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TROOP PROGRAM
FEATURES

YEARLY PROGRAM PLANNING

A successful troop meeting begins with advance plan-
ning. In recent research, the Boy Scouts of America
determined that inadequately planned and executed
troop meetings were the number one cause of boys
leaving Scouting.

Troop meetings should focus on a monthly program
feature, be fast-moving, and start and end on time. The
program feature should be interwoven with the program
at all experience levels: the new-Scout patrol, experi-
enced patrols, and the Venture patrol.

Planning a troop program on an annual and a
monthly basis is a new task for many leaders. Good
planning and execution depend on (1) a Scoutmaster
who understands the process, (2) trained youth leaders
who can plan meetings and successfully execute them,
(3) sufficient personnel in the form of assistant Scout-
masters and troop committee members, and (4) parents
who are knowledgeable and informed.

Your first step in planning is to utilize the resources
available to set goals for the troop. The next step is to
train your youth leaders in the planning process. Then
give them the responsibility and authority to plan and
implement the troop program. The final step is to get
your troop committee and parents to buy in to sup-
port this Scout-planned program.

The program planning in chapter 8 of the
Scoutmaster Handbook will guide you through the
basics of planning, from doing your homework to secur-
ing parental support for your program. The monthly
troop program features found in Scouting magazine are
the other principal resources needed to run the program
planning workshop.

In addition, enhance the troop meeting by using
games, Scoutmaster s Minutes, ceremonies, and other
support materials from the Troop Program Resources for
Scout Troops and Varsity Teams, No. 33588.

THE ANNUAL PLANNING PROCESS

The Scouting program year begins in September, so you
should start troop planning during the summer. There
are five basic steps in the annual process.

STEP 1: DO YOUR HOMEWORK

As Scoutmaster, you serve as the advance person. You
check out and pull together certain things before your
troop s annual planning conference. Neither difficult
nor time-consuming, the tasks listed below make a lot
of sense because they pay off in a smoother, more effec-
tive conference, and they result in a better annual plan.

1. Gather district, council, community, and
chartered organization dates for events that will
affect the troop.

Begin by picking up a calendar of key school dates from
the local school. Check with the local chamber of com-
merce for dates of community activities. Don t forget

to obtain dates of key chartered organization activities.
Personal dates, such as anniversaries or birthdays, also
may affect troop activities, so be sure to include those.

1. Do YOUR HOMEWORK.

2. GET PATROL INPUT.

3. CONDUCT THE ANNUAL TROOP
PROGRAM PLANNING CONFERENCE.

4. OBTAIN TROOP COMMITTEE SUPPORT.

5. DISTRIBUTE INFORMATION.




Yy

NP
Citizenship in Citizenship in
the World the Community

Uy

Citizenship in
the Nation

Personal
Fitness

Personal
Management

~@hRS OF Sco 3 NITE

During the summer, be sure to attend the annual
council or district program planning conference. This
is where you will be able to get the council and district
calendar, as well as information on activities, training
courses, summer camp, etc.

Now put all these dates on one calendar to share
with the troop committee and for use at the unit pro-
gram planning conference.

2. Review the resources needed to plan the
annual program.

Pull together your Scouting library. The items needed
to plan your troop program include: Troop Program
Features (Volume I, No. 33110; Volume II, No. 33111;
Volume III, No. 33112); issues of Boys’ Life and Scouting
magazines; program feature supplements from Scouting
magazine; the Scoutmaster Handbook, No. 33009;

the Boy Scout Handbook, No. 33105; the Patrol Leader
Handbook, No. 32502; Senior Patrol Leader Handbook,
No.-32501; and Troop Program Resources for Scout
Troops and Varsity Teams, No. 33588.

3. Review the advancement status of each Scout.
Look carefully for basic skills needed by your Scouts
and also for key merit badges that should be introduced
through the troop program.

4. List some goals for the troop.

Take a look at successful areas from last year s program,
like the number of Scouts who made First Class or the
super Good Turn you did for your chartered organization.
You probably will want to continue those things, but
also consider some other challenges to address during
the coming year. The list could get lengthy, so you may
have to prioritize your choices, selecting only a few
challenges for this year. After all, there is always next
year. Here are some areas to consider:
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5. Review the program features available to

the troop.
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suggestions for a program feature for each month of

the coming year. Be sure to keep in mind the troop
goals and advancement status of your Scouts. Share

the list of program features with the senior patrol leader
prior to presenting them to the patrol leaders council.
(Hint: List your program feature suggestions in pencil
to emphasize that input is also expected from the senior
patrol leader.)

6. Meet with the troop committee to review the
calendar and potential troop goals.
Share the calendar with the committee to ensure
you haven t missed any important dates. Many com-
mittee members will be involved in troop activities,
so they will want you to note any conflicts in their
personal calendars.

Review the goals you have set for the troop. Now
is the time the troop committee buys in to its role in
making your troop successful. There will be a lot of dis-
cussion and some compromise, but the result will be a
set of troop goals to which everyone feels committed.



Remember, these goals will not be finalized until
after the youth leaders have also bought in at their
annual planning conference.

7. Meet with your senior patrol leader to plan the
next steps leading to the annual troop program
planning conference.
This can be time-consuming, and you may need more
than one session. If so, devote the second meeting with
the senior patrol leader to the sole task of mapping out
the agenda for the troop planning conference.

You and the senior patrol leader should cover the fol-
lowing items at your meeting:

Review the steps to planning an annual
troop program.

Review the calendar for any missing items.

Discuss troop goals. Allow the senior patrol
leader to have input; the only way to achieve the
I0000000000000I00000 1IN0 0001000000000 0000000000

Review the resources needed to plan the troop
program.

Discuss the program features suggested for the
coming year.
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troop might do during the coming year.

Record these recommendations on the Troop
Program Planning Chart for presentation to the patrol
leaders council.

Discuss the presentation of this information at
the patrol leaders council meeting and the role of patrol
leaders in the planning process.

Set a date for the annual troop program plan-
ning conference.

Review the agenda and preparation needed to
conduct the conference.

STEP 2: GET PATROL INPUT

This second step in the annual planning process is
where the senior patrol leader takes charge. At the next
patrol leaders council meeting, the senior patrol leader
introduces the suggested annual troop plan. The patrol
leaders need to understand that this is only a proposed
program. The final program will be developed and voted
on at the annual troop program planning conference.

Each patrol leader is asked to review this plan with
his patrol members at the next troop meeting. The
patrol leader should seek ideas from his patrol on what
proposed programs they like or dislike and what addi-
tional programs they might be interested in.

The senior patrol leader then announces the date of
the planning conference. He should briefly review the
agenda and make assignments for physical arrange-
ments, meals, etc.

STEP 3: CONDUCT THE ANNUAL
PROGRAM PLANNING CONFERENCE

This is the step where your troop program comes alive.
The success of this conference began when you, the
Scoutmaster, prepared your senior patrol leader. Be alert
throughout the conference to help out the senior patrol
leader. Don t wait for him to fail, but be careful not to
take over for him. Careful, nonintrusive coaching will
help your senior patrol leader build confidence. Share
your leadership with him.

Who attends the conference? The troop s annual
planning conference is attended by the Scoutmaster,
assistant Scoutmaster for the new-Scout patrol, assistant
Scoutmaster for the Venture patrol, senior patrol leader,
assistant senior patrol leader, patrol leaders, and
troop guide.

