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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 guide in chapter 8 of the
Scoutmaster Handbook will guide you through the
basics of planning, from doing your homework to
securing 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.

1. Do YOUR HOMEWORK.

2. GET PATROL INPUT.

3. CONDUCT THE ANNUAL TROOP
PROGRAM PLANNING CONFERENCE.

4. OBTAIN TROOP COMMITTEE SUPPORT.

5. DISTRIBUTE INFORMATION.

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
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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.

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. 34554; 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 organiza-
tion. 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:

e Centennial Quality Unit Award
« National Camping Award

e Service project or Good Turn

e Summer camp

» Special weekend events

e Troop membership growth

e Troop equipment

« Advancement

5. Review the program features available to

the troop.

Using the Troop Program Planning Chart, list your
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
troop’s objectives will be with everyone’s help.

Review the resources needed to plan the troop
program.

Discuss the program features suggested for the
coming year.

Discuss what major events and activities the
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
a way to hang calendars on the wall? Use the checklist
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 ACTIVITY SCOUTMASTER

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

II. REVIEW CONFERENCE GROUND RULES
SENIOR PATROL LEADER
A. Write down the conference objectives:

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.
3. The majority rules.
III. DEVELOP TROOP GOALS SCOUTMASTER

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.

IV. 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.
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ANNUAL TROOP PROGRAM PLANNING
CONFERENCE CHECKLIST

Literature

Troop Program Features, Volume I, No. 33110

Troop Program Features, Volume II, No. 33111
Troop Program Features, Volume III, No. 33112
Troop Program Resources for Scout Troops and
Varsity Teams, No. 33588

Scoutmaster Handbook, No. 33009

Boy Scout Handbook, No. 34554

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

V. 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.
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E. Vote on the final list of program features.

F. Insert the approved features into the Program Supplies
Troop Program Planning Chart. 1 All Aboard activity (supplies needed)
VII. LUNCH OR GAME BREAK L] Game (supplies needed)
VIIL. SCHEDULE SPECIAL TROOP ACTIVITIES 1) Flip-chart stand and pad(s)
[J Twelve large calendar pages
A. Decide on a schedule for the following: ] Felt-tip markers
1. Board of review L] Writing pads for participants
2. Courts of honor LJ Pens or pencils
3 R i ¢ night [] Thumbtacks
. Recruitment night(s) [ Masking tape
4. Webelos Scout graduation [1 Extension cord
B. Add these dates to the Troop Program Food,/Refreshments
Planning Chart. [ Refreshments for morning and afternoon breaks
IX. FINALIZE THE TROOP PLANNING [J Additional food (lunch, etc.)
WORKSHEET
) . . Conference Facility Setup
Put the Troop Program Planning Chart into final [] Tables set in horseshoe or square, depending on
form for presentation to the troop committee. number of people

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

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
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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.

Prepare flip chart with conference objectives
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
inspired to join your troop.

PLANNING THE MONTHLY
TROOP PROGRAM

Developing an annual plan is really just the first step
in planning the troop program. On a quarterly basis,
the patrol leaders’ council should review the annual
plan and make any adjustments necessary to ensure
the smooth implementation of all programs. These
quarterly 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.
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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
inspiration to Scouts about how they can enjoy the
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 I, No. 33110; Volume II, No. 33111; and Volume
111, No. 33112). Another program tool, Boy Scout Leader
Program Notebook, is a pocket-size publication that
contains space to jot down ideas and plans for troop
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.




TROOP MEETING PLAN

Date

ACTIVITY DESCRIPTION RUN BY TIME
Preopening

minutes
Opening Ceremony

minutes
Skills Instruction

minutes
Patrol Meetings

minutes
Interpatrol Activity

minutes
Closing = Scoutmaster’s Minute. SM

minutes

Total 90 minutes of meeting

After the Meeting

14



AQUATICS

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

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

If possible, hold all troop activities this month at a
waterfront or swimming pool. The troop meeting plan
for this month suggests both water activities and
alternatives to use if you must meet at your regular
meeting place.

If the troop does not have access to a waterfront or
pool, ask for help from your unit commissioner or dis-
trict activities committee. They might suggest municipal
pools, facilities at a YMCA or YMHA (Young Men’s
Hebrew Association), or even school or motel pools that
could be used. For these facilities, you will probably
have to hold troop activities in off-hours.

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

Snorkeling, Mile Swim, BSA, and BSA Lifeguard awards.
The big event will be a water show for the troop’s

families or a water expedition with canoes or rafts.

The patrol leaders’ council’s choice of events for the

show will depend on how many Scouts have earned the

swimmer designation.

SCOUTING OUTCOMES

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

< A better understanding of physical fitness

e Greater swimming skills, and perhaps greater skill in
handling canoes, boats, or other watercraft

* Enhanced self-confidence

ADVANCEMENT OPPORTUNITIES

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



STERN SEAT

PECK.

