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What |sa Camporee?

A camporee is many things - camping fun for balgs,thumping of hundreds of feet on the way to an
evening campfire, and the blue smoke from firekoapstew or ham and eggs. It's the patter of oain
many tents at night. It's the ripple of windbloviagfs in the morning sun. It's catching the idea of
teamwork in a patrol. It's learning to carry outaxder you don't really like.

A camporee can be a perfect showplace for the Bgpptogram and, therefore, go far beyond just
being a gathering of boys.

A camporee starts with the recognition that a padrthe basic (camping) unit. The patrol demoreta
its very best camping techniques and shares itsreqres with other patrols. The camporee involves
the type of equipment that can be carried in a gdboys and can be set up entirely by boys. The
equipment thus set up enables the boys to be ctehpself sufficient for a self-reliant experienoeer

a period of 2 or 3 days.

Camporees are held on a council or district bdsisy may be held at any time of the year. Camporee
programs may include contests and demonstrationatdbor Scouting skill as well as campfires,
games, and field events. These activities can S$awiting at its best.

Camporees can help councils and districts meeigpdineir goals. They stimulate overnight camping;
they help units to attain part of their annual a9<land nights of camping; and they help prepaits un
for long-term camping. Camporees thus help unitsatm the Quality Unit Award.

The responsibility for planning, promoting, and doating a district camporee or council campordll (a
districts having a joint camporee with a coordidgteogram similar to a national jamboree) will vary
according to your council and/or district organiaatplan. According to the functional plan of
operation, the camporall should be the responsilofithe activities committee, but might be haidle
by the camping committee or an ad hoc committeask force established just for that purpose. In no
cases should commissioner staff members be giweresponsibility for administering this event -ithe
job is "to commiss.

Organizing to Get the Job Done

The council and district activities committees, édagsponsibility of organization and administratedn
the camporee.

The camporee should be included in the councifmalnprogram. It is an adventure for boys, provides
good program ideas for the troops, and is a goadiumefor interpreting the Scouting program to the
public. The successful camporee requires good pignorganization, and promotion. Organization is
especially important for the selection of properspanel, and the assignment of duties can determine
the success of the whole affair.

When planning for a council camporee, each diswilttneed the following personnel: (1) a camporee
director or chief in charge of the district are?); 4én assistant director in charge of program,
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represents the district on the events team; (Byaid officer, who becomes the representativéhe!
health and safety team; (4) a registrar, who besamaember of the participation team; and (5) a
person who represents the district on the awasdsa.te

The Camporee Task Force

This committee is composed of a general chairmancaordinator; staff adviser; camporee chief; and
project team chairmen for participation, physiagahagements, publicity, awards, finance, health and
safety, events, and special guests. This groupgosed mainly of team chairmen) becomes an
executive or planning task force. They may eleditamhal members to help put the plan into action.
The executive task force has the following respulises:

o Confirming dates

Deciding location

Establishing time limits

Agreeing upon a schedule of target dates for cainglell arrangements
Approving proposed budget and fees

Approving general program plan

Making camporee policy

General Chairman

The first step, after the camporee has been appray@n event in the council's program calendaingi
appointment of a general chairman. This is donthbycouncil or district activities subcommittee,
depending upon whether the camporee is a coundiktict event.

Qualifications: The general chairman should be a prominent cittreha leader in the community who
is capable of recruiting top-flight volunteers &g on the task force. The chairman may or mayaot
a Scouter, but must have an appreciation of theeval Scouting and camping.

The selection of this person should be made at &a®nths in advance of the camporee; this makes
recruiting easier and gives the general chairmantplof time to size up his job and organize toiget
done. It is important that the general chairmae&édhe best people available to head the varionjeg
teams. With the help of the staff adviser, he ggland recruits these people at an early date nAgze
earlier they are contacted, the better the chamicé®ir accepting the assignment.

