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The BSA’s Commitment to Safety

We want you to know that the safety of our youth, volunteers, staff, and employees is an
important part of the Scouting experience. Youth develop traits of citizenship, character,
fitness, and leadership during age-appropriate events when challenged to move beyond
their normal comfort level and discover their abilities. This is appropriate when risks are
identified and mitigated.

The Scouting program, as contained in our handbooks and literature, integrates many
safety features. However, no policy or procedure will replace the review and vigilance of
trusted adults and leaders at the point of program execution.
Commit yourself to creating a safe and healthy environment by:

» Knowing and executing the BSA program as contained in our publications

» Planning tours, activities, and events with vigilance using the tools provided

» Setting the example for safe behavior and equipment use during program

» Engaging and educating all participants in discussions about hazards and risks

Chief Scout Executive
Michael Surbaugh » Reporting incidents in a timely manner

Thank you for being part of Scouting and creating an exciting and safe experience
for every participant.
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BOY SCOUTS OF AMERICA
SCOUTER CODE OF CONDUCT

On my honor, I promise to do my best to comply with this Boy Scouts of America Scouter Code of Conduct while
serving in my capacity as an adult leader:

1. Thave completed or will complete my registration with the Boy Scouts of America, answering all questions
truthfully and honestly.

2. I'will do my best to live up to the Scout Oath and Scout Law, obey all laws, and hold others in Scouting
accountable to those standards. I will exercise sound judgment and demonstrate good leadership and use the
Scouting program for its intended purpose consistent with the mission of the Boy Scouts of America.

3. I will make the protection of youth a personal priority. I will complete and remain current with Youth
Protection training requirements. I will be familiar with and follow:

a. BSA Youth Protection policies and guidelines, including mandatory reporting:
www.scouting.org/training/youth-protection/

b.  The Guide to Safe Scouting: www.scouting.org/health-and-safety/gss

c. The Sweet Sixteen of BSA Safety: www.scouting.org/health-and-safety/resources/sweet16

4. When transporting Scouts, I will obey all laws, comply with Youth Protection guidelines, and follow safe
driving practices.

5. I will respect and abide by the Rules and Regulations of the Boy Scouts of America, BSA policies, and
BSA-provided training, including but not limited to those relating to:

a.  Unauthorized fundraising activities

b. Advocacy on social and political issues, including prohibited use of the BSA uniform and brand

c. Bullying, hazing, harassment, and unlawful discrimination of any kind

6. T will not discuss or engage in any form of sexual conduct while engaged in Scouting activities. I will refer
Scouts with questions regarding these topics to talk to their parents or spiritual advisor.

7. Iconfirm that I have fully disclosed and will disclose in the future any of the following:

a. Any criminal suspicion, charges, or convictions of a crime or offense involving abuse, violence, sexual
misconduct, or any misconduct involving minors or juveniles

b. Any investigation or court order involving domestic violence, child abuse, or similar matter

c. Any criminal charges or convictions for offenses involving controlled substances, driving while
intoxicated, firearms, or dangerous weapons.

8. I'will not possess, distribute, transport, consume, or use any of the following items prohibited by law or in
violation of any Scouting rules, regulations, and policies:

a. Alcoholic beverages or controlled substances, including marijuana.
b. Concealed or unconcealed firearms, fireworks, or explosives.

c. Pornography or materials containing words or images inconsistent with Scouting values.

9. If I am taking prescription medications with the potential of impairing my functioning or judgment, I will not
engage in activities that would put Scouts at risk, including driving or operating equipment.

10. T will take steps to prevent or report any violation of this code of conduct by others in connection with
Scouting activities.

37003 The Boy Scouts of America welcomes your comments and
ISBN 978-0-8395-0117-6 . suggestions on how to improve this resource. Please email
©2018 Boy Scouts of America your thoughts to myscouting@scouting.org.
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Welcome! You have chosen to make an important difference in the lives of the youth in your den and
pack. With your guidance as their leader, the youth in your den will develop character, leadership skills,
responsibility, fithess, and a love for fun while learning. Your role as a den leader is a critical one to

a child’s success and continued involvement in Cub Scouting. This guide is your key to leading a
successful program.