Rt

BILGE KEEL

GUNWALE

FREEBOARD

WATERLINE

KEEL

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

e Physical fitness—health, conditioning, swimming

Second Class
e Patrol/troop participation—Ileadership
e Personal development—Scout Oath and Law

» Physical fitness—health, conditioning, swimming

First Class
= Patrol/troop participation—Ileadership
e Personal development—Scout Oath and Law

e Physical fithness—health, conditioning, swimming

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

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

« Asking qualified parents to assist with
swimming instruction

< Inviting parents to come along on the
water expedition

e Inviting the whole family to your water show

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.

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

« Decide whether to make the big event a water expe-
dition or water show. Remember that for a canoe
or raft trip, only Scouts who have been classified as
“swimmers” are eligible to go, since the BSA Safety
Afloat plan bars nonswimmers from all watercraft
except rowboats and motorboats. So, if many of your
Scouts cannot be expected to earn the swimmer des-
ignation before the big event, better plan for a water
show. See the ideas on these pages.



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

= [f the big event will be an expedition, arrange to
borrow or rent equipment. (Some BSA local councils
will rent canoes.)

« |f possible, arrange to secure a waterfront or pool for
all troop activities. (Remember that it may be neces-
sary to change regular meeting dates or hours to use
these facilities.)

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

FEATURE EVENT

Water Show or Expedition

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

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

Water Show

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

The following are some suggested activities.

SAFE SWIM DEFENSE. Remember to use this for

all swimming activities. Demonstrate the Safe Swim
Defense and explain its value for safety. Prior planning
is needed for any swimming or boating activity. It is
required that at least one adult must be certified in Safe
Swim Defense and/or Safety Afloat, which also requires
CPR from any community agency. See the Scoutmaster
Handbook.

RESCUE BREATHING. Have a patrol demonstrate
rescue breathing and invite family members to try it.

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

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

NAIL-DRIVING UNDERWATER (for parents). Have a
hammer, five nails, and a piece of 2-by-4 for each parent.
The object is to go underwater with the block, nails, and
hammer, and pound as many nails as possible within

a specified period—say, three minutes. Obviously, your
parent can come up for air between strokes.



LIFESAVING WITH CANOE. Have a patrol demonstrate
how to right a capsized canoe and how to save a strug-
gling swimmer using a canoe. See the Canoeing merit
badge pamphlet.

MOTHER-DAUGHTER/SON BALLOON TOSS. Each
mother-daughter/son team is given a balloon filled half-
way with water. Partners face each other about 10 feet
apart in the water and begin tossing the balloon back
and forth. After each catch, the thrower takes one step
backward. When a player misses, the team is elimi-
nated. The team with the most successful tosses wins.

Patrol Relays

Run swimming relay races in chest-deep water so that
nonswimmers can take part by walking their lap.

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

to the head of the line and passes it as before. The first
team back in its original order wins.

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

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

For more swimming contests, see the Games section
of Troop Program Resources for Scout Troops and Varsity
Teams, No. 33588.

Water Expedition

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

Also insist that a U.S. Coast Guard—approved PFD
(personal flotation device) be worn by every partici-
pant. Enforce the Safety Afloat guidelines as explained
in the Scoutmaster Handbook.
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Unless all participants—both Scouts and leaders—
are experienced canoeists or rafters, hold at least one
practice session before the big trip. This is especially
important if it is an overnighter and troop members will
be carrying packs and other equipment in their craft.

Consider the capabilities of all participants in choos-
ing a river or other watercourse. If all are inexperienced,
avoid difficult courses with white water. Save those for
Scouts who have earned the Canoeing merit badge.

If you plan an overnight camp en route, you might
arrange to have Scouts who are not eligible to go on the
trip join you at the campsite so that they can take part
in the fun.

Start your planning for a water expedition by read-
ing “Swimming Skill and Safety” in the Canoeing merit
badge pamphlet. That section tells how to prepare for
a safe, enjoyable expedition.

Special Aquatics Awards

Scouts who are already good swimmers may begin to
work toward any of four special awards this month.
Although these are not advancement awards, they will
encourage Scouts to improve their skills and have some
additional fun. The awards are:

Mile Swim, BSA. The requirements call for the Scout

to swim a mile over a measured course after four hours
of training and to know safety rules for swimming in
open water.

Snorkeling, BSA. The requirements call for the Scout
to demonstrate the use of a mask, fins, and a snorkel
in deep water, to know diver’s signs and signals, and
to understand hyperventilation and hypothermia. The
full requirements are outlined in the Application for
Snorkeling, BSA, No. 19-176.

BSA Lifeguard. The requirements call for the Scout to
know the requirements for the Swimming, Lifesaving,
Rowing, Canoeing, and First Aid merit badges, the Safe
Swim Defense, and Safety Afloat, and be able to demon-
strate specific skills. The full requirements are outlined
in the Application for BSA Lifeguard, No. 34435.

50-Miler Award. Scouts are eligible for this award if they
take part in a canoe or boat trip (or wilderness trek) of
at least 50 consecutive miles in at least five days and do
conservation work en route. The full requirements are
outlined in the 50-Miler Award Application, No. 34408.

Boardsailing, BSA. Scouts are introduced to basic board-
sailing skills, equipment, and safety precautions and
will build a knowledge foundation for participation in
more advanced and demanding activities on the water.
The full requirements are outlined in the Boardsailing,
BSA Award Application, No. 14-225.