Job description: The general chairman works closely with the steffiger in giving leadership to this
project. Responsibilities include the following:

Selecting and recruiting the best people for ptaeams

Presiding at all camporee task force meetings

Following up with vice chairmen to see that itemstloe work schedule are completed
Coordinating operations at the camporee (may hgress$ to the camporee chief who is the
operational director at the site)

¢ Sending thank-you letters to key persons who help#ddthe camporee

Participation Team Chairman

Qualifications: The participation chairman should be a person éspeed in the fields of promotion
and selling. He should be a good organizer artigievent is a council camporee, must be capal
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giving direction to vice chairmen in each of thetdcts recruited by the district chairmen. The rbens
of this project team need not necessarily be Scobie must appreciate the value of Scouting to the
community.

Job description: This person is responsible for recruiting the mersloé the project team. When
holding a council camporee, the vice chairmen sasvdistrict representatives on the council tasgefo
The job of the project team is to provide Scouter@sand troop committees with complete camporee
information, such as dates, location, types of eyepecial features, etc.

The participation team is responsible for the fwilog:

o Promoting participation in the camporee by all pgahe newest as well as the veteran troopsby
personally contacting all Scoutmasters and troaoproitees, if necessary

e Maintaining a checklist of advance registrations

o Following up on troops not yet registered

¢ Planning for and conducting a leaders' informatraeting (this might be a regular roundtable)

e Encouraging family participation (visitors' periadimpfires, picnics, etc.)

¢ Aiding troops in preparation for the camporee (&atip, equipment, finances, etc.)

¢ Planning for and conducting registration of troops

e Maintaining attendance records and providing parsbat headquarters tent for registration

Physical Arrangements Team Chairman

Qualifications: The physical arrangements chairman should be amperko has the background and
experience to be able to visualize the physicableras involved in setting up a tent city. This pers
should be able to recruit others whose talentspasdions make it possible to handle the job. Bndd
contractors, truckers, utility company supervisergjineers, etc., make good physical arrangements
chairmen and committee members. They must appeettiatvalue of Scouting but do not necessarily
have to be Scouters.

Job description: The chairman of this team is responsible for recrgithe team members. They are
responsible -for the following:

Securing permission to use the camporee site

Securing a map of grounds (blueprints)

Making master layout by districts (if a council gaonee)

Adhering to good conservation practices duringafsste and its final condition after the event;
consulting with local conservation officials

Laying out troop sites to meet the needs of eampt(at least 8,100 square feet, or 90' x 90", per
troop)

Securing and setting up the headquarters tentadtesh

Providing needed headquarters equipment

Arranging for flags and flagpoles at headquarters

Distributing copies of the layout to district cannge directors (if a council camporee)
Developing a plan for site assignments

Providing signs for headquarters, refreshments, &iid, latrines, water supply, approach to
camporee site, districts, troop numbers, traffistom, and summer camp information tent
Arranging for public-address system, including ey, operation, and return

o Providing water needs-arranging for water wagaster bags, and nearby sources (25 gallons of
water per person for each-hour period; one water outlet for each six to eighbps; locate
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outlet no farther then 300 to 400 feet from cangss

¢ Arranging for necessary latrines (one seat peret5qms; one urinal per 30 persons) (These may
either be dug by patrols or, if specifically pladnput in by the physical arrangements team.)

o Arranging for physical needs requested by othemmase project teams

¢ Arranging for a trading post when desired; secuand setting up the tent or shelter, determining
location of trading post, recruiting personnel perate, listing items to be sold in an advance
bulletin, obtaining prices, placing orders, settamgl posting hours to be open, prohibiting outside
vendors

o Providing badges or insignia for officials

¢ Arranging for camporee staff meals

Program Team Chairman

Qualifications: The program team chairman should be a person whivates others well. If possible,
this volunteer should have had leadership expegi@ngroup activity programming, and should have
sufficient stature in the community to be abledtl on others to supply program leadership. Finally
and perhaps most important, this person shoul@dtodiar with the council's camping program and f
a keen appreciation for Scouting's values of cliaratevelopment, citizenship training, and physical
fitness.