WEBELOS INTRODUCTION

The basic information for planning and conducting Webelos den meetings and activities can be found in
this guide and in the Cub Scout Leader Book. The Webelos program plan for a den will depend on the
starting date and transition date of the Scouts. A base plan, derived from the den meeting plans, is of-
fered in the Webelos and Arrow of Light Program Planning section of this guide. This plan will create the
opportunity to earn the Arrow of Light badge while the den members prepare to join a troop. The Webe-
los den leader may modify or reorder this plan to meet the needs of the den, so long as all advancement
requirements are met for the Webelos badge and the Arrow of Light badge.

You can find additional planning ideas in the Webelos Handbook and Cub Scout Ceremonies for Dens
and Packs. You can also get suggestions, information, and support from fellow leaders, the unit commis-
sioner, and the district training staff, as well as by attending Cub Scout leader roundtables, pow wows,
and universities of Scouting.

Finally, a wealth of information is available at the National Council website, www.scouting.org.

AN OVERVIEW

OF CUB SCOUTING

THE PURPOSES OF CUB SCOUTING

Cub Scouting is a year-round, family-oriented part of the Boy Scouts of America. The program is
designed for youth who are in the year prior to first grade through fifth grade (or are 6-10 years of age).
Parents, leaders, and organizations work together to achieve the 10 purposes of Cub Scouting:

e Character Development

e Spiritual Growth

e Good Citizenship

e Sportsmanship and Fitness
e Family Understanding

e Respectful Relationships

¢ Personal Achievement
¢ Friendly Service

\\NSV/Z,

e Fun and Adventure
e Preparation to join a Scout troop

All the activities leaders plan and Cub Scouts enjoy should relate
to one or more of these purposes.

AN OVERVIEW OF CUB SCOUTING e



CUB SCOUTS: A POSITIVE PLACE

The Boy Scouts of America emphasizes a positive place in Cub Scouting. Any Cub Scouting activity
should take place in a positive atmosphere where children and other family members can feel
emotionally secure and find support, not ridicule. Activities should be positive and meaningful and
should help support the mission and purpose of the BSA.

THE SCOUT OATH AND SCOUT LAW

Use of the Scout Oath and Scout Law in all Scouting programs is designed to help emphasize the unity
of Scouting. This helps fulfill Scouting’s mission and vision statements, both of which mention the Scout
Oath and Scout Law:

Vision Statement: The Boy Scouts of America will prepare every eligible youth in America to become
a responsible, participating citizen and leader who is guided by the Scout Oath and Law.

Mission Statement: The mission of the Boy Scouts of America is to prepare young people to make
ethical and moral choices over their lifetimes by instilling in them the values of the Scout Oath and Law.

Scout Oath Scout Law
On my honor | will do my best A Scout is trustworthy, loyal, helpful, friendly,
To do my duty to God and my country courteous, kind, obedient, cheerful, thrifty,
and to obey the Scout Law; brave, clean, and reverent.

To help other people at all times;
To keep myself physically strong,
mentally awake, and morally straight.

Age-Appropriate Expectations for Learning the Scout Oath and Scout Law

The concepts of the Scout Oath and Scout Law are difficult to master, but they are not so difficult that
a Cub Scout cannot begin the journey. In the beginning of the Cub Scout’s journey, don’t expect
memorization. The Scout Oath and Scout Law are printed on the back cover of the handbooks. Use
the handbook or a poster as an aid to reciting.

You can also use older Scouts and adults as mentors to help bring your Cub Scouts along at a pace
comfortable for their learning needs.

The following descriptions can help you explain the meaning of the Scout Oath and Scout Law to
Cub Scouts:

What the Scout Oath Means
ON MY HONOR ...

Saying “On my honor” is like saying “I promise.”

| WILL DO MY BEST ...

This means that you will do your best to do what the Scout Oath says.
TO DO MY DUTY ...

A duty is something you are expected to do. At home, you might be expected to make up your bed or
take out the trash. You also have duties to God and to your country.

TO GOD ...
You do your duty to God by following the teachings of your family and religious leaders.
AND MY COUNTRY ...

You do your duty to your country by being a good citizen and obeying the law.

° WEBELOS



AND TO OBEY THE SCOUT LAW, ...
You also promise to live by the 12 points of the Scout Law, which are described below.
TO HELP OTHER PEOPLE AT ALL TIMES; ...

Many people need help. A friendly smile and a helping hand make life easier for others. By helping other
people, you are doing a Good Turn and making our world a better place.

TO KEEP MYSELF PHYSICALLY STRONG, ...