AQUATICS
TROOP MEETING PLAN

Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Meet at the waterfront or pool, if possible. Set up the Safe
Swim Defense (Boy Scout Handbook). If the meeting is held at
minutes your meeting place, make buddy tags (Swimming merit badge
pamphlet).
Opening Ceremony Test the swimming ability of all Scouts and classify each as a
nonswimmer, beginner, or swimmer. Pair up buddies. Have
minutes instruction for nonswimmers.
Skills Instruction = New Scouts can begin working on strokes that are needed
for Second and First Class ranks.
minutes - . .
* Experienced Scouts can work on the Lifesaving or
Swimming merit badges.
» Older Scouts can work on the Venture program or on
Snorkeling, BSA; BSA Lifeguard; Mile Swim, BSA; or assist
with the instruction of less experienced Scouts.
Patrol Meetings Schedule a patrol practice for the water show. Work with
nonswimmers on swimming skills.
minutes
Interpatrol Activity Practice one of the events for the water show.
minutes
Closing = Scoutmaster’s Minute. SM
. * Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

Patrol leaders’ council reviews the next meeting and plans for
the water show. Begin work on next month’s program feature.
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AQUATICS
TROOP MEETING PLAN

Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts continue working on strokes that are needed
for Tenderfoot through First Class ranks.
minutes e Experienced Scouts continue work on the Lifesaving or
Swimming merit badges.
e Older Scouts work on the Venture program or on
Snorkeling, BSA; BSA Lifeguard; Mile Swim, BSA; or assist
with the instruction of less experienced Scouts.
Patrol Meetings Continue work on swimming skills.
minutes
Interpatrol Activity
minutes
Closing - Scoutmaster’s Minute. SM
) = Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

Patrol leaders’ council reviews the next meeting and plans
for the water show. Continue work on next month’s program
feature.
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AQUATICS
TROOP MEETING PLAN

Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts continue working on strokes that are needed
for Tenderfoot through First Class ranks.
minutes » Experienced Scouts continue work on the Lifesaving or
Swimming merit badges.
* Older Scouts work on the Venture program or on
Snorkeling, BSA; BSA Lifeguard; Mile Swim, BSA; or assist
with the instruction of less experienced Scouts.
Patrol Meetings Continue work on swimming skills.
minutes
Interpatrol Activity
minutes
Closing = Scoutmaster’s Minute. SM
. * Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

Patrol leaders’ council reviews the next meeting and plans
for the water show. Continue work on next month’s program
feature.
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AQUATICS
TROOP MEETING PLAN

Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts continue working on strokes that are needed
for Tenderfoot through First Class ranks.
minutes e Experienced Scouts continue work on the Lifesaving or
Swimming merit badges.
e Older Scouts work on the Venture program or work on
Snorkeling, BSA; BSA Lifeguard; Mile Swim, BSA; or assist
with the instruction of less experienced Scouts.
Patrol Meetings Continue work on swimming skills.
minutes
Interpatrol Activity
minutes
Closing = Scoutmaster’s Minute—reflection on the experiences of SM
the month.
minutes

Total 90 minutes of meeting

» Retire colors.

After the Meeting

Patrol leaders’ council reviews the next meeting and checks
last-minute details for the water show. Finalize work on next
month’s program feature.
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AQUATICS
TROOP OUTDOOR PROGRAM PLAN

Date

TIME ACTIVITY RUN BY
Saturday Arrive at pool or swimming area, set up equipment. SPL/PLC
9:00 A.M.
9:30 a.M. Rest of troop arrives.
10:00 A.M. Aquatic activities begin.
Noon Sack lunch
1:30 p.m. Continue aquatic activities.
3:30 p.m. Family swim
4:30 p.M. Present awards, leave for home.
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ATHLETICS
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Physical fitness has always been one of the aims of the
Boy Scouts of America, so this program feature is right
on target. Our objective in athletics is not to produce
super athletes but to promote fitness; to encourage
Scouts to make steady improvement in strength, coordi-
nation, and agility; and, of course, to have fun.

Troop meetings will include plenty of physical activ-
ity, as well as some instruction on the importance of
good nutrition and abstinence from smoking, alcohol,
and other drugs.

The big event will be a field day with various types
of athletic competition. The patrol leaders’ council may
want to arrange for an intertroop competition by invit-
ing other troops. The objective should be physical fit-
ness and fun, not just winning. The field day can be a
one-day event or the highlight of a weekend campout;
ideas for both are included on these pages.
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SCOUTING OUTCOMES

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

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

e An awareness that they can improve their fitness
with regular exercise, adequate diet and rest, and
abstinence from smoking, drugs, and alcohol

« Enhanced self-confidence as a result of improved
physical fitness

» Practice in teamwork and decision-making

< An appreciation for the concentration that top
athletes require

ADVANCEMENT OPPORTUNITIES

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

Tenderfoot

e Outdoor—hiking, camping

Citizenship—flag ceremonies

Patrol/troop participation—patrol identification

Personal development—Scout Oath and Law

Physical fithess—health, conditioning

Second Class

e Outdoor—camping, hiking

e Citizenship—flag ceremonies

= Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

e Physical fitness—health, conditioning, drug
awareness

First Class

e Outdoor—cooking, camping, nature, hiking

» Citizenship—flag ceremonies
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» Patrol/troop participation—patrol identification
e Personal development—Scout Oath and Law

* Physical fitness—health, conditioning, drug
awareness

Merit Badges. Older Scouts can concentrate on the
Athletics merit badge this month and should be able
to complete many of the requirements. Depending

on activities during the month, they may also cover
requirements in Camping, Cooking, Cycling, Hiking,
Skating, Skiing, Sports, Swimming, and other outdoor-
related merit badges.