Job description: Besides being responsible for selecting and renguihe personnel for the team, the
program team chairman is responsible for scheddagyeneral program and planning and executi
activities such as judging for ratings, demonstradj contests, campfires, and special features. Thi
chairman also arranges for religious services vgags, and public participation at the camporee site
Specific responsibilities are the following:

o Developing the general program

List the events

Prepare a schedule with time limits

Locate the events

Determine which events will be councilwide ortdetwide

Provide participation and publicity teams witlvadce copies of events

arLONE

e Promoting program features

Develop a list of subjects desired
Develop a recognition plan

e

e Providing events

Develop list of events

Detail all events, including time allowed, regurents, materials required, scoring
Recruit observers and instructors

Conduct contests

Arrange for presentation of awards

agrpONDE

e Conducting a campfire

1. Develop the campfire program and secure speciatt@ammen
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Develop ceremonies and secure props and costuinmegdec

Arrange for Scouts needed in ceremonies

Arrange for patrol stunts or skits

Secure a campfire song leader and emcee

Provide a list of physical requirements for thggcal arrangements team
Prepare a final program and script and condect#impfire

Nogo,rwN

¢ Arranging for religious services (in cooperatiorttwieligious advisory committees)

Arrange for Jewish services on Friday night, wheaded

List hours of nearby Catholic mass on Sundaymange for a field mass, when needed
Arrange for a Protestant service in camp, wheteé

Arrange for other services as needed

Set standards for proper uniforming when attepdervices

aprwONE

Camporee Chief

Qualifications: The camporee chief needs to be an experiencede€aehid can keep events moving
schedule and motivate all personnel on the camsitee

Job description: This person coordinates the full program, keepsowing, solves problems and, with
staff assistance, checks units out of campsitdseatonclusion of the event.

Publicity Team Chairman

Qualifications: The publicity chairman should be recruited with te@peration of the council public
relations advisory committee. This person shoulfbbaliar with the publicity field and be capable o
recruiting others who have relationships with neaysp's, radio and TV; stations, and other publicity
media. Members of this team need not be Scouteérshould have an appreciation of the value of the
movement in their community.

Job description: The chairman of the publicity team is responsiblerécruiting team personnel. The
team is responsible for publicizing the event iwsgapers, on radio and TV, and after the camporee
with talks, slides, and videos to various grougsecfically, the publicity team is responsible for
publicity through the following media:

o Newspapers

1. Provide advance stories and pictures to all gafmeake up a series)

2. Make sure boys who appear in pictures are prpp@iformed

3. Arrange for reporters to be present

4. Arrange for feature pictures

5. Secure full-page congratulatory ads and pluggher ads from local merchants

6. Secure a camporee page in the local paper

7. Provide an editorial comment on "young Ameriaathe local press

8. Arrange for a cartoon feature on physical fitr@ssutdoor values of camporee
e Radio

1. Provide stations with spot announcements a weakiwiance to run all wee
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2. Arrange for guest interview
3. Make a tape recording at the camporee and arfange use on the air

e Television (where available)

Provide stations with videos and narrations toduring the week before the camporee
Arrange for guest interviews

Arrange for a video to be made on the spot andater on a news show

Arrange for followup videos

Organize and train boy speakers, who will appeaperly uniformed

Arrange for taking videos and slides to be udestevice club meetings and similar functions

ourwNE

Finance Team Chairman

Qualifications. The finance chairman should be a member of theatist council finance committee
and thoroughly familiar with the policies and prees of financing Scouting. The finance chairman
should be aware of the financial needs and probt&tttse council and recruit a small team to assist
with these duties.

Job description: The chairman of the finance subcommittee is resptanfor recruiting the team
personnel. The team is responsible for the follgwin

o Developing a camporee budget and estimating thieofesipplies and services

o Estimating income from sources (trading post s;plegistration fees, etc.) other than by cot
appropriation

o Determining the amount of money (if any) requiredalance income and expenditures

o Submitting requests (if any) to the council finawoenmittee for funds from the camping and/or
activ-ities appropriation to balance the camponggglet