Physical arrangements. Careful planning should
ensure that this planning conference is a first-class
experience for your youth leaders. Pick a location that
would be special to your Scouts, possibly one offering
opportunities for other activities, such as swimming,



boating, etc. You can make it a weekend experience,
although the conference is easily completed in a day.
Whichever you do, don t involve the youth leaders
in a lot of housekeeping chores that distract them from
the primary purpose of planning the troop program.
Consider using other troop adults to cook and clean up;
let your patrol leaders council concentrate on the task
at hand.
Make sure the facilities are suited for a conference.
Is ventilation good? Is there sufficient lighting? Are the
chairs comfortable? Are there tables to work on? Is there
00 A
on page 9 to make sure your facilities will work.
Setting up the conference facility should have been
previously assigned to members of the patrol leaders
council. A checkup by the senior patrol leader prior to
the conference ensures that nothing is forgotten.
Follow the agenda. When directing a session, your
senior patrol leader should be aware that it s easy to
get sidetracked. If the group starts to drift away from
the agenda, a gentle nudge from you may be in order
to put them back on course.

Remember the conference ground rules:

1. THE SENIOR PATROL LEADER PRESIDES.
2. EACH EVENT AND PROGRAM IS VOTED ON.

3. THE MAJORITY RULES.

ANNUAL TROOP PROGRAM PLANNING
CONFERENCE AGENDA

(Note: No time limits have been placed on the agenda,
but working sessions should last no longer than 45 min-
utes without a break.)

I. OPENING ACTIVITYI 0000000o0og
Conduct All Aboard or other team-building activ-
ity. This helps foster a spirit of working together
to solve a common problem.

0

REVIEW CONFERENCE GROUND RULES
SENIOR PATROL LEADER
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1. To decide on troop goals for the
coming year

2. To develop a program that represents
ideas from the entire troop

B. Review ground rules:
1. The senior patrol leader presides.
2. Each event and program is voted on.

00 0o 0opitoooonomomno

DEVELOP TROOP GOALSI 0000ooooooo

A. The Scoutmaster leads a discussion on goals
for the coming year. These could deal with
such topics as advancement, service, or troop
money earning. (These are the same goals dis-
cussed earlier with the troop committee and
senior patrol leader.)

B. The patrol leaders council votes to approve
the goals.

. CONSIDER MAJOR EVENTS

SENIOR PATROL LEADER
A. Review dates for items such as these:
1. Scouting shows
Camporees
Summer camp
Special troop events
Good Turn
Patrol suggestions for special activities
B. Vote on events. (Delete from the calendar any
activities the troop will not participate in.)
C. Insert events on the Troop Program
Planning Chart.
D. Backdate necessary preparation time for
each event.

© 0~ wDN

. GAME BREAK
VI.

DISCUSS PATROL SUGGESTIONS FOR
PROGRAM FEATURES

A. Discuss the program features suggested for
the coming year.

B. Will they meet the goals of the troop?
C. What are the advancement opportunities?



D. Decide where program features best fit into
the calendar.

E. Vote on the final list of program features.

F. Insert the approved features into the
Troop Program Planning Chart.

VII. LUNCH OR GAME BREAK
VIIl. SCHEDULE SPECIAL TROOP ACTIVITIES
A. Decide on a schedule for the following:
1. Board of review
2. Courts of honor
3. Recruitment night(s)
4. Webelos Scout graduation

B. Add these dates to the Troop Program
Planning Chart.

IX. FINALIZE THE TROOP PROGRAM PLANNING
CHART

Put the Troop Program Planning Chart into final
form for presentation to the troop committee.

X. GAME BREAK
X1. MONTHLY PROGRAM PLANNING
Plan next month s program.
XII. SCOUTMASTER’S MINUTE

ANNUAL TROOP PROGRAM PLANNING
CONFERENCE CHECKLIST

Literature

00 0O OO0OOoOouoooooooooo ooog

Troop Program Features, Volume |, No. 33110

Troop Program Features, Volume Il, No. 33111
Troop Program Features, Volume 1ll, No. 33112
Troop Program Resources for Scout Troops and
Varsity Teams, No. 33588

Scoutmaster Handbook, No. 33009

Boy Scout Handbook, No. 33105

Patrol Leader Handbook, No. 32502

Senior Patrol Leader Handbook, No. 32501
Program features from Scouting magazine
Scouting magazines

Boys’ Life magazines

Troop Program Planning Chart

District/council calendar

School calendar

Chartered organization calendar

Community calendar

Information on council and district events
Complete copy of next month s program feature, for
the final part of the workshop (one per participant)
Troop Resource Surveys completed by parents and
troop leadership

Troop/Team Record Book, No. 34510

Troop Advancement Chart, No. 34506

Program Supplies

Oooooooooon

All Aboard activity (supplies needed)
Game (supplies needed)

Flip-chart stand and pad(s)

Twelve large calendar pages

Felt-tip markers

Writing pads for participants

Pens or pencils

Thumbtacks

Masking tape

Extension cord

Food/Refreshments

t
t

Refreshments for morning and afternoon breaks
Additional food (lunch, etc.)

Conference Facility Setup

]
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Tables set in horseshoe or square, depending on
number of people

Flip-chart stand placed for easy viewing and use
Calendar pages hung on wall

Troop Program Planning Chart hung at front center
of room

Table at front of room for resource material



TROOP PROGRAM

PROGRAM FEATURES TROOP

OUTDOOR/
CAMPING
NEW-SCOUT EXPERIENCED VENTURE ACTIVITY

PATROL PATROLS PATROL

DISTRICT/
COUNCIL
ACTIVITY

MONTH

SEPT.

OCT.

NOV.

DEC.

JAN.

FEB.

MAR.

APR.

MAY

JUNE

JULY

AUG.
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PLANNING CHART

CHARTERED
ORGANIZATION DATES
CHARTER RENEWAL/
CHARTER PRESENTATION/
SERVICE PROJECT

SPECIAL
EVENTS/
HOLIDAYS

(For Troop
Use)

BOARD OF
REVIEW
COURT OF
HONOR

LEADERS’ MEETINGS

PATROL
LEADERS’
COUNCIL

TROOP
COMMITTEE

DISTRICT/
COUNCIL
ROUNDTABLE/
TRAINING
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Conference Assignments

Develop menus and purchase food.

Prepare food and clean up.

Gather supplies (see checklist).

Set up conference facility.

Prepare large blank calendars with months,

days, and known dates.

0000000 DooonooXoIn0000 00000000000 0000000000000
and ground rules.
Prepare Troop Program Planning Chart with
correct months.

STEP 4: OBTAIN TROOP
COMMITTEE SUPPORT

At the completion of the annual troop program planning
conference, you and your senior patrol leader should
prepare a clean draft of the Troop Program Planning
Chart for presentation to the troop committee. Arrange
with the committee chairman for this important topic
to be placed on the meeting agenda. Then you and the
senior patrol leader present the troop s annual program
to the committee.

Try to anticipate questions and prepare your senior
patrol leader to answer them. (Remember, it s a Scout-
planned program.) The critical question the committee
must resolve is: Does the troop have the resources to
carry out this program? If not, can the resources be
obtained, and are the troop members willing to do their
share in obtaining these resources?

There may be need for compromise. In those cases,
the senior patrol leader should present the options to
the patrol leaders council for its approval.

The finished product from these discussions will be a
troop program that is accepted by everyone and has the
necessary support to make it work.

STEP 5: DISTRIBUTE INFORMATION

Now that you have a great troop program planned,
don t keep it a secret, share it with everyone.

The best way to do it is at a parents night program.
Have some good fun and fellowship, and then share
the troop s plan for the year. Let the Scouts announce
the plan, but let the troop committee talk about what
kinds of help will be needed from parents to make the
program work.

This is the final phase of the buy-in talked about
earlier. Here is where you get those extra hands for the
garage sale, transportation for outings, and maybe even
a consultant for Venturing.

Ask a computer whiz in the troop to design an origi-
nal troop calendar. Give everyone a copy. (If it is nice
enough, troop families may use it to record all their
family activities.)