PARENT/GUARDIAN PARTICIPATION

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

« Asking qualified parents to serve as judges, scorers,
timekeepers, etc.

= Inviting families to the outing

e Asking parents to provide transportation to the
outing site

« Recruiting parents to coach specific sports




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.

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

« Plan the events for the field day. See the ideas on the
following pages.

« Secure the necessary equipment; ask the troop com-
mittee for help, if necessary.

* Determine if you want to hold the outing in conjunc-
tion with other troops; if so, invite them.

* Plan the details of troop meetings for the month.
Consider inviting counselors for the Personal Fitness
or Athletics merit badge to help with instruction.
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e Make a list of possible patrol Good Turns to perform
for the community.

< Coordinate any intertroop competitions.

FEATURE EVENT

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

FRISBEE GOLF. Lay out a 9- or 18-hole course. The
“holes” are trees, small buildings, large rocks, patrol
flags, etc. Mark each one with a colored cloth. Make the
course challenging by using such “hazards” as ravines,
streams, and slopes. Players count their strokes from
“tee” to “hole” as in real golf.

Divide Scouts into foursomes or twosomes. The team
with the lowest score gets 100 points for its total team
score, or set some other value.

Variation: Make it a speed contest. The winning team
is the one that finishes with the fastest time, regardless
of the number of strokes.



OBSTACLE COURSE. Use both serious and fun
obstacles. Time each runner. Set point values for first,
second, and third place, etc.

DOUBLE ACTION VOLLEYBALL. Have two balls in
play simultaneously. (If possible, have different colored
balls.) A point is not awarded until both balls are dead.
Play 5- or 10-point games for faster action.

FIVE-MAN SLOW PITCH SOFTBALL. The pitcher is on
the same team as the batter. The other players in the
field may take any position they like. Play 2-out innings
and 5-inning games.

10-K BICYCLE RACE. Lay out a course about 10 kilo-
meters long. Have races for various classes-size of
bikes, height and weight of Scouts competing.

Variation: Make it a bicycle orienteering course.

2-K ORIENTEERING RACE. Lay out an orienteering
course about 2 kilometers long. The course could be
run by individual Scouts or two-man teams.

ACTION ARCHERY DUATHLON. Set up an action
archery course, with a running course between archery
sites. Make sure that all safety rules are observed at
archery sites. Scoring may include both the number of
hits at archery sites and the time taken to complete

the course.

Extreme Games

Extreme games can be extremely physically challeng-
ing events that require months of training or they can
be competitive patrol events that can be done during

a troop activity. Boys will respond to the challenge of
extreme games, and they can be easily planned and laid
out without a lot of work. The event should involve the
entire patrol, and should be divided into at least three
events. The patrol with the total best time would be

the winner.
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Each event needs not be physically challenging.
Some of the events should require reasoning and prob-
lem solving. Thus, every member of the patrol should
be able to contribute to the achievement of the goal.
Here are a few examples:

A. Move an object, such as a sandbag or a bale
of hay over a course with barriers, such as a
hill or wall.

The course need not be more than 100 yards long.

B. Patrol Dash.

Have them run a prescribed course depending on
conditioning and terrain. It could be a trail run or a
circular run.

C. Canoe or kayak course.
Select the best patrol members to represent the patrol in
this event, which should be across a lake, or a pool.

D. Bike relay.
Select a course that some or all the patrol members
would have to complete.

E. Erect a tent.
If you want to add some elements of difficulty, provide
blindfolds, or do not allow anyone to talk.

F. Kim’'s Game.

Tape seven objects to a piece of cardboard. Allow each
patrol to look at the objects for five seconds, then name
all seven objects. Failure to name all the objects would
mean to wait a full minute before the patrol could view
the objects again.

G. Other events could be created depending on
the terrain and resources available.



ATHLETICS
TROOP MEETING PLAN

Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Set up a 3-hole Frisbee golf course for Scouts. Also have a
fitness chart to test each Scout on basic fitness skills; check
minutes for improvement during this month.
Opening Ceremony = Form the troop into a semicircle.
. * Repeat the Scout Oath.
minutes
* Present colors.
* Repeat the Pledge of Allegiance.
Skills Instruction = New Scouts work on fitness skills. Record the best number
of push-ups, pull-ups, standing long jump, and 500-yard
minutes run/walk (Boy Scout Handbook).
» Experienced Scouts review a map of the area for the
outing and plan the action archery duathlon and Frisbee
golf course.
e Older Scouts work on the Venture program or begin
planning several intertroop games for field day.
Patrol Meetings Discuss plans for the outing this month and make sure
everyone knows what his assignments are and what to bring.
minutes Any Scouts who have not been camping yet will need extra
help. All other patrols plan activities to work on advancement.
Plan any meals that will be needed for the outing. If it will be
an overnighter, plan now for equipment distribution and
tent requirements.
Interpatrol Activity Play Everybody Up. (See the Games section of the
Troop Program Resources. *)
minutes
Closing e Have a Scout explain what sportsmanship means. SM
) = Scoutmaster’s Minute.
minutes

Total 90 minutes of meeting

* Retire colors.