This part of the Scout Oath is about taking care of yourself. You stay physically strong when you eat the
right foods and get plenty of exercise.

MENTALLY AWAKE, ...
You stay mentally awake when you work hard in school, learn all you can, and ask questions.
AND MORALLY STRAIGHT.

You stay morally straight when you do the right thing and live your life with honesty.

What the Scout Law Means
The Scout Law has 12 points. Each one is a goal you should do your best to achieve.

A Scout is TRUSTWORTHY.

Tell the truth and keep your promises. People can depend on you.

A Scout is LOYAL.

Be true to your family, friends, Scout leaders, school, and country.

A Scout is HELPFUL.

Volunteer to help others without expecting a reward.

A Scout is FRIENDLY.

Be a friend to everyone, even people who are very different from you.

A Scout is COURTEOUS.

Be polite to everyone and always use good manners.

A Scout is KIND.

Treat others as you want to be treated. Never harm or kill any living thing without good reason.

A Scout is OBEDIENT.

Follow the rules of your family, school, and pack. Obey the laws of your community and country.

A Scout is CHEERFUL.

Look for the bright side of life. Cheerfully do tasks that come your way. Try to help others be happy.
A Scout is THRIFTY.

Work to pay your own way. Try not to be wasteful. Use time, food, supplies, and natural resources wisely.
A Scout is BRAVE.

Face difficult situations even when you feel afraid. Do what you think is right despite what others might be
doing or saying.

A Scout is CLEAN.
Keep your body and mind fit. Help keep your home and community clean.
A Scout is REVERENT.

Be reverent toward God. Be faithful in your religious duties. Respect the beliefs of others.

AN OVERVIEW OF CUB SCOUTING 0



DELIVERING THE

CUB SCOUTING PROGRAM

Cub Scouting can be extremely rewarding for every member of the family —children and adults alike.
Taking the time to review this information and using the den meeting plans in this den leader guide is the
first and best step toward ensuring that you can deliver the fun that families want as easily as possible.

The den is where Cub Scouting takes place. The majority of dens meet two to four times a month with
the average meeting lasting 60 to 90 minutes. The following are some considerations to make things
even smoother.

() SAFETY FIRST

In conducting activities, Cub Scout den leaders must maintain adequate supervision and assure the
proper use of materials. Be careful, and remember: Safety must always come first!

Refer to the latest printing of the Guide to Safe Scouting, No. 34416, for information on policies
relating to the many activities in which your den may participate.

The Guide to Safe Scouting is available on the National Council website at www.scouting.org,
or you can find it at your local council service center. The online version of the Guide to Safe
Scouting will always have the most current information.

ROLES AND RESPONSIBILITIES
IN CUB SCOUTING O

Parents and other caring adults support Cub Scouting through a variety of ways. Some adults take on a
role with the pack committee and provide support through finance, record keeping, or other administra-
tive tasks to make it easier for den leaders to provide the program.

< DEN LEADER

Cub Scout den leaders work directly with Cub Scouts and their parents/guardians to execute the Cub
Scouting program in the den. Cub Scout dens are gender-specific and are either all boys or all girls.

Dens may have a den leader and assistant den leader or two co-den leaders. In all situations, den leaders
work with parents as a team to deliver the program.

Qualifications: Is at least 21 years old, and should be an experienced leader and is usually a parent or
guardian of a child in the den. Recommended by the Cubmaster after consultation with the parents and
guardians of the Cub Scouts involved, and approved by the pack committee and chartered organization.
Registered as an adult leader of BSA and current with Youth Protection training.

Responsibilities:
e Carry out the activities listed for each rank adventure in the handbook in order for the Scouts in the

den to earn their badge of rank.

e Plan, prepare for, and conduct den meetings with the assistant den leader and den chief (if Wolf,
Bear, or Webelos den leaders) or adult partners (if Lion or Tiger den leaders).

e Attend the monthly pack committee meetings.
e |ead the den at pack activities.

e Ensure the transition of Cub Scouts to a den of the next rank (or to a troop if Webelos/Arrow of Light .
Scouts) at the end of the year.
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Lion and Tiger den leaders should do the following:
e Coordinate shared leadership among the adult partners in the den.

e Ensure that each child and their adult partner have the opportunity to be the host team, planning and
executing the den activities. Rotate responsibilities monthly.