Health and Safety Team Chairman

Qualifications: The health and safety chairman should be seledtbdive help of the district or

council health and safety chairman. Someone frarctuncil health and safety committee could be
assigned to handle this responsibility and servihercamporee task force. Personnel for this team
could be recruited from the district or council hle@and safety committee and from groups with samil
interests, such as the Red Cross, industrial sdfgigrtments, and local health departments. Members
from the latter groups need not be registered &csut

Job description: The chairman for the health and safety team isoresiple for recruiting members of
the team. They are responsible for the following:

o Camporee sanitation: Check the source of the vgaigply and the number of available outlets,
and arrange for additional outlets, if needed. Ageato have the water tested. Check on drainage,
adequate toilet facilities with toilet paper andevdor washing hands at the latrines (patrols are
responsible if they dig the latrines). Secure anitefior installing latrines if needed. Supply
nightlights at the latrines.

o First aid: Secure and set up a first aid tent etteh placing it in a proper location. Securerteai
personnel. Make certain that all necessary equipar@hmaterials are on hand. Have an
ambulance or station wagon on hand in case of angamcy. Supply a sign or Red Cross flag for
the first aid center. Clear ahead of time withltel hospital for possible emergency treatm

http://www.netwoods.com/campguid/campguid.t 4/6/201(



Camporee Guic Page8 of 19

o Traffic safety: Determine what control will be neeld arranging for police assistance if neces
Provide parking for visitors and participants.
e Program: When requested by the program chairmaistas demonstrations for fitness, first aid,
emergency preparedness, and safety.
o Fire safety: Establish standards and check on deesglpes and locations-and troop cooking
fires. Restrict liquid fuels within policy limitadns. Prohibit flame lights in tents.
o Site check: Check the site for all possible hazards
e Tents: Promote the use of two-person trail teritecking to be sure that they meet BSA
standards. Tents must provide:
1. Sleeping space for two campers and adequateystspace for their packs and equipment
2. Reasonable dressing space

Awards Team Chairman

Qualifications: The chairman of the awards team should be familitir the Boy Scout advancement
program and be experienced in organizing and sigdegv This person must be able to recruit a team
and know the basic skills of Scout camping.

Job description: The chairman of the awards team is responsiblesfouiting members of the team.
They are responsible for the following:

e Developing an evaluation plan

e Developing scorecards or sheets

¢ Deciding upon and securing awards

o Providing the participation team with the final plearly enough to be included in their
instructions to Scoutmasters

Recruiting and training the necessary number oéoless

o Tallying patrol and troop scores

o Arranging for presentation of awards

Camporee Games and Activities

With a three-tiered program in Boy Scouting, cansgaactivity planning becomes a challenge.
Activities should be planned to meet the varyingels of program in a troop.

You may want to plan different areas of the campadoemeet the levels of challenge of the Scouts.
Venture activities may be developed on one of thatWre programs.

Remember, camporees don't always have to have tibingevents. The following pages contain
events and activities that combine Scouting addiwit

Scouting Values

Boys join Scouting, in part, because of the proroisets of action. The opportunity to go campingla
to learn the associated skills translates intoféurboys.

As a Boy Scout leader, you help boys get the maisbbthese activities by discussing or reflectomy
the experience soon after it is completed. Mucthefvalue and "values" of Scouting lie beneatt
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surface. It is easy to see the activities that keemg men busy, less easy to see the real pugrat
benefit of these activities.

"Sticks and stones will break my bones but wordsrever hurt me." (old nursery rhyme)

Before describing these activities, we would likeiyo consider the kind of environment that wilsbe
support children's learning and development. Ad@ets are particularly subjected to verbal put-down
by their peers and others. They are adept at thapckhot.' It is the way of being a teenager in Acae
Unlike the sticks and stones in the nursery rhytmase words often hurt. No place seems to be immune
to this kind of language.

Simply put, Scouting should be a safe haven fospwywhich there is no fear of ridicule or harassh
These activities are conducted within the contéxhis safe environment, and you, the leader,tset t
tone and are the role model. Initially you may hawveemind the boys: "No put downs or cheap shots i

this troop!" After a while, the boys, themselved) wontrol the behavior and feel good about the
difference. It is within this environment that teesctivities work best.