Don t stop the sharing at the troop level. Make sure
the chartered organization and your unit commissioner
have a copy of your troop s plans. Develop a news
article for the local newspaper, highlighting the special
activities the troop has planned for the coming year.
Some potential Scouting parent might read it and be
I000IN00IOINOIdiNbOnono0g

SCOUTING

PLANNING THE MONTHLY
TROOP PROGRAM

0000000000000 0000Mm0I0000000 00000 000000000000D
planning the troop program. On a quarterly basis, the
patrol leaders council should review the annual plan
1 T M M {  { A ([
smooth implementation of all programs. These quar-
terly checkpoints are also important because some
programs require more than a month to plan.
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As a part of the annual program planning conference,
you are asked to plan the next month s troop program.
Even if your troop is very experienced, this session
should be used to teach your youth leaders to use the
troop program features found in Scouting magazine.
Once they are comfortable in using these, you can give
them the option of adding flexibility to the program.
But be careful. (Too much departure from the suggested
troop meeting activities could result in less exciting
meetings and poor advancement.)

Each program feature provides detailed information
on four weekly meetings, a monthly highlight activity,
advancement requirements that can be satisfied, and
some good skills suggestions.

Activities incorporating all basic and intermediate
skills your Scouts need for the monthly program are
woven into each weekly meeting. Detailed use of pro-
gram features will ensure regular advancement of your
Scouts and provide troop meetings that are fun and
exciting, not dull and boring.

13

YOUR PROGRAM ASSISTANTS

Besides offering their readers entertaining, well-written
fare, Boys’ Life and Scouting magazines support the
nationally suggested Boy Scout troop program features.
In each monthly issue, Boys’ Life provides ideas and
0 T R
BSA-suggested program for the following month.
Scouting provides adult leaders similar tools to
strengthen the BSA program with special articles about
packs and troops that have used the monthly program
feature successfully.

In addition, five of the six issues of Scouting
magazine contain a total of 12 segments called troop
program features. These represent one-third of the
36 monthly features found in Troop Program Features
(Volume 1, No. 33110; Volume Il, No. 33111; and Volume
I1l, No. 33112). Another program tool, Boy Scout Leader
Program Notebook, is a pocket-size publication that
NN A A
activities. It is available at your BSA local council
service center.

WEEKLY MEETING PLAN

Each program feature includes four weekly troop meet-
ing plans that can be used to plan activities in detail.
The blank chart shown on the next page is an example.
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TROOP MEETING PLAN

Date

ACTIVITY DESCRIPTION RUN BY TIME
Preopening

minutes
Opening Ceremony

minutes
Skills Instruction

minutes
Patrol Meetings

minutes
Interpatrol Activity

minutes
Closing 00 00000000000 ooon SM

minutes

Total 90 minutes of meeting

After the Meeting

14



PHYSICAL FITNESS

Since one of the main purposes of the Boy Scouts of
America is to promote physical fitness, this program
feature is right on target. Besides, most Scout-age boys
love physical action, so they will eagerly participate in
the suggested activities.

Troop meeting instruction and practice will cover
most of the physical fitness requirements for Tenderfoot
through First Class ranks. There are also lots of games
and contests requiring strength and agility.

0 T T o
fun, but to encourage the Scouts to make physical fit-
0t A
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working on physical fitness skills. That does not neces-
sarily mean that they must continue doing push-ups,
pull-ups, sit-ups, etc., for years to come, since those
who remain active in sports year-round probably get
plenty of exercise. But it does mean we want to make
them conscious of the importance of fitness for their
whole lives.

The big event will be a Scout decathlon, a series
of 10 events requiring strength, agility, coordination,
and some sports skills. It will be run as an interpatrol
competition.

The Scout Decathlon could be either an afternoon
event or the centerpiece of a weekend campout. The
site might be an athletics field or a camp with a large
playing field.

15

SCOUTING OUTCOMES

This month s patrol and troop activities should give
your Scouts

00 0I00000Cn00000000001C000CI0 Do0i00MuNo 00000
essential for a fulfilling life

0 Tt
with regular exercise, adequate diet and rest, and
abstinence from smoking, drugs, and alcohol

00 100000000000I0e0a000000000000000ItinO oeorioan
physical fitness

ADVANCEMENT OPPORTUNITIES

By month s end, all Scouts should meet many of their
physical fitness requirements through First Class rank.
Depending on the campout activities, they may also
complete all or part of the following rank requirements:
Tenderfoot
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Second Class
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First Class
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Merit Badges. Older Scouts can concentrate on the
Personal Fitness merit badge this month; they should be
able to complete many of the requirements. Depending
on activities during the month, they may also complete
requirements in Cooking, Hiking, Camping, Athletics,
Swimming, Sports, Skating, Cycling, and other out-
doors-related merit badges.

PARENT/GUARDIAN PARTICIPATION
The patrol leaders council can involve parents in the
program feature this month by

U0 J00I00I000Iiuoi00oo0iionooeion Mo bnCbmuobonoi
the fitness skills
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keepers, etc., for the Scout decathlon
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decathlon site, if necessary

16

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 your planning at patrol
leaders council meetings after each troop meeting.

0 o A A N W W WA
one-day event or the highlight of a weekend
campout. Choose a site for it and arrange to secure
permissions, if needed.

(I Qi00mNOOooiooCDoIiooiOonooooDinOmnooorNubnooboono
the following pages. Arrange to secure the necessary
equipment; ask the troop committee for help,
if necessary.

(00 100000000000mi0t 0o d 0iotibbdi d 00O onoogn
not been done recently.

00 Make a list of possible Good Turns for the community.

00 0o00000000000000000 0000000000000l 0 0oionoonn
sider inviting counselors for the Personal Fitness or
Athletics merit badges to help with instruction.
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FEATURE EVENT

Scout Decathlon
Choose 10 of the following events or devise your own.

600-METER RUN/WALK RELAY. Measure a 600-meter
course (656 yards). If your decathlon site has a football
field, the course could be three laps from end zone to
end zone, then three laps from goal line to goal line,
making the course 660 yards long. In camp, the course
might be laid out on a smooth, relatively level trail. Run
as a patrol relay. Avoid having Scouts run more than
one leg because it would exhaust them for later events;
instead, combine patrols to make team sizes equal.

Scoring: Ten points for the winning patrol, 8 for second
place, 6 for third, 4 for fourth, and 2 for fifth place.

STANDING LONG JUMP. Follow the procedure in the
Boy Scout Handbook.

Scoring: Determine the patrol score by averaging the
N A A A A
with the highest average scores 10 points; second place
gets 8 points; third, 6 points; fourth, 4 points; and
fifth, 2 points.

RUNNING LONG JUMP. Score the same as for the
Standing Long Jump.

JAVELIN THROW.IDDOIDID00DM0I000I00000000000000
cut from a dead sapling. Each Scout gets three throws;



score only the longest. The thrower may run up to
the throw line.

Scoring: Find the patrol s average throw, in feet, from
000000I0000000mE00I0 0000010000000 0000000 000000000000
with the highest average scores 10 points; second place
gets 8 points; third, 6 points; fourth, 4 points; and fifth,
2 points.

HIGH JUMP.IO000000I0000I00000000000 000000000000
6-foot poles driven into the ground. To hold the cross-
bar, place finishing nails in the poles at 2-inch intervals
8 1
0IoonomoOoon

Scoring:I0I00000I0000000I00I00IN0 0 00000000000000000
members. The patrol with the highest average height
[0O000I0DO0DDIOOI0OIOnOobODO0IOIRDOID oottt 000C000D
third, 6 points; fourth, 4 points; and fifth, 2 points.

JUMP AND REACH. The Scout is given a piece of chalk
and, while standing flat-footed, he makes a mark as
high as he can reach on a smooth-barked tree trunk. He
then leaps as high as he can and makes a second mark.
His score is the difference in inches between the marks.
0000000000000 000000000 0000000N00I00moIo doo

Scoring: Find the average of all patrol members scores.
The patrol with the highest average scores 10 points;
second place gets 8 points; third, 6 points; fourth,

4 points; and fifth, 2 points.