After the Meeting

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

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

Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = For the new Scouts, have a local college athlete or health
club instructor demonstrate exercises and talk about a
minutes healthy diet and exercise plan. Also discuss the dangers of
drug and alcohol abuse.
e Experienced Scouts can plan a 20-K bike hike that includes
some sort of Scouting skill at several stops.
e Older Scouts can work on the Venture program.
Patrol Meetings Review assignments for the outing. First-time campers con-
tinue to work on hiking and camping techniques. All other
minutes patrols continue to work on activities needed for advancement
while on the outing. Practice interpatrol activities.
Interpatrol Activity Do Izzy-Dizzy Relay. (See the Games section of the
Troop Program Resources. *)
minutes
Closing * Scoutmaster’s Minute. SM
. » Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

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

Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts practice reading topographic maps and
learn the symbols used on maps. Review the clothing and
minutes personal camping gear needed for camping (Boy Scout
Handbook). Play Map Symbol Relay. (See the Games
section of the Troop Program Resources. *)
» Experienced Scouts can test themselves against the five
groups on page 1 of the Athletics merit badge pamphlet,
No. 33324.
e Older Scouts work on the Venture program or work on
topographic map orientation with younger Scouts.
Patrol Meetings Discuss plans for this month’s outing. Practice two of the
events for the field day. All patrols plan activities to work
minutes on advancement.
Interpatrol Activity Play Dodgeball and Jump the Shot. (See the Games section of
the Troop Program Resources. *)
minutes
Closing = Scoutmaster’s Minute. SM
. * Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

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

Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts post their scores for the following activities to
show improvement: push-ups, pull-ups, sit-ups, standing
minutes long jump, and 500-yard run/walk.
e Experienced Scouts plan a menu of high-energy foods to
have during the outing.
e Older Scouts can work on the Venture program or help
younger Scouts.
Patrol Meetings Review all the events for the field day. If your patrol is small,
one or two Scouts might have to compete twice in the same
minutes event. Practice two of the events for the outing.
Interpatrol Activity Play Crossing the Alligator Pit. (See the Games section of
the Troop Program Resources. *)
minutes
Closing = Scoutmaster’s Minute—reflection on the experiences of M
the month.
minutes

Total 90 minutes of meeting

» Retire colors.

After the Meeting

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

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

Date
TIME ACTIVITY RUN BY
Friday evening Load gear at meeting location, leave for campsite. Plan only a light meal SPL
en route.
Arrive at the campsite. Off-load equipment. Set up patrol sites. Stow gear and PL/SPL
set up camp.
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.M. and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.M. Clean up. Cooks
Patrols set up the gear for morning activities, clean up patrol site.
8:30-11:30 A.M. Conduct athletics skill events. SPL
11:30 A.M. Sack lunch
Noon Continue events.
4:30 p.M. Start dinner preparation. Cooks
5:30 p.M. Meal SPL
6:00 p.Mm. Clean up. Cooks
8:00 p.M. Campfire
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.M. and Second Class requirements.)
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.M. Clean up. Cooks
Patrols set up the gear for morning activities, clean up patrol site.
8:30 A.M. Worship service
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TIME ACTIVITY RUN BY
9:00-11:00 A.Mm. Hold play-off games for team events.
11:00 a.M. Break camp.

Special equip-
ment needed

Cameras, pens, troop camping equipment, athletic gear needed for events
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BACKPACKING
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Long before backpacking became a popular sport, the
Boy Scouts of America was promoting this exhilarat-
ing activity. For many years, Philmont Scout Ranch in
northern New Mexico has provided hundreds of miles
of trails for thousands of Scouts across the country. In
addition, BSA high-adventure bases and local coun-
cils throughout the country can provide Scouts with a
stimulating backpacking experience.

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

SCOUTING OUTCOMES

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

< Improved physical fitness
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* A sense of communion with nature and God

< A greater appreciation for the outdoors and a
determination to follow the Outdoor Code

« Enhanced self-confidence in their ability to be
comfortable on the trail and in camp

ADVANCEMENT OPPORTUNITIES

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

following rank requirements:

Tenderfoot

e Outdoor—cooking, hiking, camping

e Citizenship—flag ceremonies

« Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law



Second Class

e Outdoor—cooking, camping, hiking, nature

» Citizenship—flag ceremonies

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

First Class

e Outdoor—cooking, camping, nature, hiking

» Citizenship—flag ceremonies

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law
Merit Badges. Older Scouts can concentrate on the
Backpacking and Hiking merit badges this month;
they should be able to complete many of the require-
ments. Depending on activities during the month, they
might also cover requirements in Camping, Cooking,

Orienteering, Pioneering, Wilderness Survival, and
other nature-related merit badges.
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PARENT/GUARDIAN PARTICIPATION

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

» Asking qualified parents to assist with instruction in
camping and hiking skills

= Inviting parents on the backpacking outing

e Asking parents to provide transportation to the
starting point for the hike, if necessary, and pick up
at the end

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.