Observation Game

Your patrol comes to a tree that could be an olagienv point into the next valley. Some members of
your patrol must get up it to see what is goinghart,the first limb is at least 10" off the grouadd the
trunk is too large to climb. You have no long ropet each member of the patrol has a short tyipg ro
(48™) with him.

Equipment: 4-foot piece of rope for each membehefpatrol

Evaluation items: Organization, teamwork, knot-¢yskill, ingenuity, and memory

(A note describing what is in the next valley iaged in the tree. The patrol member reads the note,
leaves it, and returns to the ground to report.)

While in the tree, the observer saw a signal firthe city telling the patrol to return. The firaist be
answered with a fire that can be seen. The firet inlage large for a short period, then be extingeas
quickly before the enemy can come to it. You haviy dlint and steel.
Equipment: Flint, steel, charred cloth (no steebljo
Evaluation items: Organization, teamwork, timeesiz flame, extinguishing, and cleanup
While en route back to the city, your patrol is da&en by severe darkness. One of your patrol mes
falls and badly twists an ankle. You must take tiithh you. You do not dare show a light of any kind.
(All patrol members are blindfolded.)

1. Bandage the bad ankle.

2. Make a stretcher and load the patient onto tte¢csier.

3. Move out and go north for at least 25 yards.

Equipment: Two poles, blankets, neckerchiefs fordfblding, and one neckerchief for bandage

Evaluation items: Quiet communication, bandagetaser, direction, leadership, and ingen
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In the darkness, you fear the loss of one of yatirgh members. You cannot use voice communica

to keep track. You remember that each of your patembers has a length of rope with them. It would
work. Using his rope, each patrol member ties alinevaround his own waist, leaving enough rope to
tie around the belt line of another patrol membe®. When all patrol members are tied in traflibe
the patrol leader, the patrol moves out for attl@asyards to the east (with all patrol members
blindfolded).

Equipment: Neckerchiefs, ropes

Evaluation items: Communications, quietness, kratganization, direction

I nitiative Games

Scouting is a skill-building program. For examgieys learn simple knots like a clove hitch or assqu
knot. They then build on these skills as they lgarlash. Ultimately, they may participate in builgl a
large structure like a monkey bridge. So, too,theeskills for ethical leadership built in smakgs that
nurture the development of a boy's sense of redpbtysfor his choices and their effects on others
These skills are practiced through initiative gammwed Scouting skills. The power of these activitgeis
helping boys make sense out of the game or skiteBgcting on that experience at the conclusion of
the activity.

A little more about initiative games. Initiativergas and cooperative activities are different froosin
games we are familiar with. What's different is weey we play them. These games can be very
competitive, with lots of strategy and skill withaequiring someone to lose. Everyone has fun,imnd
that sense, wins.

Initiative games are purposeful activities withpgafic goal(s) and learning process that is less
competitive and less rule-oriented. They can bestdscribed as "action and reflection” experiences.
These games:

1. Have specific objectives, such as cooperatrost,tor imagination through physical and verbalugx
activity

2. Are problem-solving in nature

3. Must be talked about or reflected upon for therhave the maximum impact on the participants
4. Are fun'

The following is fromParents magazine, April 1988:

Many studies conducted in various social and caltsettings conclude that competition interferethwi
people's ability to get along.... These activi{lesw games) provide an alternative to the mostly
competitive games children see and play, and dets, can open up their minds to the idea thaaktth

are other possibilities in life besides winning dosing.

It's not that competition is unhealthy. It givestlis drive toward excellence or the achievement of
goals. Competition can be a learning experiencenweetest ourselves against a stand
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Scouting can balance the thrill of competition witile personal empowerment that comes from wor
together to solve a problem or making a differeincgour community.

Scouting Skill Games

These events are either adaptations of currentitgesi or designed for BSA skill requirements. All
events can be "scored,” and all Scouts are eliggblee recognized for skills learned and for their
participation. The emphasis at each activity shtweldn teamwork, effort, and cooperation, as well a
excellence in the performance of the skill. Aftarewvent is conducted, Scouts reflect on the expegie
just as in the games. After reflecting, ask theshibyhey want to try the event again to improveit!
score. Inevitably they will.