BASEBALL BATTING. Each patrol member is given five
swings at pitches thrown by a leader at batting-practice
speed. Score 1 point for each fair ball; 5 points extra for
balls that travel more than 300 feet, including the roll.

Scoring: Find the average of the scores of all patrol
members. The patrol with the highest average gets
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10 points; second place gets 8 points; third, 6 points;
fourth, 4 points; and fifth, 2 points.

ROPE CLIMB. Hang a rope that is at least 1 inch in
diameter from a large tree limb or other support about
12 feet overhead. Remember to station spotters in case
of a fall. Award 2 points for patrol members who make
the climb using both hands and legs; 4 points for those
who use hands only.

Scoring: Find the average of all patrol members scores.
The patrol with the highest average scores 10 points;
second place gets 8 points; third, 6 points; fourth, 4
points; and fifth, 2 points.

SHOT PUT.IO00I0I00I0000000000000000000000000000000r
about 6 feet in diameter on the ground. Scouts must
not leave the circle as they put the shot. The shot must
be put by tucking it against the chin and pushing, not
throwing like a baseball.

Scoring: Find the average distance for all patrol mem-
bers. The patrol with the highest average scores 10
points; second place gets 8 points; third, 6 points;
fourth, 4 points; and fifth, 2 points.

PULL-UPS.I000I0I00I00000I0000000 0 00000000000000
in diameter and about 6 feet off the ground. Follow the
procedure in the Boy Scout Handbook.

Scoring: Find the average of the number of pull-ups
done by all patrol members. The patrol with the high-
est average scores 10 points; second place gets 8 points;
third, 6 points; fourth, 4 points; and fifth, 2 points.

ROPE SWING. Hang a 1-inch-diameter rope from a large
tree limb or other support about 10 feet above ground.
Mark lines for takeoff and landing 6 feet on either side
of the hanging rope. Each patrol member takes one
swing, observing the takeoff and landing lines.

Scoring: For patrols of eight Scouts, score 1 point for
each successful traverse. For patrols of six, score 1.25
points for each success. For patrols with fewer than five
members, score 1.5 points for each success.

FOOTBALL PASSING. Suspend an auto tire from a tree
limb at about the 6-foot level. Scratch a line on the
ground about 10 yards away. Keep the tire center open-
ing facing the passer.

Each Scout has three tries to pass the ball through
the center of the tire.

Scoring: Count 1 point for each successful pass. Find
the average number of passes for the patrol. The patrol



with the highest average scores 10 points; second place
gets 8 points; third, 6 points; fourth, 4 points; and fifth,
2 points.

FRISBEE GOLF. The course is a series of targets

( holes ) spaced about 50 yards apart. Holes might

be particular trees, small buildings, garbage cans,

etc. Include hazards (ravine, small stream, marsh,
000000000000000000000C00 000 00000000000000000000 0000
sure Scouts hit the targets.

0000000000000 000000 00000t00iolC Ro00io0.
difference; the aim is to go around the course in the
fastest time, regardless of the number of strokes.

Each player must be timed separately. He tees off at
the starting line by sailing the Frisbee at the first hole,
then runs immediately to the Frisbee and shoots again,
and so on, around the course.

Scoring: The patrol s score is the average time by all
members. The patrol with the fastest average scores
10 points; second place gets 8 points; third, 6 points;
fourth, 4 points; and fifth, 2 points.

SCOUT’S PACE RELAY. The Scout s pace is an old
Scoutcraft skill, requiring him to learn to run and walk
a measured mile within a few seconds of 12 minutes.

0
roads at the camp. In the Scout s Pace Relay, there are
eight legs of 220 yards each. In patrols with fewer than
eight Scouts, some must run twice.

If you are using a quarter-mile track, each patrol
stations four of its members at the start, the rest at the
halfway point around the track. If you are on camp
roads, one Scout would be placed at every 220-yard
mark. (In that case, of course, all patrols would need
eight members.)

Scoring: The patrol finishing the race closest to exactly
12 minutes (without using watches to help) scores 10
points; second place scores 8 points; third, 6 points;
fourth, 4 points; and fifth, 2 points.

Everybody Up

This initiative exercise is a useful way to introduce the
idea of group cooperation. Ask two Scouts of about the
same size to sit on the ground or floor facing each other
with soles of their feet touching, knees bent, and hands
tightly grasped. From this position they try to pull them-
selves into a standing position. If they succeed, ask
I A W
Scouts, then four, etc. As the group grows, each player
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must grasp the hands of another person and must main-
tain foot contact with the group. An expanding group
will find that thinking is required to come up with a
solution that allows large numbers (50 or more players)
1000000000000000000

Variation: Ask the Scouts to sit back-to-back and try to
stand as a pair, trio, etc. To avoid possible shoulder dis-
locations do not allow interlocked arms.

Human Ladder

This activity helps develop trust and teaches partici-
pants to be responsible for each other s safety.

Equipment: Six to 10 smooth hardwood dowels about 3
feet long, *2 inch in diameter.

Procedure: Pair the Scouts and give each pair one

rung of the ladder. Each person holds one end of the
rung. Several pairs, each holding a rung and standing
close together, form the ladder. A climber starts at one
end of the ladder and proceeds from one rung to the
next. As the climber passes by, the pair holding that
rung may leave that position and go to the front end of
the ladder, extending the ladder length indefinitely.

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

The Boy Scout Shuffle
Equipment: A 30-foot telephone pole lying on a flat area.

Procedure: Ask a group of about 20 Scouts to split into
two teams, or use two patrols. The two groups stand
balanced on opposite ends of the pole so that they are
facing each other in single file.

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

As with all timed initiative problems, it is impor-
tant to attempt the problem more than once. The first
attempt establishes a time to beat. Additional attempts
invariably result in a faster time because of greater
cooperation, planning, individual effort, etc. Beating a
personal record or PR is the best kind of competition.



PHYSICAL FITNESS
TROOP MEETING PLAN

Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony (00 0ODOI00Io0DOmO000o0tOoa0
. 00 0000000000000 0000000000
minutes
00 000000000I0000m00OI000ID0000IoC00mommO 00O 0000
00 00000MNO00Id0ooIomOrooNooa
Skills Instruction 00 000O00000000000000000000 000000000000 00000000000000000 00
President s Physical Fitness Award.
minutes i i
course.
00 DI0000000000000000000000000000000000000 O 0000000000000000000
Scouts with the fitness award.
Patrol Meetings Discuss plans for this month s outing. Practice two of the
events for the decathlon. All patrols plan activities to work
minutes on advancement.
Interpatrol Activity Play Muscle Medley. (See the Games section of Troop Program
Resources.*)
minutes
Closing 00 O00DDOO0oDONOooD SM
. 00 00000n0DIoboonotoooomoaon
minutes

Total 90 minutes of meeting

8 W T
00 OO0oooooooea

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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PHYSICAL FITNESS
TROOP MEETING PLAN

Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction 00 DO0000000000000000 00010 00NC000000000000000i0 00000
club instructor demonstrate exercises and talk about a
minutes nutritious diet and exercise plan.
00 000000 C000I000000C0CI0001D000000000000i000000000000
course.
00 Q0000I00000tIOOnOI00mOCid00000I000C00 D I00I00000000
one or more of the following from the introduction to
Physical Fitness:
The Boy Scout Shuffle
0 0000oDooono
Human Ladder
Prepare to demonstrate them as part of the decathlon on the
troop outing.
Patrol Meetings Discuss plans for this month s outing. Practice two or more of
the events for the decathlon. All patrols plan activities to work
minutes on advancement.
Interpatrol Activity Do lzzy-Dizzy Relay. (See the Games section of Troop Program
Resources.*)
minutes
Closing A A SM
. 00 0000000000000
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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PHYSICAL FITNESS
TROOP MEETING PLAN

Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction 00 00OIN000I0ID000CC000ID0000I000000000 0000000000 00I000a0
course developed by the older Scouts.
minutes 0l 0I00oI0000NoI 0000000 0I00I000I000000 C0000000000]
0000000000I000000000ID00N0 000000000000 0Io0i000n
Scout Shuffle. Prepare to demonstrate these as part of the
decathlon.
Patrol Meetings Discuss plans for this month s outing. Practice two more of
the events for the decathlon. All patrols plan activities to work
minutes on advancement.
Interpatrol Activity Play Dodgeball and Jump the Shot. (See the Games section of
Troop Program Resources.*)
minutes
Closing 00 000010 00000ion oo SM
. 00 00I00oooOooooo
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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PHYSICAL FITNESS
TROOP MEETING PLAN

Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction 1
. T
minutes energy foods to eat during the decathlon/outing.
A O A
Patrol Meetings Review all the events in the decathlon. Practice two more of
the events.
minutes
Interpatrol Activity Select an activity from the Games section of Troop Program
Resources.*
minutes
Closing 00 00000000000 ooon SM
. 00 00I00oooOooooo
minutes

Total 90 minutes of meeting

After the Meeting

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

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

Date
TIME ACTIVITY RUN BY
Friday evening Load gear at meeting location and leave for campsite. Plan only a light meal SPL
en route.
Arrive at campsite. Off-load equipment and set up patrol sites. SPL/PL
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.Mm. 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 AM. Breakfast
8:00 A.M. Clean up. Cooks
Patrols put up gear for morning activities, clean up patrol site.
8:30 11:30 A.Mm. Run five or six of the decathlon events. SPL
11:30 A.Mm. Cooks prepare lunch. Cooks
Noon Lunch
12:30 p.m. Clean up. Cooks
1:00 p.m. Run remaining decathlon events. SPL
4:30 p.Mm. Start dinner preparation. Cooks
5:30 p.m. Dinner SPL
6:00 .M. Clean up. Cooks
Free time
8:00 p.m. Troop campfire SPL
9:00 p.Mm. Cracker barrel
10:00 p.Mm. Lights out
Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.Mm. 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
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TIME ACTIVITY RUN BY
8:00 A.m. Clean up.
Patrols put up the gear for morning activities, clean up patrol site.
8:30 A.m. Worship service
9:00 A.Mm.0 oobrobdiiCboonUinbiootbdrioibo0ooioiriootcTroop Program
Resources.™
11:00 A.m. Break camp.
Special equip- Topographic maps, compass, clipboards
ment needed

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

Give an experienced outdoorsman a bow saw, hand ax,
and some poles and ropes, and in short order he will
make some camp furniture, bridge a stream, and build
abig toy like a monkey bridge.

The skill is called pioneering. Scouts love to learn
how to do it, and of course it will increase their capa-
bilities in the outdoors.

Pioneering requires plenty of poles and lots of lash-
(I00IO0I000IC0000INC 00I00000I0000000I000000000000000
monkey bridges. Before planning this program feature,
be sure that you will have access to both, especially for
the big event, Woodsman s Weekend. If necessary, you
can do miniature pioneering at troop meetings using
garden canes and twine. But for the big event, be sure
that you will have lots of poles and smaller spars as
well as lashing line and rope.

The Woodsman s Weekend might be held at Scout
camp, if the camp has pioneering gear. Otherwise, look
for a campsite where you can get permission to gather a
number of poles and spars at least 6 feet long and 2 to 3
inches thick, as well as smaller ones. Someone who has
a wooded lot that needs thinning might give the troop
permission to cut what is needed.

100 O A A A M S
ing the weekend. For ideas, see the Pioneering merit
badge pamphlet. Also schedule games and interpatrol
contests that require pioneering skills.

SCOUTING OUTCOMES

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

00 0000000000 0000000000000000000 00000000000
conservation

00 000000000000000000000 D 0000000800 0I0I00000
engineering as they build temporary structures and
camp equipment

00 0000000000e0Iobomoo0oo

ADVANCEMENT OPPORTUNITIES

By month s end, all Scouts should meet many of their
basic camping and cooking requirements through First
Class rank. Depending on the highlight activities, they
may also complete all or part of the following rank
requirements:

Tenderfoot

00 0000000 0000000000 00000000000
00
00 o

0 A

Second Class
1

00 Oiotoo0io CmooooitDbononooooimen

0 Conoooo0Uoobbonoioonub oo™
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First Class

00 0DI0000O0000I00I00 00000000 0000000000000
O o W
T

(0 D00000000000I00000001 000000 00000001000

Merit Badges. Older Scouts can concentrate on the
Pioneering merit badge this month. Depending on
activities during the campout, they may also complete
requirements in Cooking, Hiking, Wilderness Survival,
and other nature-related merit badges.

PARENT/GUARDIAN PARTICIPATION

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

00 000000000000 000000000000000000 0000000000 000000
instruction

I
Weekend

00 O00I00000000000I00000001000000 200000000 0000000
campsite

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.
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00 0000000000 00000001 00000000 0000000
Remember that you will need a supply of poles and
0 A N
are available at some Scout camps. If your council s
camp does not have them, make sure that you can
get permission to obtain suitable materials elsewhere;
do not plan to cut trees at the site without the
owner s permission.

O T T
Some ideas are on these pages.

A A O W UM

00 00000000000 0I0IDI0C00000IO 00ii0000000000000000
to troop meetings to help with instruction.

00t 0t Tt
not have access to poles and ropes), plan to do min-
iature pioneering with Scout staves or closet poles, or
with garden canes and twine.

00 OO0IDOI0I00mNomIDIo0IoooNOnoib0I00o0i00Ioo-

board pieces about 2-by-3 feet for use as knot boards
for the first troop meeting.

FEATURE EVENT

Woodsman's Weekend

When the Boy Scouts of America was founded more
(000000000000I000I 0 0000i00001000100000000mo 0o
miles outside of town and get permission from a farmer
to chop down trees and build log cabins. Those days
are long past.
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Today s BSA conservation ethic forbids cutting live
trees unless someone wants a wooded lot thinned out.
So it will probably be necessary to find a site where
pioneering materials are already available, such as a
local council Scout camp. Or, if you are lucky enough to
have a supply of poles, you may have to truck them to
your campsite.

In any event, try to have enough poles so that the
O 0 A A A
like the bridges and towers in the Pioneering merit
badge pamphlet.

00010000 0I0000In0000000000000 D 0io00o0000oan
pictured in the Boy Scout Handbook, you may be able
to find sturdy limbs among the downed wood at
the campsite.

Campout Activities

0000000000000 D 00000000000000000000000m
it may take several hours for the Scouts to build a big
0 o e
tests, all of which require pioneering skills.

CROSSING THE ALLIGATOR PIT

Equipment: For each patrol, three spars 6 to 8 feet long,
three 6-foot lashing ropes, four guy ropes.

Method: Mark the alligator pit on the ground,; it
should be 20 feet across and as wide as necessary to
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accommodate your patrols. Patrols line up on one side
of the pit. On signal, they lash together a triangular

walker, using a shear lashing at the top and diago-
nal lashings for the crossbar. Near the top, they attach
four guy lines, using two half hitches. The patrol then
stands the walker upright and one member climbs on
the crossbar. One or two Scouts man each guy line and

walk the walker across the pit by tipping it from side
to side and moving it forward.

Scoring: The first patrol to finish wins.

Note: This can be a timed contest if there aren t enough
spars for all patrols.

HEAVE THE LIGHTWEIGHT

Equipment: For each patrol, three poles, 10 feet long;
one lashing rope, 20 feet long; *.-inch heaving rope,
30 feet long.