* Decide on the route and destination for the hike.
If permission will be needed, assign someone to
secure it.



= Decide whether it will be a day outing or a
longer trek.

* Review skills needed for the hike.

« If the troop will be camping overnight, plan special
activities. If special gear will be needed, assign some-
one to obtain it; seek the troop committee’s help,
if necessary.

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

FEATURE EVENT

Backpacking Outing
Backpacking offers a multitude of program adventures
for your troop. A hike or trek allows Scouts to interact
with nature, test their physical abilities, presents photo
opportunities for any camera bugs, and helps new
Scouts meet their hiking and camping requirements
through First Class.

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

An unfamiliar route and destination would be best
for the Scouts. Give them a topographic map and com-
pass to find their way, or follow an established trail.
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Conduct various activities along the route.
Depending upon the needs of the group, you may want
to consider one or more of the following highlights:

NATURE NOOK. Select a spot along the trail. Have
each Scout select a 3-square-foot area and study wildlife
within those boundaries. Note the plant life, animals,
insects, etc.

ENVIRONMENT PROJECT. Check with local conserva-
tion authorities for an appropriate Good Turn. Here are
some possibilities.

e Plant tree seedlings or shrubs to provide food and
cover for wildlife.

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

< Build and set out nesting boxes for birds and small
mammals like squirrels and raccoons.

e Plant hedges or windbreaks to provide winter cover
for wildlife.

< Protect a streambank by planting grass or trees.

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

HOW TALL, HOW FAR? Locate a tall tree, mountain
peak, cliff wall, etc., and have Scouts estimate its height
and how far away it is.






BACKPACKING
TROOP MEETING PLAN

Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Locate the North Star, if it is dark enough, or practice telling
directions without a compass. Set up a low-impact campsite

minutes for Scouts to see.

Opening Ceremony = Form patrols into an open square.
. * Recite the Outdoor Code.

minutes

* Present colors.

* Repeat the Pledge of Allegiance.

Skills Instruction = New Scouts work on reading a compass and learn how to
set a pace. Do Blindfold Compass Walk. (See the Games
minutes section of the Troop Program Resources. *)

» Experienced Scouts work on choosing boots for backpack-
ing and begin planning a 20-mile hike.

e Older Scouts work on the Venture program. Review the
principals of Leave No Trace and discuss ways they apply
to the troop’s next outing.

Patrol Meetings Discuss plans for this month’s outing and make sure everyone
knows what his assignments are and what to bring for the
minutes outing. Any Scouts who have not been hiking yet will need
some extra help. All other patrols can plan activities to work
on advancement. Plan any meals that will be needed for the
outing. If it will be an overnighter, plan now for equipment
distribution and tent requirements.
Interpatrol Activity « Play Hot Isotope Transport. (See the Games section of
the Troop Program Resources. *)
minutes * Run a mile and record the times.
Closing = Assemble patrols, repeat the Scout Oath. SM
. e Scoutmaster’s Minute.
minutes

Total 90 minutes of meeting

Retire colors.

After the Meeting

Patrol leaders’ council reviews the next meeting and the back-
packing 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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BACKPACKING
TROOP MEETING PLAN

Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts work on low-impact camping procedures,
including site selection and cooking with Peak-type stoves.
minutes e Experienced Scouts work on packing procedures for the
backpacking outing and select some campsites based on a
topographic map of the camping area.

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

Patrol Meetings Review assignments for the campout. First-time hikers in
the new-Scout patrol continue working on troop procedures
minutes for hiking and camping. All other patrols continue to plan
activities for advancement. Practice interpatrol activities.
Interpatrol Activity = Run a mile and record the times.
. e Do Silver Dollar Hunt. (See the Games section of the
minutes
Troop Program Resources. *)
Closing * Scoutmaster’s Minute. SM
. » Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

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

Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts work on reading topographic maps and learn
the symbols used on maps; also what to do if they get lost
minutes (Boy Scout Handbook). Play Map Symbol Relay. (See the
Games section of the Troop Program Resources. *)
« Experienced Scouts plan projects that could be done along
the hike route.
e Older Scouts work on the Venture program or help younger
Scouts with topographic map orientation.
Patrol Meetings Finalize the menu for the hike this week and make sure
everyone knows what he will need to bring. Review clothing
minutes and equipment needs, and collect the necessary fees. Go over
the hike route.
Interpatrol Activity = Play Ball Over. (See the Games section of the
Troop Program Resources. *)
minutes e Run a mile and record the times.
Closing = Scoutmaster’s Minute. SM
. * Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

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

Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts work on first aid for blisters, cuts, and sprains.
. « Experienced Scouts bring packs to the meeting and have a
minutes prehike inspection.
e Older Scouts work on the Venture program or assist in
teaching first-aid techniques.
Patrol Meetings Review plans and assignments for the hike/campout. Make
sure everyone knows the travel plans and equipment needs.
minutes Review the patrol duty roster. Practice any interpatrol activities
that will take place during the hike.
Interpatrol Activity = Do Star Hunt. (See the Games section of the
Troop Program Resources. *)
minutes e Run a mile and record the times.
Closing = Scoutmaster’s Minute—reflection on the experiences of M
the month.
minutes

Total 90 minutes of meeting

» Retire colors.

