUNCIL

The patrol leaders’ council should meet during the early
part of the previous month to plan troop activities for
this program feature. If you don’t complete all items

on the following agenda, continue planning at patrol
leaders’ council meetings after each troop meeting.

e Decide on a campout site. Remember that you will
need a supply of poles and small limbs for pioneer-
ing projects. Such materials, cut to size, are available
at some Scout camps. If your council’s camp does
not have them, make sure you can get permission to
obtain suitable materials elsewhere. Do not cut trees
at any site without the owner’s permission.

e Plan the special activities for the campout. See the
ideas on these pages. If special gear will be needed,
assign someone to obtain it; seek help from the troop
committee if necessary.

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

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

e Practice knots and lashing, if equipment is available.



Legs (4)

Beams (2) Floor pieces

(add as required)

Cross Fieces (4)

FRICTION LOCK BRIDGE

Materials

Two 12" spars (beams), 3" to 4" in diameter
Four 4' logs (legs), 2" to 4" in diameter

Four 4' logs (cross pieces), 3" to 4" in diameter
Twenty 3' logs (floor pieces), 3" in diameter

FEATURE EVENT

Engiineering Outing

During this campout, the troop can build pioneer-

ing projects engineered by the experienced Scouts or

demonstrate various “engineering” projects. Examples:

a scaled-down version of a wind generator and how

it stores energy in batteries, or a solar energy battery

charger. Or Scouts could design, make, and demonstrate

model rockets, cars, or homes during the campout.
Prepare a sketch or drawing on a computer. Take

the drawing or sketch and build the project. See if your

design really works.

CAMPOUT GAMES
LOG HITCHING RACE

Equipment: A log, 6 inches in diameter, 5 feet long; 20
to 30 feet of Vi-inch rope; a timepiece to time the race.

Method: In turn, each patrol ties a timber hitch and a
half hitch on the log and drags it around a turning point
50 feet away and back to the start. A judge times each
performance.

Scoring: The patrol with the fastest time wins.
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LASHING RELAY

Equipment: For each patrol, lashing rope and tree
spars, each about 2 to 3 inches in diameter, 6 to 10
feet long.

Method: Patrols line up, relay fashion, facing their spars
and rope. A judge stands near their equipment. On sig-
nal, the first Scout in each patrol runs to the judge and
is told to tie one lashing—square, diagonal, or shear.
When he has completed the lashing to the judge’s sat-
isfaction, he unties the lashing and runs back to touch
off the next patrol member. The relay continues until all
have run.

Scoring: The first patrol finished wins.
HIGH HOT CHOCOLATE

Equipment: For each patrol, poles and lashing ropes for
a four-legged tower that is 8 feet high with a 4'-by-4'
square platform at the top; water, small pot, cup, spoon,
instant chocolate mix, 2'-by-2' square of plywood, sand
for fire bed.

Method: Each patrol assembles its tower. One member
then climbs up and makes a fireplace of sand on the



STACK NAILS ON
THE NAIL HEAD

plywood square. He builds a small fire on the sand,
boils a cup of water, and makes hot chocolate.

Scoring: The first patrol to give the Scoutmaster a cup
of hot chocolate wins.

Friction Lock Bridge

Equipment

Two 12' spars (beams), 3" to 4" in diameter
Four 4' logs (legs), 3" to 4" in diameter

Four 4' logs (cross pieces), 3" to 4" in diameter
Twenty 3' logs (floor pieces), 3" in diameter

A friction lock bridge is a fun engineering project for
a patrol to construct. Put the two 12-foot spars in place,
and then the legs, and lock in the beams. (See the
diagram.) Cover with flooring.
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Stack Nails on the Nail Head

Drive a 4-inch nail into a block of wood about one-half
inch. Have 12 other 4-inch nails, and challenge the
group to stack all 12 nails on the head of the nail in the
block. Allow Scouts to make an attempt. You will need
to stress that no other objects such as rubber bands are
allowed. After a few attempts, show how to stack the
nails. Lay one nail on a flat surface. Place five nails on
the nail laying flat, with the head about one-quarter
inch past the nail laying flat. Place five more nails in
the opposite direction, in between each nail. The one
remaining nail should be placed on top, in the opposite
direction of the nail laying flat. Carefully pick up the
two nails and the other 10 will lock into place. Center
the nails on the nail head on the block of wood.

(See the diagram.)




ENGINEERING

TROOP MEETING PLAN
Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Have some professional engineers in different fields bring in
the “tools” of their trade to show what they do. These may be

minutes blueprints that show what kind of designing they do.

Opening Ceremony e Form the troop into a horseshoe.
) ¢ Hold a uniform inspection.

minutes

e Repeat the Scout Oath.