Method: Each patrol assembles a tripod 9 to 10 feet
high using a tripod lashing. The patrol then heaves a
*,-inch rope over the top and makes a bowline on a
bight in the end hanging from the tripod. The patrol s
lightest member stands in the bowline and the other
members raise him 3 feet off the ground. The first patrol
achieving this wins.



FIREMAN, SAVE THAT CHILD!

Equipment: Two *»-inch ropes, 20 feet long; four or five
4-foot poles with *.-to 2-inch butts; two 2-foot stakes.

Method: Each patrol makes a rope ladder using 4-foot
poles as rungs. Secure the rungs with marlinspike hitches.
Rungs should be 1 foot apart. The patrol then secures the
ladder to a tree limb not more than 10 feet above ground.
If desired, they can stake the bottom to the ground. When
the ladder is secure, all members climb, one by one, and
touch the tree limb. The patrol with all members up and
down the ladder in the fastest time wins.

MOVE THE WEIGHT

If the campsite has a very heavy weight on the ground
that an entire patrol can t lift (a huge log, perhaps),
have a timed contest in which patrols try to move it
00I0000000I00I00 000000000 00000000 00000C00000000
shown in the Pioneering merit badge pamphlet. The
first patrol to move the weight 6 feet in the fastest time
is the winner.

DOVETAIL CHAIR RACE

Equipment: For each patrol, four branches, about a foot
long with 2-inch butts; four *.-inch ropes, 3 feet long;
axes or bow saws.

Method: Each patrol assembles a frame about 1 foot
000000I000OI0N00COnI00000000I0M0I00000Io 000000
When the chair is complete, Scouts tie ropes to the
sides. The patrol s smallest member sits in the chair
while the others carry him to a turning line and back.
The first patrol to finish wins.

For other good games and contests, see the follow-
ing in the Games section of Troop Program Resources for
Scout Troops and Varsity Teams:

00 D00OC000onmo

00 Doommiooitoeo

00 oOoibobotomd

00 00O001000000I0000

00 00O 0000I000I0000ImIno
R[]

Special Awards

Although these are not advancement awards, two
special emblems are available to Scouts who show
skill in handling woods tools. The requirements are
outlined below.

Totin’ Chip. The award is a card stating that the Scout
knows how to safely use a pocketknife, ax, and saw.
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Requirements are:

1. READ AND UNDERSTAND THE USE AND
SAFETY RULES OF WOODS TOOLS FROM THE
Boy Scout HANDBOOK.

2. DEMONSTRATE PROPER CARE, HANDLING,
AND USE OF THE POCKETKNIFE, AX, AND SAW.

3. USE KNIFE, AX, AND SAW AS TOOLS,
NOT PLAYTHINGS.

4. RESPECT ALL SAFETY RULES
TO PROTECT OTHERS.

5. RESPECT PROPERTY. CUT LIVING AND DEAD
TREES ONLY WITH PERMISSION AND GOOD REASON.

6. SUBSCRIBE TO THE
Outboor CoODE.

Explain to Scouts that their Totin Rights can be
taken from them if they fail in their responsibility.

Paul Bunyan Woodsman. This emblem can be sewn
on a trail pack or blanket. It is earned by a Scout who
knows how to use larger woods tools and who does
conservation work.

Requirements are:

1. SHOW THAT YOU HAVE EARNED
THE ToTIN’ CHIP.

2. HELP A SCOUT OR PATROL EARN THE
ToTIN’ CHIP, AND DEMONSTRATE TO HIM (THEM)
THE VALUE OF PROPER WOODS TOOLS USE ON
A TROOP CAMPING TRIP.

3. WITH OFFICIAL APPROVAL AND SUPERVISION,
DO ONE OF THE FOLLOWING: (A) CLEAR TRAILS
OR FIRE LANES FOR TWO HOURS.

(B) TRIM A DOWNED TREE, CUT INTO FOUR-
FOOT LENGTHS, AND STACK; MAKE A BRUSH WITH
BRANCHES. (C) BUILD A NATURAL RETAINING
WALL OR IRRIGATION WAY TO AID IN A
PLANNED CONSERVATION EFFORT.




PIONEERING
TROOP MEETING PLAN

Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Have a Scout demonstrate rope whipping or fusing synthetic
rope (Boy Scout Handbook). Also do a rope-making exercise.
minutes
Opening Ceremony 8
. 00 00000000 0000C 000000000
minutes
00 DOCO0I000I00000n000o
Skills Instruction 00 00OI000000I0 0000 0mo0onoiimooiiniCmooobibinoomonon
bowline. Do Rescue Carry Relay. (See the Games section of
minutes Troop Program Resources.*)
N A A
1000000 000000I0000M00I0E00000I000ID00I0DINOI00000mooo
troop outing.
R 1t A T
and knots necessary to do rappelling (Fieldbook).
Patrol Meetings Discuss plans for the outing this month and make sure every-
one knows his assignments. If it will be an overnighter, begin
minutes meal planning and the patrol duty roster and make plans for
equipment distribution and tent needs. Any Scouts who have
not been camping will need extra help. All other patrols plan
activities to work on advancement.
Interpatrol Activity Play Reactor Transporter. (See the Games section of Troop
Program Resources.*)
minutes
Closing 00 0i00J00000000000000001(Boy Scout Songbook) SM
. 00 0000000000000 iooon
minutes

Total 90 minutes of meeting

00 000000000000

After the Meeting

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
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PIONEERING
TROOP MEETING PLAN

Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME

Preopening

minutes
Opening Ceremony

minutes
Skills Instruction 00 O0OI0000I0I00000ECI00I000I00N0 000100 0000000000000

those knots in camping activities. Do the Knot-Tying Relay.

minutes (See the Games section of Troop Program Resources.*)

00 0O0000R000I0000000C0000010 0000000000 000000000 00000000
and lashings.

00 OI000I00000000000I0EIo0nO00i000i000000 O 00000000 eI0an
trip as part of the troop outing and plan to prepare the fish
caught for a meal.

Patrol Meetings Review assignments for the campout. First-time campers con-
tinue working on troop procedures for hiking and camping.
minutes All other patrols continue to work on activities on advance-
ment for the outing. Practice interpatrol activities.
Interpatrol Activity Do Roman Chariot Race. (See the Games section of Troop
Program Resources.*)
minutes
Closing 00 00000000000 ooon SM
. 00 00I00oooOooooo
minutes

Total 90 minutes of meeting

After the Meeting

Patrol leaders council reviews the next meeting and plans for
the 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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PIONEERING
TROOP MEETING PLAN

Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction 00 00OIN000I0IO000I0DI000I00iC0i00000C 0000000000 000000
(Boy Scout Handbook).
minutes o m m n nm m m wn n w whs n w
for the outing. Make assignments for getting the necessary
(0000000000000000000 00 00C0i0 0000000000 00000000000
00 OI000I00000000000I00I00iCo0i00tI0i0000 0000t 0iti000o00n
Scouts with woods tools instruction.
Patrol Meetings Finalize the menu for this month s outing and make sure
everyone knows what he will need to bring. Review clothing
minutes and equipment needs and collect any necessary fees. Practice
interpatrol activities.
Interpatrol Activity Do Bow-Saw Relay. (See the Games section of Troop Program
Resources.*™)
minutes
Closing 00 000010 00000ion oo SM
. 00 00I00oooOooooo
minutes

Total 90 minutes of meeting

After the Meeting

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

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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PIONEERING
TROOP MEETING PLAN

Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction 00 0000000000000 00000000000 OI00I00 00000000000
meal preparation (Boy Scout Handbook).
minutes 0 0000000000000 0N 0000000000000 000000 100000
Project COPE program manual and select three items that
can be done on the campout.
00 OI000I00000000000I00000iCo0i000i00000D 0000000 nan0o
COPE activities.
Patrol Meetings Review plans and assignments for the hike/campout.
Make sure everyone knows the travel plans and equipment
minutes needs. Go over the patrol duty roster. Practice any interpatrol
activities that will take place.
Interpatrol Activity Do Silver Dollar Hunt. (See the Games section of Troop
Program Resources.*)
minutes
Closing 00 00000000000 ooon SM
. 00 00I00oooOooooo
minutes