How To Use These Games and Skill Events

The following outline walks you through the stesiyshould consider in using the games or Scouting
skills with your troop.

Be Prepared!

Familiarize yourself with the activity you have cem. Know how the game is played, what the
objectives are, and how its parts lead to the legrabjective.

Plan strategy ahead of time so you can help yoautSdaf they get into trouble with the game.

Figure out space and equipment requirements. hmpig an activity for a camporee, encourage troops
to try it out ahead of time to avoid last-minut@gs.

Think about some questions you can use in reflgdoliowing the activity. You may want to jot down
some notes. Each activity has a few questionsttgaestarted.

Present the Game

Make the rules clear. Be sure that the Scouts statat the problem they must solve or the skilléo b
learned before they begin. Emphasize that thereldhi@ no "put downs" or harassment during the
activity.

Stand back. Let the Scouts solve the problem thiseseEven though you may know a better solution,
let them figure it out for themselves. They wilata the most from an experience that they've worked
through on their own.

L ead the Reflection

Lay the ground rules for discussion. Have Scoutsosthey can see each other and ask them to agree
not to interrupt or make fun of each other. LettHenow they are free to keep silent if they wish.

Facilitate the discussion. As a leader, avoid émeptation to talk about your own experiences. Reser
judgment about what the Scouts say to avoid aitigithem. Help the discussion get going, thethie
Scouts take over with limited guidance from yowdt describe what you saw, be sure that your
comments don't stop the boys from adding their twanghts. Above all, be positive. Have fun with the
activity and with the processing sessi
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Use thougt-provoking questions. The following types of quessi@are useful in reflectini

o Open-ended questions help avoid "yes" and "no" answers. "What was thgpse of the game?"
"What did you learn about yourself?"

o Feeling questionsrequire Scouts to reflect on how they feel abouatwhey did. "How did it feel
when you started to pull together?"

o Judgment questions ask Scouts to make decisions about things. "Whatth@best part?" "Was
it a good idea?"

o Guiding questions steer your Scouts toward the purpose of the agtant keep the discussion
focused. "What got you all going in the right diren?"

¢ Closing questionsthat help Scouts draw conclusions and end the sssmo. "What did you
learn?" "What would you do differently?"

Reflecting on an activity should take no longemti@ to 15 minutes. The more you do it, the eatier

becomes for both you and your Scouts. Remembethbatalue and values of Scouting often lie
beneath the surface. Reflection helps you ensatdlibse values come through to your Scouts.

Camporee GuideGames

Create Your Own Game

Just follow this simple format, and you can dedajs of Scouting skill events. Théew Games Book
andMore New Games, edited by Andrew Fluegelma@pwstails and Cobras and Slver Bullets, by Karl
Rohnke, and th€ooperative Sports and Games Book and theSecond Cooperative Sports and Games
Book, by Terry Orlick, are great resources for more gari@ese games should also be put into the
following format.

Title- Think up a creative, funny, or intriguing title pening to the activity.

Objective - Write a simple one- or two-line description of thigective.

Procedure - Give a straightforward description of how the eva@muld happen, written in a manner
that is easy for Scouts to understand. There iseeadl to be overly detailed concerning the natutbef
activity.

Rules - Limit rules as much as possible, so that they afety guidelines and not restrictions on the
activity.

Scoring - Provide a scoring criteria for the Scouting skileats only. Initiative games are not scored.
The scoring should encourage participation andigeoattainable goals for all participants.

Processing - Provide the leader with a starting point for preieg. There should be 6 to 12 specific
guestions to ask the group.

Materials- To make it easier for the people doing the actj\ptpvide most of what's need
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Cooperative Activities Format

Title:
(Enter your own game.)

Objective:
Procedure:
Rules:
Scoring:
Processing:

Materials:

Special Activities and Specifications
Bullwhip Activity Station

Description

The station has two areas, each a square 20 festabnside. Each area is divided into four squares,
each 10 feet on each side. One foot from the ceittie area, between the center and the corraars, f
5-foot posts have been buried so that they aretd#. Balloon are fastened to the posts for &t
pop with the bullwhips.