After the Meeting

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

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

42



BACKPACKING
TROOP OUTDOOR PROGRAM PLAN

Date
TIME ACTIVITY RUN BY
Friday evening Load gear at meeting location, leave for campsite. Plan only a light meal SPL
en route.
Arrive at the campsite. Off-load equipment. Set up patrol sites. Stow gear and
set up camp.
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.M. and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.M. Clean up. Cooks
Patrols clean up patrol site.
8:30-11:30 A.M. Give patrol leaders a topographic map to make a 2- to 3-mile hike. The SPL
new-Scout patrol could take a simpler hike. Older Scouts could begin a
15- to 20-mile weekend survival hike.
11:30 A.M. Sack lunch
Noon Continue hikes.
4:30 p.M. Start dinner preparation. Cooks
5:30 p.M. Dinner SPL
6:00 p.M. Clean up. Cooks
8:00 p.M. Campfire
9:00 p.M. 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.M. and Second Class requirements.)
7:00 A.M. Everyone else up. Take care of personal hygiene needs, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.M. Clean up. Cooks
Patrols clean up patrol site.
8:30 A.M. Worship service

43




TIME ACTIVITY RUN BY
9:00-11:00 A.Mm. Patrol games—run a 1-K orienteering course.
11:00 A.Mm. Break camp.

Special equip-
ment needs

Topographic maps, clipboards, compasses, troop camping equipment
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BOATING/CANOEING

CANOEING

FORWARD STROKE

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

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

Prior planning is needed for any swimming or boat-
ing activity. It is required that at least one adult be certi-
fied in Safe Swim Defense and/or Safety Afloat, which
also requires CPR from a community agency.

SCOUTING OUTCOMES

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

« A greater understanding of physical fitness
e Improved swimming skills
e Stronger boating and canoeing skills

e Enhanced self-confidence

ADVANCEMENT OPPORTUNITIES

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

= Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

e Physical fithess—health, conditioning, swimming

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

e Physical fithness—health, conditioning, swimming

First Class

= Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

e Physical fitness—health, conditioning, swimming
Merit Badges. Older Scouts can concentrate on the

Canoeing and Rowing merit badges this month; they
should be able to complete many of the requirements.




PDRAW STROKE

e b

PUSH STROKE

SWEEP STROKE N

Depending on activities planned for the campout, they
may also cover requirements in Athletics, Small-Boat
Sailing, and Swimming.

PARENT/GUARDIAN PARTICIPATION

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

» Asking those qualified to assist in aquatics
instruction

< Inviting them on a canoe trip

e Asking them to provide transportation

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.

Make plans for the canoe trip.

Decide whether or not to make it an overnighter.

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

Plan details of troop meetings for the month.

FEATURE EVENT

Canoeing/Rowing Outing

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

Boating activities could take place on a lake. If you
have access to sailboats, a miniregatta could be run,
with parents included as crew members. Or, you could



have a fishing tournament using boats to get you to
your favorite fishing spot. If you have access to power
boats that can pull water-skiers, you might conduct
some water show activities on skis.

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

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

Method: Divide Scouts into two teams and station them
in the water 25 feet apart. Float the watermelon half-
way between the teams. On signal, each team tries to
bring the watermelon back to its own line.

Scoring: The team that brings the watermelon back to
its own line wins.

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






BOATING/CANOEING
TROOP MEETING PLAN

Date Week 1
ACTIVITY DESCRIPTION RUN BY TIME
Preopening Meet at the waterfront or pool, if possible. Use Safe Swim

Defense (Boy Scout Handbook). If the meeting is held at

minutes your meeting place, make buddy tags (Swimming merit

badge pamphlet).

Opening Ceremony
minutes
Skills Instruction Test the swimming ability of all Scouts and classify each as
nonswimmer, beginner, or swimmer. Pair up buddies. Have
minutes instruction for nonswimmers.

* New Scouts begin working on swimming strokes needed for
Tenderfoot through First Class.

» Experienced Scouts (if they are classified as swimmers)
begin planning a canoe trip that could be held on a week-
end. (You may want to include new Scouts on the trip.)

e Older Scouts work on the Venture program, or, if you will
have access to sailboats on the troop outing, plan a regatta.