Total 90 minutes of meeting

After the Meeting

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

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

Date
TIME ACTIVITY RUN BY
Friday evening Load gear at meeting location and leave for camping area. Plan only a light SPL
meal en route.
Arrive at campsite. Off-load equipment and set up patrol sites. SPL/PL
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.Mm. 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 AM. 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.MI Ui0000mootooinooo
11:30 A.M. Cooks prepare lunch. Cooks
Noon Lunch
12:30 p.m. Clean up. Cooks
Free time
1:00 p.m.0 Ui0000mootoolDonOD ooo
4:30 p.M. Start dinner preparation. Cooks
5:30 p.m. Dinner SPL
6:00 .M. Clean up. Cooks
Free time
8:00 p.m. Troop campfire SPL
9:00 p.Mm. Cracker barrel
10 P.Mm. 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.Mm. Breakfast
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TIME ACTIVITY RUN BY

8:00 A.m. Clean up. Cooks
Patrols put up the gear for morning activities, clean up patrol site.

8:30 A.Mm. Worship service

9:00 11:00 A.m.[ 000001000000 0000C0000 000D 0000000000000 0I0 Troop Program
Resources.*

11:00 A.m. Break camp.

Special equip- Scout staves, spars, rope, troop camping equipment

ment needed

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

One of the aims of Scouting is to develop young men
into participating citizens. A participating citizen does
more than what is expected of a good citizen, such as
voting and obeying the law. He takes an active role in
the community.

A participating citizen might be a Scouter or a volun-
teer with some other organization. Or, he or she might
hold an elected or appointed office, lead a service club
or church group, or serve as a firefighter, police officer,
or health-care provider.

This program feature is designed to introduce Scouts
to some of the people who help your community func-
tion. No matter how large or small your community is,
there are many participating citizens Scouts can get
to know.

The big event might be a historic tour, a community
Good Turn, or a combination of the two.

SCOUTING OUTCOMES

This month s patrol and troop activities should give
your Scouts
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to help other people

00 OO0000000OmiOoIiinoOitib 0010 C0o0000I00i00a0

00 DDO0I00DOI0000000000I0I0 000 00000000000 00000000000
community and country

00 i00000C0O0omDonomonoon

ADVANCEMENT OPPORTUNITIES

By month s end, all Scouts should meet many of their
citizenship requirements through First Class rank.
Depending on the activities, they may also complete all
or part of the following rank requirements:

Tenderfoot
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Second Class

00 00000000000 0I00000000000000000

00 DI00000I0O000o0ioOo0mo

00 O00000Do0CD0O0O00onOomed

00 0O00000O000C00I00 00000 00000000000000000

First Class

00 00000000000 00000010000I00001000000000

00 DI00000I0 000000000000

00 0000000000 00000000ibomon

(0 00000000O0C0I0000000000000000000000000

Merit Badges. Experienced Scouts can concentrate on
the citizenship merit badges this month. Depending
on activities during the outing, they may also cover

requirements for the Hiking, Public Health, American
Cultures, and American Heritage merit badges.

PARENT/GUARDIAN PARTICIPATION
The patrol leaders council can involve parents in the
program feature this month by

I 0
citizenship skills

00 IO0mIDomnoOimbIoOmoon0mon

00 D00000000000000e000b01000n0 000000000000 I0an

community meetings
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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 lead-
ers council meetings after each troop meeting.

00 DO0I00IC0000000000000I00000000000 00000000000
will visit this month, and make arrangements for
the visit.

00 1000000000 0 0000000 0000000000000 000000000

discuss his or her work and moderate a discussion
of the rights and duties of a citizen.

00 0I00000000moomomotmetit 0 O bomnoioooma

O A A
patrol demonstrations covering skills that will be
needed to complete advancement through First Class.

00 C0000000000000000I0I00Io00nO00000d00000000
the community.

FEATURE EVENT

Public Service Outing

This big event can be an experience that will not only
expose the Scouts to your community, but let the com-
munity become aware that Scouting is alive and still
working. The aim is to expose the Scouts to the inner
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workings of the community, the people who serve the
public, and the responsibility of each citizen to support
the community.

Public service for the Scouts may mean becoming
I000000OIRDIDObOIDOID0O O OOmoboolooOniom0ninN0n00m
8 A A

As you learn about the area you live in, find out
about its history. Learn how it evolved to where it is
today. Was your community once a boom town? Who
were the community s founders? What role did this area
have in the development of this country?

Historical Trail Hike

In most states there are historic trails, already marked
and waiting for your troop. More than 250 of them have
been approved by the Boy Scouts of America for their
historic significance and good trail conditions. You can
get a list of the approved trails from the local council
service center.
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If there are no BSA-approved trails in your area, but
you know of a historic site, your troop might consider
establishing such a trail and at the same time earning
the Historic Trails Award. Ask your council service cen-
ter for a copy of the requirements.

Community Good Turns

The troop and patrols might consider one of the follow-
ing for a Good Turn this month:

00 OIhOIhIDC O O 0000 000rmeCHo0e0omn0n
00 D000000IoIbI0CoI000a0

8 e 0 T o
officials.

00 Oo0IOi0oIomoooCo0momnooeoon
0
00 00000000000 0000I00I0I00 0000000







PUBLIC SERVICE
TROOP MEETING PLAN

Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Have a pair of experienced Scouts show how to fold and care
I00N0000000000000(Boy Scout Handbook). Then play Ringleader.
minutes (See the Games section of Troop Program Resources.*)
Opening Ceremony 00 DODOCD00NO0000 0000000000000
. 00 000000000000
minutes
N O
N A A
Skills Instruction 00 0000000000000 0D 000I00000000000 D 0000000000000
meeting and practice flag folding. Play the Newspaper
minutes Good Turn. (See the Games section of Troop Program
Resources.™)

00 0O0C00C000I000000I0i0D00000 0 O 000In000i00i0000000000
the whole troop. Or, if a local festival is scheduled soon,
find out what your troop can do to participate.

00 0000000000000 00I0 0000 000000000000 0000000000
historical hike in the area.

Patrol Meetings Discuss plans for a patrol outing this month. This 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. Consider working
on items needed to advance to the next rank.
Interpatrol Activity Play Shoot-the-Gap. (See the Games section of Troop Program

Resources.*)

minutes
Closing 00 000Omoomnoooo SM
. O
minutes

Total 90 minutes of meeting

8 W T
00 OO0oooooooea

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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PUBLIC SERVICE
TROOP MEETING PLAN

Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction N T 1 A
meeting place or at the official s office. Learn the official s
minutes duties and discuss the rights and duties of every citizen.
N A o
for the troop.
1 A
campout that would be part of a 20-mile hike. This might be
on a historic trail.
Patrol Meetings Identify Scouts who need to participate in flag ceremonies
0000000000000 000i0 00000 O0000i0C0000I000000N O 000D
minutes rank requirements.
Interpatrol Activity Play Catch Ten. (See the Games section of Troop Program
Resources.*)
minutes
Closing 00 0ODOIO 00000000000 SM
. 00 0000000oOnoo0n
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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PUBLIC SERVICE
TROOP MEETING PLAN

Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction 00 O0OIN000I0I0000I0 0000000000000 000D
. 00 0O0000C000i000000i0 00000000 001000100 0 000000000
minutes prepare for a hike. If a hike has not been planned, finalize
0000000000000 0 O 0 0M0I0o00i0oi00o0o0m
00 OI000I00000000000I0Emo0nCo0i00ti0i000D 000000 nadn0o
map and compass instruction, or finish plans for a troop
campout.
Patrol Meetings Review plans and assignments for the hike or community
0 A A
minutes equipment needs. Practice interpatrol activities.
Interpatrol Activity Play Bull-in-the-Ring. (See the Games section of Troop Program
Resources.*)
minutes
Closing 00 000010 00000ion oo SM
. 00 00I00oooOooooo
minutes

Total 90 minutes of meeting

After the Meeting

Patrol leaders council reviews the next meeting and plans
10000000000000010000 D10 0000000 00000000000000000 0000000
program feature.