Cub Scout den leaders should keep in mind the following responsibilities:

e Ensure that their den chief attends den chief training, and guide them in working with Cub Scouts.
Attend den chief training with them. See that they receive recognition for their efforts at den and
pack meetings.

¢ Provide meaningful responsibilities for the denner and assistant denner so that they can learn
responsibility and gain satisfaction from their efforts.

The Webelos den leader should remember the following responsibilities:

e Ensure that their den chief attends den chief training, and guide them in leading Webelos Scouts. At-
tend Den Chief Training with them, and see that the den chief’s efforts receive recognition at den and
pack meetings.

e Provide worthwhile tasks for a Webelos Scout serving as denner so that they can assume some
responsibility and gain satisfaction from their efforts.

e Along with the Scoutmaster and assistant Scoutmaster, plan and conduct meaningful joint activities.

<> ASSISTANT DEN LEADER

The assistant Cub Scout den leader shares the responsibilities of the Cub Scout den leader and may be
called upon to serve as a family contact or record keeper, or to handle other details of den operation. Each
den should have at least one assistant den leader, and more if needed.

Qualifications: Is at least 21 years old, and is recommended by the Cubmaster after consultation with the
den leader, parents, and guardians of the Cub Scouts involved, and approved by the pack committee and
chartered organization. Is registered as an adult leader of the BSA and current with Youth Protection training.

<> PARENTS/GUARDIANS/FAMILIES

Cub Scouting seeks to support the family, whatever that looks like. When we speak of parents or
families, we are not referring to any particular family structure. Some Cub Scouts in your den may live
with two parents, some with one parent, some with foster parents, and some with other relatives or
guardians. Whomever Cub Scouts call their family is their family in Cub Scouting.

Our focus is on helping build strong families as we build stronger children. Don’t try to carry the load yourself.
Involve parents or guardians and encourage them to lend expertise to the program in their areas of interest.
Each parent has something to contribute. Invite them to participate and use their skills. Use “two-deep
leadership,” which means that two adults are required for all outings or activities. Review the “Youth
Protection” section in the Cub Scout Leader Book for more information on how parents can help.

<> DENNER AND ASSISTANT DENNER

The denner position is for Wolf, Bear, and Webelos dens. The denner is a den member selected to be a
youth leader for a short period of time—anywhere from one week to several months. It is a good practice
for the den leader to rotate the position of denner throughout the den so that all Cub Scouts have the
opportunity to experience the leadership position. The den leader and den chief determine the denner’s
responsibilities, which might include leading the opening flag ceremony; helping to set up and clean up
the den meeting place; helping with games, ceremonies, tricks, and puzzles; leading a song; or acting as
den cheerleader. Denners should be given meaningful responsibilities and recognition to help them learn
how to be leaders. The denner wears a shoulder cord on the left shoulder. Some dens also have assistant
denners who assist the denner and may move up to the denner position after their term is over.

DELIVERING THE CUB SCOUTING PROGRAM o



< DEN CHIEF

The den chief is an older Scout from a troop, a Venturer, or a Sea Scout who serves as an activities
assistant at Wolf, Bear, or Webelos Scout den meetings. The den chief can serve as a positive role model
for Cub Scouts as they look toward the continuation of their Scouting experience. The Scoutmaster from
a local troop, the Advisor from a Venturing crew, or the Skipper from a Sea Scout ship may be able to
help identify a den chief. A den chief that has been approved by their unit leadership and by the pack
leadership may serve either an all-boy den or all-girl den regardless of their gender.

THE ROLE OF TRAINING

Core to succeeding with these responsibilities is the concept that every Cub Scout deserves a trained
leader. Being a trained leader helps you deliver the program in a way that is effective and efficient
with a focus on the core objectives of Scouting. Becoming a trained leader requires completion of the
following training:

e Youth Protection
e | eader Position-Specific

Both trainings are available online at my.scouting.org and as an in-person training through your local
council service center. Leaders who have completed these two trainings qualify to wear the Trained
Leader emblem.