Patrol Meetings If you are planning a canoe trip, review Safety Afloat rules
(Scoutmaster Handbook). Note that only swimmers may be in
minutes canoes. Plan to follow these rules for all boating activities.
Interpatrol Activity Play Spoon Race. (See the Games section of the
Troop Program Resources. *)
minutes
Closing = Scoutmaster’s Minute. SM
. * Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

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

Date Week 2
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts continue working on swimming strokes that
are needed for First and Second Class.
minutes - Experienced Scouts practice paddling and righting a
swamped canoe.
* Older Scouts work on the Venture program, help with
the instruction of younger Scouts, or continue planning
the regatta.
Patrol Meetings Continue work on aquatics skills.
minutes
Interpatrol Activity Continue aquatics activities.
minutes
Closing * Scoutmaster’s Minute. SM
. » Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

Date Week 3
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts continue working on swimming strokes needed
for First and Second Class.
minutes . . . .
» Experienced Scouts practice packing and portaging a canoe.
e Older Scouts work on the Venture program, help with the
instruction of younger Scouts, or have sailing practice.
Patrol Meetings Continue work on swimming skills.
minutes
Interpatrol Activity Continue aquatics activities.
minutes
Closing = Scoutmaster’s Minute. SM
. * Retire colors.
minutes

Total 90 minutes of meeting

After the Meeting

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

Date Week 4
ACTIVITY DESCRIPTION RUN BY TIME
Preopening
minutes
Opening Ceremony
minutes
Skills Instruction = New Scouts are tested on swimming strokes needed for
First and Second Class.
minutes . - . .
e Experienced Scouts finalize plans for canoe trip and assign
all duties.
e Older Scouts work on the Venture program, or finalize plans
for the regatta and assist with instruction of younger Scouts.
Patrol Meetings Continue work on swimming skills.
minutes
Interpatrol Activity
minutes
Closing = Scoutmaster’s Minute—reflection on the experiences of M
the month.
minutes

Total 90 minutes of meeting

» Retire colors.

After the Meeting

Patrol leaders’ council reviews the next meeting and checks
last-minute details for the outing. Finalize work on next
month’s program feature.
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BOATING/CANOEING
TROOP OUTDOOR PROGRAM PLAN

Date
TIME ACTIVITY RUN BY
Friday evening Load gear at meeting location, leave for campsite. Plan only a light meal SPL
en route.
Arrive at the campsite; off-load equipment. Set up patrol sites. Stow gear and SPL/PL
set up camp.
Unload canoes for Scouts going on trip.
Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First Cooks,
6:30 A.M. and Second Class requirements.) assistants
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.M. Clean up. Cooks
Patrols set up the gear for morning activities, clean up patrol site.
Launch for canoe trip.
8:30-11:30 A.Mm. Begin regatta, if you have planned one, or a fishing tournament. If the younger SPL
Scouts are not doing aquatic activities, have them take a nature hike.
11:30 A.M. Sack lunch
Noon Continue activities.
4:30 p.M. Start dinner preparation. Cooks
5:30 p.M. Dinner SPL
6:00 p.Mm. Clean up. Cooks
8:00 p.M. Campfire. Share experiences on canoe trip.
9:00 p.M. 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.M. and Second Class requirements.)
7:00 A.M. Everyone else up. Take care of personal hygiene, air tents, hang out
sleeping bags.
7:30 A.M. Breakfast
8:00 A.M. Clean up. Cooks

Patrols clean up patrol site.
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TIME

ACTIVITY

RUN BY

8:30 A.M. Worship service

9:00-11:00 A.M. Play four games from the Games section of the Troop Program Resources, * or
have a runoff in the regatta or fishing tournament.

11:00 A.Mm. Break camp.

Special equip-
ment needed

Topographic maps, clipboards, compasses, troop camping equipment, canoes,
sailboats, rowboats, fishing gear

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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BUSINESS
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In a few years, the Scouts in your troop will have the
right to vote, own property, and sign contracts. This
month we will introduce them to the responsibilities
they will have as adults in dealing with their business
affairs. They will also learn something about how busi-
nesses operate in our society.

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

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

SCOUTING OUTCOMES

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

* A better understanding of the free enterprise system

« Enhanced outdoor skills
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< A greater understanding of the importance of
conservation

« Enhanced self-confidence

ADVANCEMENT OPPORTUNITIES

By month’s end, all Scouts should have met the majority
of their basic citizenship requirements through First Class.
Depending on the campout activities, they may also com-
plete all or part of the following rank requirements:
Tenderfoot

e Outdoor—hiking, camping

» Citizenship—flag ceremonies

e Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law
Second Class
e QOutdoor—camping, cooking, hiking

e Citizenship—flag ceremonies




< Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

First Class

e Outdoor—camping, hiking, cooking, nature

» Citizenship—flag ceremonies

« Patrol/troop participation—patrol identification

e Personal development—Scout Oath and Law

Merit Badges. Experienced Scouts may concentrate on
the American Business, American Labor, Citizenship

in the Community, and Citizenship in the Nation merit
badges this month. They should be able to complete
many of the requirements. Depending on activities dur-
ing the month, they may also complete requirements in
Camping, Cooking, Hiking, and other outdoor-related
merit badges.

PARENT/GUARDIAN PARTICIPATION

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

» Asking those qualified to assist with instruction for
citizenship and business skills

< Inviting families on the outing

« Asking them to provide transportation f