Objective

This activity teaches Scouts how to crack a bulpndmd how to use a whip for accuracy. A member of
the staff gives instructions to each new group teefoey are allowed to use the whips.

Rules

1. Before a Scout is allowed into a square, he ieftriefed on the safety of the bullwhip.
2. Each boy will be placed in the corner of hisagupposite from the post.

3. Each Scout must wear safety goggles while iratbe.

4. A staff member with a whistle watches the areanfa safe distance. If all rules are not followes,
blows the whistle, and all Scouts must stop cragkie whips until he instructs them to continue.

5. When the time is up, all Scouts remove theirgieg roll their whips, and lay them where they
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standing before leaving the ar
Construction
1. Two areas, 20' each, are laid out, with a fetgarea between them.

2. At the center of each area, four 4' diametetspdslong, buried 2' in the ground at a poirfitdm the
center point of the area.

3. Two feet in from the side corners, place markeiadicate the Scouts' positions.

Special Requirements

Safety is of utmost importance in this activity. Mglcracking whips, people have snapped their hats
right off their own heads, have caught themselvethe arms and legs, and have wrapped whips ai
themselves. Therefore, it is important that prapstruction be given to the Scouts before they rethie
area, and that they wear safety goggles whilearatiea.

1. Scouts are to keep their arms extended atemgjth while cracking the whips.

2. When trying to crack the whip, the arm motionsirioe away from the body.

3. If two boys get their whips tangled, the statiarduty will blow the whistle to stop the crackiagtil
they have untangled their whips.

4. Scouts must wear safety goggles while in tha.are
Materials

24 5-foot posts, 4" in diameter

30 8-foot bullwhips

33 pairs of plastic safety goggles

3,000 balloons, 10' in diameter

300 upholstery tacks (with rounded heads)

24 survey stakes for area corner markers

24 10" spikes for markers

3 rolls surveyor's tape for markers

Tomahawk Throw Activity Station
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Description

Each Scout will be taught how to throw a tomahawit given a chance to practice throwing it. After
the Scout has had a chance to practice, he waltlinree "hawks" for his score. The target is a
crosssectional area of a log from 18" to 24" imukter (as big as the local area is able to provitied
target will be set upon a tripod to help to supploetiog and to steady the log when the tomahatek hi
it.

Objective

Give each Scout an opportunity to learn to thromabawks. Allow each Scout a chance to practice
throwing the tomahawks (practice throws may betéohby the time available). Each Scout will ther
given an opportunity to throw three tomahawks fecare. The scoring will be based on accuracy. A
target will be painted in the center of the target] each Scout will be awarded points for howecltos
the center of the target he gets and how many hawissicks. The patrol champion will be the Scout
who scores the highest. The patrol score will lgettital sum of the score of each Scout, dividethby
number of Scouts in the patrol.

Rules

1. Keep tomahawks secured in safe place when ngen

2. The activity leader breaks the patrol up intop@using the buddy system). He then gives a
demonstration of what they are to do and how td.dde assigns each pair a station.

3. The leader directs throwing so that safety ralesobserved.
4. The staff member demonstrates how to throw aktia

5. One Scout throws the "hawks" while the otheruseemtches. The staff member points out ways for
the Scout to improve after each throw.

6. The Scout who threw the "hawks" retrieves theawvks."

7. The Scout who does not throw stands at the tihgpline while the Scout who threw retrieves the
"hawk."

8. The other Scout then takes his turn.

9. Only one set of "hawks" (three "hawks" in a $&t)sed per throwing space (target).

10. Anyone not observing the safety rules must watiside the area for his patrol to finish.
Materials:

15 Tomahawks

15 log slabs, 8" thick, 18' to 24" in diameter

1,000' 1/4" line for flaggint
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| spool orange survey flaggir
120 5' or 6' survey stakes

3 8" bastard files (for repairing the faces of tinmahawks)
4 tripods

100 16d nails

30 two-by-fours, 2' long

15 two-by-fours, 2 1/2' long
15 two-by-fours, 11/2' long

30 target rests

30 5/8" nc by 8" stove bolts
15 5/8" nc by 5" stove bolts
45 5/8" nuts

90 5/8" washers

45' 1/4" chain

Special requirements:

Safety is of the utmost concern.