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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PUBLIC SERVICE
TROOP MEETING PLAN

Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction Visit a public or private place or event such as night court, a
city council meeting, a school board meeting, a police or fire
minutes station, a hospital, a TV or radio station, or a manufacturing
company. Make arrangements beforehand to speak with an
official or have a guide for your visit.
Patrol Meetings Finalize plans and assignments for the hike or community
8 0 A T
minutes equipment needs. Practice any interpatrol activities that will
take place.
Interpatrol Activity Play Submarines and Minefields. (See the Games section of
Troop Program Resources.*)
minutes
Closing 00 00000000000 ooon SM
. 00 00I00oooOooooo
minutes

Total 90 minutes of meeting

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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PUBLIC SERVICE
TROOP OUTDOOR PROGRAM PLAN

Date

TIME ACTIVITY RUN BY
Saturday Arrive at tour location, organize into tour groups. SPL
8:00 A.m.
8:30 A.Mm. Begin tour, or hike historic trail.
0 000000000000000 0000000000 000000000
11:30 A.M. Sack lunch. Change into work clothes, organize into work parties.
1:30 p.m.0 0000000000000
4:30 p.Mm. Leave for home.
Special equip- None

ment needed
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SAFETY

Having a good experience on a troop campout requires
safety practices that prevent accidents. Safety is actually

00000000000000I000I00O0000000000000000000000010001000
the proper tools and procedures, could protect you from
0000000000000

If an accident occurs, a Scout should be prepared
to deal with the situation and make decisions that will
prevent further harm. Safety first is a motto that has
been used by companies and organizations for years.
Make it yours. As you plan your outing this month, take
extra care that all safety precautions are covered. While
this is a routine part of campout planning, it never hurts
0 1 At
you really are taking the proper precautions.

SCOUTING OUTCOMES

This month s patrol and troop activities should give
your Scouts

] 0t
people at all times requires skill as well as goodwill
toward others

N 0 R R
1 T A O A W W W [
0o0i0oorOinooo

(0 1000000000000II00ON000000C00i0 0000 1I0000000000000000
rationally in an emergency

A O

ADVANCEMENT OPPORTUNITIES

By month s end, all Scouts should meet many of their
basic camping and cooking requirements through First
Class rank. Depending on the outing, they may also
complete all or part of the following rank requirements:
Tenderfoot

00 0000000 0000I0000IDibolo0C 0ioomnuonn

A L Y

00 0000CI000000000000I00000 O 00iomooomoomeo

00 0000000IN0000I000O00IO0000m00notomonO

Second Class

00 0000000 00000000000 00000000100

O W W M RN )
A0 T
001 00000D0I000000000000000000000000000000



First Class

00 0DI0000O0000I00I00 00000000 0000000000000
O A M A

I 1 O
(0 D00000000000I00000001 000000 00000001000

Merit Badges. Older Scouts can concentrate on the
Safety and Fire Safety merit badges this month; they

should be able to complete many of the requirements.

Depending on activities during the outing, they may
also cover requirements in Cooking, Hiking, and
Camping.

PARENT/GUARDIAN PARTICIPATION

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

00 O00IDOIODOnNIoOI0D00INmOIOCOtNICiiCmOntoomuonoo

camping and safety skills
00 10000I0000000000000000000a0000
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00 000I00I000000000I000000 0000000000 o0oD
the campsite

00 OO0IoIoCr0IboobOIni00I0I001000000000000000

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.

{0 000001000 000000I0I0 000000 00i00000I00000 O 000000
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.

{0 000000001000i00000I00000 000000 00000 00000000000
tions. If you are going to a mall or shopping center,
make arrangements for a space.

00 1000000C0I000000000000 I 0I00000000 0 000inonmoon
not been done recently.




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

FEATURE EVENT

Safety Outing

This event might be a:

1 A A A M A
emergency situations.

0 T A RS
ing room to practice first aid and use a swimming
pool for aquatic activities, etc.

00 000000000000 D 000inonoomomit omionn
shopping center.
The patrol leaders council will choose the type

of outing to have. Schedule a variety of safety-
related activities.

Hotel/Motel Outing

Well, it s not the woods, but this outing could be useful
to let Scouts see how a large number of people are dealt
with safely. If possible, stay in a hotel or motel that has
meeting room facilities and a pool. Make arrangements

a7

for a behind-the-scenes tour to see safety procedures
such as

00 On0iD00C0o000I0oIon0aC0moIen

00 DioCOCmboono

00 O0hnoootomoomomn
N o o
00 OO00mooooono 0 O00no0noooiton

Have aquatic-related activities in the pool. Many
hotels and motels have physical fitness facilities. If the
one you choose does, try fitness activities, too. A meet-
ing room could be used to practice first aid. Or you might
visit a nearby museum or local historical landmark.

Mall/Shopping Center

Have a display or activity that promotes safety in the
home. Show a floor plan of the building you re in to
point out exits and an emergency evacuation plan.
Distribute McGruff crime prevention materials, which
are available from most local law enforcement agencies,
to promote a safe neighborhood and home environment.






SAFETY
TROOP MEETING PLAN

Date Week 1

ACTIVITY

DESCRIPTION

RUN BY

TIME

Preopening

minutes

Arrange for a fire truck or patrol car to come to the meeting
place. Ask a firefighter or police officer to explain safety
procedures for home or automobile. Practice the bowline
and have a relay race using it.

Opening Ceremony

minutes

00 00001000100 000000I0i000000000
00 00000000000 Omooboonon:

00 00000MooootCmoooan

00 0i0000di00ooo00n

Skills Instruction

minutes

00 0000100000000 00000001100000100000I0 00000 0100000000010 00a
nosebleeds.

T
watch for your neighborhood. Work with the local police
department.

00 OI000I000000I0000I0Eo0iO00I000I000000 00000
special activity for the outing. This could be a tour, special
guest visit, etc.

Patrol Meetings

minutes

Discuss plans for the outing this month and make sure
everyone knows his assignments. If it will be a trip to a motel
or hotel, set up some rules to be followed. If it will be a
campout, plan meals and the patrol duty roster, and plan
equipment distribution. Any Scouts who are going on their
first campout will need extra support. If you will be having

a safety display in a mall or shopping center, organize
activities and make assignments.

Interpatrol Activity

minutes

Do Ball Relay. (See the Games section of Troop Program
Resources.*)

Closing

minutes

Total 90 minutes of meeting

00 DI000000080O000000I0(Boy Scout Songbook)
(RILN [M]  mmO
00 O00ooooooo0a

SM

After the Meeting

Patrol leaders council reviews the next meeting and plans
for the safety 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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SAFETY
TROOP MEETING PLAN

Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction 00 00OIN000I0IOD00I00I0000000010000000 0000000 0I0i00000000
heart attack. Play First-Aid Baseball. (See the Games section
minutes of Troop Program Resources.*)
T M
training facility to see how firefighters train for various
types of fires.
00 OI000000000I0000I00I00i00000000000000 0001000000000
safety inspection of your meeting facility. Continue work on
a special activity for the outing.
Patrol Meetings Review assignments for your outing. Continue working
with first-time campers if you are going camping. Practice
minutes for any activities you might have on your outing. Plan a
5-mile patrol hike.
Interpatrol Activity Play Submarines and Minefields. (See the Games section of
Troop Program Resources.™)
minutes
Closing 00 00000000000 ooon SM
. 00 00I00oooOooooo
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

50