RESOURCES

This Den Leader Guide is designed to be self-contained, including all the information you will need to run your
den meetings. However there are additional resources which may be helpful to the Cub Scout leader’s experi-
ence. As you gain more experience you should consider having the following in your personal Cub Scouting .
library. Many packs have pack libraries as well for sharing among their pack leadership.

e Cub Scout Leader Book e Group Meeting Sparklers
e Cub Scout Leader How-To Book e Cub Scout Ceremonies for Dens
e Webelos Handbook and Packs

e Cub Scout Songbook

THE CUBMASTER

You will work closely with the Cubmaster to deliver the Cub Scouting program to the families in your den.
The Cubmaster works as the program leader for the pack. In addition to working with den leaders, he or

she will lead the pack program at your monthly pack meeting. Some of the ways you and the Cubmaster
will collaborate include the following:

e Work together to plan and help carry out the Cub Scouting program in the pack according to the
policies of the BSA. This includes leading the monthly pack meeting with the help of other leaders.

e With the pack committee, develop and execute a year-round recruitment plan for recruiting new
families into Cub Scouting.

e Acquire and use the appropriate and available Scouting literature, including the den leader guide for
each program level.

e See that the pack program, leaders, and Cub Scouts positively reflect the interests and objectives of
the chartered organization and the BSA.

@ WEBELOS



e Encourage the continuation of Scouting by establishing and maintaining good relationships with
local troops; this is especially important for Webelos den leaders. Your pack may have an assistant
Cubmaster whose primary responsibility is to support transition from Cub Scouting into a troop.

e Together, maintain good relationships with parents and guardians. Seek their support, and include
them in activities.

e Work collaboratively to ensure that Cub Scouts receive a quality, year-round program filled with fun
and activities that qualify the dens and pack for the National Summertime Pack Award.

e Participate with the Cubmaster and the pack committee chair in the pack’s annual program planning
conference and the monthly pack committee meetings.

e Work as a team with the pack committee chair to cultivate, educate, and motivate all pack leaders
and parents or guardians in Cub Scouting.

e Work together to conduct impressive advancement, recognition, and graduation ceremonies.
For Webelos ceremonies, involve Scoutmasters and other Scout leaders.

¢ Bring families together at joint activities.

e Support the policies of the BSA.

In addition to supporting den leaders, the Cubmaster will help coordinate activities that take place during
the pack meeting. Many of the advancement requirements that are related to outdoor adventure, such
as camping, and leadership development require the members of each den to work with each other

during pack meetings. The Cubmaster will help to organize those activities. Camping activities can only
be conducted as pack overnighters, council-organized family camps, or Webelos den overnighters.

RESPONSIBILITIES TO CUB SCOUTS

All Cub Scout leaders have certain responsibilities to the Cub Scouts. Each leader should:

e Respect each child’s rights as individuals and treat them as such. In addition to common-sense
approaches this means that all parents/guardians should have reviewed How to Protect Your
Children From Child Abuse: A Parent’s Guide, and all youth leaders must have taken the BSA’s
Youth Protection training.

e See that Cub Scouts find the excitement, fun, and adventure that they expected when they joined
Cub Scouting.

e Provide enthusiasm, encouragement, and praise for Cub Scouts’ efforts and achievements.

e Develop among the Cub Scouts a feeling of togetherness and team spirit that gives them security
and pride.

e Provide opportunities for Cub Scouts to experience new dimensions in their world.

e Become a fully trained Cub Scout leader.

DELIVERING THE CUB SCOUTING PROGRAM 0



THE CUB SCOUT RANKS
AND HANDBOOKS

TIGER

CUB SCOUT HANDBOOK CUB SCOUT HANDBOOK

@l BOY SCOUTS OF AMERICA'

A child who is 6 years old or is A child who is 7 years old or A child who is 8 years old or is
in the year prior to first grade is is in the first grade is a Tiger. in the second grade is a Wolf.
a Lion. Related adventures are Related adventures are found Related adventures are found
found in the Lion Handbook. in the Tiger Handbook. in the Wolf Handbook.

WEBELOS

CUB SCOUT HANDBOOK

A child who is 9 years old or A child who is 10 to 11 years
is in the third grade is a Bear. old or is in the fourth or fifth
Related adventures are found grade is a Webelos Scout.

in the Bear Handbook.

Related adventures are found
in the Webelos Handbook.

The den meeting plans are written to help Cub Scouts complete the adventure requirements in their

handbook. A den leader is strongly encouraged to have the handbook for the den he or she is leading
as well, to be able to follow along and review for den meeting planning.
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ADVANCEMENT

<{> CUB SCOUT ADVANCEMENT FOR RANK BADGE

Advancement is the word used to describe the progress Cub Scouts make toward their rank. It is one of the
methods we use to achieve Scouting’s aims and its desired outcomes. As Scouts earn the ranks of Lion,
Bobcat, Tiger, Wolf, Bear, Webelos, and the Arrow of Light, they achieve important goals in developing skills
and favorable dispositions related to personal fitness, good character, participatory citizenship, outdoor skills
and awareness, and leadership development. Each level of the program is designed to achieve these goals
through a series of developmentally appropriate and fun adventures.