Flag the perimeter of the area with plastic flaggio prevent unauthorized entrance.

Tomahawk— Top View

Figurel - Tomahawk Top View

Tomahawk— Side View

Figure 2 - Tomahawk side view (Original head pattern 3"x2")

Tomahawk Construction
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Tomahawks should be made out of 1/4" plate steeociine above pattern and welded on to
handles. The handles are made of 3/4" black pipe.efiges of the handle and the blade should be
slightly rounded. The blade should be sharpened3@0 edge, beveled on both sides.

Tomahawk Event Layout

Tomahawk Event Layout

Knife Throw Activity Station

This is a skill patterned after the abilities o# fhhontiersmen and mountainmen to throw a big kimfe
a log or tree. The Scouts are paired up, and thtinevknives at targets of wood. If a Scout has alifty
throwing, he can practice until he gets an undedstey of the skill. The challenge is to stick thef&
into the bullseye of the target.

Objective

The Scout is given three practice throws, therdsexd on the next three throws. The champion is the
Scout with the best score.

Rules

The activity leader divides the patrol into pairsiddies). He gives the patrol a demonstration am oo
throw the knife, pointing out safety concerns. Blogs move to the target areas and receive th&ethr
knives. The boys throw when given the signal, twbaen both have thrown their practice throws, they
retrieve the knives and prepare to throw for poifiteese safety rules must be followed:

1. No one crosses the throwing line until all smves have been thrown.

2. No throwing will be allowed unless at a targaetafied by the activity leader.

3. Knives must be checked out and in with the @gtleader.

4. Scores must be verified by the activity leader.

Operation

All knives will be stored in a secure place whemhinaise. Instructions will be given to all parpants,
pointing out safety aspects and recommended thgpteichnique. Permission to throw will be given,
then practice throws and scored throws will be madier the scores are verified, knives will be
collected and stored.

Construction

One area must be cleared at least 45' deep byi@®' Rlace two preconstructed tripods 4' apart
centered, 20' from back of clearing and 25' fromhng line.
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2 tripods (see page 26 for descripti

2 targets (log wafers 18" to 24" in diameter bydexp)
12 knives (per area - 24 in use, 24 backup setgesitarget)
480' flagging or fence

5 8-foot poles, 3" in diameter

27 5-foot poles, 3" in diameter

9 3-foot poles, 3" in diameter

18 metal target rests (see diagram)

9 1/8" stove bolts, 8" long

18 1/8" stove bolts, 5" long

9 log wafers, 18' to 24" in diameter, 12" deep

48 knives (see diagram)

1 dining fly

2 stumps, 18" to 24" in diameter, 24" deep

1 sign, 2' by 8

1 sledge hammer (1/4 pound)

1 shovel (round nose)

20 stakes, 1" by 2' by 16"

Special Requirements

Pagel8 of 19

Safety rules must be followed. A flagged perimete200' by 120" must surround the four throwing

areas to prevent unwanted entrance.

Knife Pattern

Figure 3 - Knife Pattern

Knife Construction
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Use 1/4" boiler plate, with a 30 degree bevel ot Isades. It should be beveled just far enough ba

allow knife to stick. (original pattern = 5 1/2"rg)
Materials

6 16d nails

2 two-by-fours, 2' long

1 two-by-four, 1 1/2'long

1 two-by-four, 2 1/2' long

2 target rests, made from 1/4" plate
2 5/8"by 5" stove bolts

1 5/8"by 8" stove bolt

3 3/4" nuts

6 5/8" washers

4' jack chain

Target Tripod Constructiof?22k)

Target Tripod Large for printing (83Kk)

Knife-Throwinq Event Layout

April 5, 1996
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