Skills Instruction e New Scouts practice tying the clove hitch, square knot, and
bowline. Do Rescue Race. (See the Games section of the
minutes Troop Program Resources. *)

e Experienced Scouts arrange to visit an engineering firm or
engineering department in industry. Or, design several
pioneering projects that could be built with Scout staves.

e Older Scouts work on the Venture program or study ropes
and knots needed for rappelling (Fieldbook).

Patrol Meetings Discuss plans for the outing this month and make sure
everyone knows his assignments. If the outing will be an
minutes overnighter, begin meal planning and patrol duty roster, and
plan for equipment distribution and tent requirements. Any

Scouts who have not been camping will need extra help. All

other patrols work on plans for activities towards the next

rank advancement.

Interpatrol Activity Play Reactor Transport. (See the Games section of the
Troop Program Resources. *)
minutes
Closing * Sing “Scout Vespers.” SM
) e Scoutmaster’s Minute.
minutes

Total 90 minutes of meeting

e Retire colors.

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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ENGINEERING

TROOP MEETING PLAN
Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts review knots practiced last week and begin
learning lashings. Do Knot-Tying Relay. (See the Games
minutes section of the Troop Program Resources. *)
e Experienced Scouts continue work on pioneering projects or
visit an engineering firm.
e Older Scouts work on the Venture program or plan to catch
and cook fish for a meal on the troop’s outing.
Patrol Meetings Review assignments for the campout. First-time campers
continue working on hiking and camping techniques. All other
minutes patrols continue to work on advancement activities for the
outing. Practice interpatrol activities.
Interpatrol Activity Do Stack the Nails on the Nail Head, found in the introduction
of this program feature.
minutes
Closing * Sing “Scout Vespers.” SM
) e Scoutmaster’s Minute.
minutes

Total 90 minutes of meeting

e Retire colors.

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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ENGINEERING

TROOP MEETING PLAN
Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction * New Scouts practice use and care of woods tools, and
learn how to make firelays. Continue work on lashings.
minutes e Experienced Scouts make assignments to get necessary
staves, spars, and ropes for pioneering projects on
the campout.
e Older Scouts work on the Venture program or assist with
instruction of younger Scouts. Or, visit an engineering firm.
Patrol Meetings Finalize the menu for the outing and make sure everyone
knows what to bring. Review clothing and equipment needs
minutes and collect necessary fees. Practice interpatrol activities.
Interpatrol Activity Play Log-Rolling Relay. (See the Games section of the
Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute. SM
) e Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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ENGINEERING

TROOP MEETING PLAN
Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction e New Scouts use lashing to construct a catapult.
) e Experienced Scouts finalize plans for pioneering projects
minutes and any demonstrations of engineering projects planned for
the outing.
e Older Scouts work on the Venture program or plan an
orienteering course that could be run at the campout.
Patrol Meetings Review plans and assignments for the hike/campout. Make
sure everyone knows travel plans and equipment needs. Go
minutes over the patrol duty roster. Practice interpatrol activities that
will take place.
Interpatrol Activity Play Long-Legged Puddle Jumper. (See the Games section
of the Troop Program Resources. *)
minutes
Closing e Scoutmaster’s Minute—reflection on the experiences of SM
the month.
minutes

Total 90 minutes of meeting

e Retire colors.

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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ENGINEERING
TROOP OUTDOOR PROGRAM PLAN

Date
TIME ACTIVITY RUN BY
Friday evening Load gear at meeting location, leave for campsite. Plan only a light meal SPL
en route.
Arrive at campsite; off-load equipment. Set up patrol sites. Stow gear and SPL/PL
set up camp.
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.M. and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.Mm. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.
8:30-11:30 A.M. Engineering demonstration, pioneering projects.
11:30 A.M. Cooks prepare lunch. Cooks
Noon Lunch
12:30 p.M. Clean up. Cooks
1p.M. Pioneering projects SPL
4:30 p.M. Start dinner preparation. Cooks
5:30 p.M. Dinner SPL
6:00 .M. Clean up. Cooks
8:00 p.Mm. Campfire
9:00 p.M. Cracker barrel
10:00 p.M. Lights out
Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on Cooks,
6:30 A.M. First and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 a.Mm. Clean up. Cooks

Patrols put up the gear for morning activities, clean up patrol site.

131




TIME ACTIVITY RUN BY
8:30 A.M. Worship service
9:00-11:00 A.M. Patrol games—use four games from the Games section of the Troop
Program Resources. *
11:00 A.M. Break camp.

Special equip-
ment needed

Scout staves, rope, spars, troop camping equipment

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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