<> RECOGNITION PROCESS

No Cub Scout wants to wait several months to be recognized for hard work. The Cub Scouting
program recognizes completion of intermediate steps leading to rank advancement by awarding
immediate recognition.

Each adventure for Webelos Scouts has a metal pin that is designed to be

worn on the Webelos colors (pictured to the right) or on the Webelos cap. To

purchase Webelos adventure pins at the Scout shop, an advancement report :

is not required. This allows for the den leader or other pack leadership to @

purchase adventure pins ahead of time and have them ready to present once
a Webelos Scout has completed the adventure.

Advancement gives Scouts a means of measuring their progress. Credit is given
to the Cub Scout for each requirement when the den leader is satisfied that the

Scout has done their best. o 0

Ensuring that Cub Scouts are recognized immediately and publicly for their i“' “ §
‘ efforts is an important part of the advancement process. No Scout should have ’

-
%

to wait for more than two weeks to receive a device and be recognized for
their accomplishments. Your pack may approach this in a variety of ways: {

e The den leader may provide the belt loop or adventure pin at the final
meeting when the Cub Scouts complete the adventure. At the following
pack meeting, the Scouts would then receive a certificate during a
brief ceremony.

e The pack may provide certificates for den leaders to award when Scouts complete the adventure and
then present the adventure loops and pins at the next pack meeting.

Packs are encouraged to find a method that works well for the families in the pack, guided by principles
that recognition is both immediate to encourage the Cub Scouts and public to celebrate their success.

Advancement provides a satisfying means of recognizing Cub Scouts for their progress. Cub Scouts have
a ladder to climb, with recognition at each step. Presenting awards in meaningful ceremonies to recognize
their accomplishments is a principle of advancement. Advancement is not competition. Each Cub Scout

is encouraged to advance steadily and purposefully, setting their own goals with guidance from family and
leaders. Measurement for satisfying requirements is “Do Your Best,” and that level can be different for each
Cub Scout.

ADVANCEMENT @



< HOW THE ADVANCEMENT PROGRAM WORKS

The success of the advancement program depends entirely on how Cub Scout leaders and parents apply
it. Careful research has gone into developing the advancement program, but den and pack leaders and
families make advancement work in the dens, in the home, and with pack activities.

Goals of the Advancement Program

When implemented correctly, the advancement program will:

e Help build a Cub Scout’s self-esteem.

e Help build self-reliance as each Cub Scout discovers they are now old enough to assume certain
responsibilities toward other people.

e Give each Cub Scout the positive recognition they need.

e Bring families closer through the advancement activities that each family enjoys with their Cub Scout.

The Den Leader
The den leader has the following responsibilities related to advancement.
1. Work on advancement requirements in den meetings using the handbook

and den leader guide for the appropriate rank.

2. Plan meetings that support the advancement program. Other parents
with specific skills, the den chief, or local troop leaders can help.

3. Help parents and adult partners understand the advancement plan and
their role in promoting advancement. Make sure returning parents under-
stand how the advancement process works at each age level.

4. Keep accurate records of requirements that Cub Scouts complete. Promptly provide the pack
leadership with the advancement records so Scouts can be recognized at the next pack meeting. The
use of Scoutbook and the Scouting mobile app provides the easiest way to keep leaders and parents .
up to date on advancement.

5. With advancement being completed in the den meeting, a Scout’s absence should be the only reason
for failure to advance. Work with the Scout and their family to complete activities missed due
to absence.

6. Provide reinforcement for and recognition of advancement at den meetings. These can include
advancement charts, den doodles, and immediate recognition items.

7. Make sure that impressive advancement ceremonies and graduation ceremonies are conducted at the
pack meeting. For the Arrow of Light rank, involve the Scoutmaster and the troop’s youth leaders.

The Cubmaster
The Cubmaster has these responsibilities related to advancement.

1. Provide a quality year-round program full of action and fun that appeals
to the Cub Scouts and their families. See that den and pack activities are
planned so that completing required and elective adventures for all levels
is a natural outcome.

2. Guide den leaders in the use of the den leader guide to help organize and
deliver each meeting’s program for each level of programming.

3. Work with den leaders to coordinate den activities at pack meetings that
support the use of the Cub Scout adventure program materials.

4. Provide advancement reinforcement at the pack meeting, such as colorful and exciting induction,
advancement, and graduation ceremonies. Encourage displays of advancement charts and den
doodles at pack meetings.

5. Ensure that Cub Scouts in each den who have earned awards receive them at the next pack meeting.
Don’t let Cub Scouts and family members get discouraged by having to wait for recognition.

G WEBELOS



6. Make sure that den leaders are trained and know how to use the advancement program effectively.

7. See that advancement standards are maintained. All Cub Scouts should do their best to complete the
requirements as presented in the program.

8. Coordinate with the pack committee to ensure that accurate advancement records are kept.

The Pack Committee
Pack committee members have these responsibilities related to advancement.

1. Help train leaders and adult partners or family members in the proper use of
the advancement program.

2. Ensure that den leaders have program resource materials such as den leader
guides and advancement charts to support program delivery.

3. Collect den advancement reports monthly. Purchase awards from the local
council service center. See that badges are presented at the next pack
meeting. Use of Scoutbook and the Scouting mobile app makes each of
these responsibilities easy to manage with an online tool that reduces the
use of paper reporting.

4. Help plan advancement and graduation ceremonies for the pack meeting.
5. Help build or secure equipment for use in meaningful advancement ceremonies.

How Fast Should a Den Advance?
A Cub Scout’s approach to advancement progress will depend on two factors:

e Their own motivation for learning new skills, the encouragement and help they get from family, and
their need for recognition

e The den leader’s preparation for and presentation of advancement activities in the den meetings

The den meeting plans outlined in the den leader guide provide program opportunities that are generally
delivered as two den meetings and an outing. This will provide opportunities for the Cub Scouts in your den
to advance. A year-round program is composed of required adventures (that will lead to rank advancement)
and elective adventures (which contribute to rank advancement and provide program enrichment).

If a Cub Scout cannot attend all meetings, the den leader should help the Cub Scout and their family
complete the missed activities.

The length it takes for the den to earn their rank is completely up to the den leader and the
families in the den. Dens meet as frequently as they like. Although many packs target their
blue and gold banquet for awarding the new badge of rank, there is no requirement to advance
by an arbitrary date such as a blue and gold banquet.

Advancement Checklist

(d Do the Cubmaster and pack committee give den leaders and families guidance in using the
advancement program effectively?

a Do family members understand their part in the advancement program? Are they using required
adventures and elective adventures to suggest activities for the Scout’s free time?

(d Do den leaders talk to parents about children who are missing den meetings and therefore
missing opportunities to advance?

Do den leaders implement the required den meeting plans leading to advancement as outlined in
the den leader guide and, when necessary, have advancement work completed at home?

Are accurate advancement records kept in the dens and the pack?

Do Cub Scouts receive prompt recognition?

Do pack advancement ceremonies create an incentive for advancement?
Are wall charts and den doodles used in den and pack meetings?

Does the pack have an advancement ladder or chart?

(]
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BOBCAT

Regardless of what age or grade a Cub Scout is in, the Bobcat rank must be earned before earning any

other rank, except Lion. Lion Scouts earn the Lion rank first. When they complete kindergarten, they may ‘
begin work on the Bobcat badge. The Bobcat requirements focus on the fundamentals of Cub Scouting

that every Cub Scout must know.

You as the den leader can help! Practice the requirements in your den meetings, and encourage Cub
Scouts to work on the requirements with their families also. Requirement 7 is a home-based requirement.
The requirements are found in each of the youth handbooks as well as listed below:

Bobcat Requirements

Learn and say the Scout Oath, with help if needed.
Learn and say the Scout Law, with help if needed.
Show the Cub Scout sign. Tell what it means.

Show the Cub Scout handshake. Tell what it means.
Say the Cub Scout motto. Tell what it means.

Show the Cub Scout salute. Tell what it means.

With your parent or guardian, complete the exercises in the pamphlet
How to Protect Your Children From Child Abuse: A Parent’s Guide.

WEBELOS ADVANCEMENT

Webelos Badge Requirements

N ok~

The Webelos rank is earned by completing six adventures as described below.
1. Be an active member of your Webelos den for three months.
2. Complete each of the five required adventures:
e Cast Iron Chef
Duty to God and You
First Responder

Stronger, Faster, Higher
Webelos Walkabout

3. In addition to the five required adventures, complete at least one
elective adventure of your den’s or family’s choosing (for a total of
at least six adventures).

4. With your parent, guardian, or caring adult, complete the exercises in the
pamphlet How to Protect Your Children From Child Abuse: A Parent’s Guide.

5. Earn the Cyber Chip award for your age. (The Cyber Chip requirement may be waived by your parent or
guardian if you do not have access to the internet.)
Arrow of Light Badge Requirements

1. Be active in your Webelos den for at least six months since completing the fourth grade or for at
least six months since becoming 10 years old.

2. Complete each of the four required adventures:
¢ Building a Better World
e Duty to God in Action
e Qutdoor Adventurer (formerly Camper)-Option A (including a campout) OR Option B (including

an outdoor activity) .

e Scouting Adventure

e WEBELOS




3. In addition to the four required adventures, complete at least one elective adventure of your den’s or
family’s choosing (for a total of at least five adventures).

4. With your parent, guardian, or caring adult, complete the exercises in the pamphlet How to Protect
‘ Your Children From Child Abuse: A Parent’s Guide.

5. Earn the Cyber Chip award for your age. (The Cyber Chip requirement may be waived by your parent
or guardian if you do not have access to the internet.)

For each adventure, the Webelos Scout must complete the requirements as outlined in the Webelos Handbook.

Requirement 7 of Bobcat and requirement 4 of Webelos and Arrow of Light are identical. If Cub
Scouts earn their Bobcat rank during the same year they begin working on their Webelos or Arrow
of Light rank, they need to complete the requirement only one time.

The den leader signs each Scout’s handbook (Den Leader’s OK) and records progress in the den’s
advancement records. The Webelos Scouts also keep track of their own advancement using the Adventure
Tracking section in the back of their handbooks, and under the guidance of the den leader, they can also
keep a record of their individual progress on a den advancement chart and den doodle. For requirements
completed at home, the parent or other caring adult who worked with the Cub Scout on the requirements
will notify the den leader, and the den leader will sign off on the requirements.

The pack should encourage each den to deliver a year-round program, drawing from both required adventures
to support rank advancement and elective adventures to support program enrichment. Elective adventures
may be earned during den activities, by a Cub Scout with participation of the Scout’s family, and during
council- and district-sponsored program opportunities. There is no required order in which adventures must
be earned. The sequence is left to the discretion of the den leader.

Webelos Required Adventure Pins

¢ KOO D>

*Cast Iron Chef Duty to God First Responder Stronger, *Webelos
and You Faster, Higher Walkabout

Arrow of Light Required Adventure Pins

L A

Building a Duty to God *Outdoor *Scouting
Better World in Action Adventurer Adventure

*Seasonal considerations
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Webelos and Arrow of Light Elective Adventure Pins

9 ¥ ©
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Adventures Aquanaut Art Explosion Aware Build It Build My
in Science and Care Own Hero
Castaway Earth Rocks! Engineer Fix It Game Design Into the Wild

®

©
&
®

Into the Woods  Looking Back, Maestro! Moviemaking
Looking Forward

Scouts may complete as many elective adventures as their ambition and time available allow. They are
entitled to wear each of the adventure pins on their official Cub Scout hat or Webelos colors.

< WEBELOS AND ARROW OF LIGHT PROGRAM PLANNING

Planning your den’s program helps ensure that the members of your den have the opportunity to earn
the Webelos rank and Arrow of Light rank over an 18-month program, with the Scout earning the Arrow
of Light rank by February and moving into a troop in March of that year. This allows the Scout to become
familiar with fellow Scouts and prepare for upcoming summer camps the troop might be attending.

There are many possible approaches a Webelos den leader might take to help the members of the den first
achieve the Webelos badge and then achieve the Arrow of Light badge. The key is following these steps:

1. Prepare your plan. Considerations should include your start date for den meetings, how frequently you
will meet, the ages of your Webelos Scouts (whether or they are all in the same Webelos year), and,
critically, the adventure requirements.

2. Evaluate your plan. After you have drafted your plan, share it with other leaders. Past Webelos den
leaders, your Cubmaster, or unit commissioners are good choices.

3. Execute your plan. There is nothing like doing it to see if it’s working.

4. Modify your plan. Making early corrections—if they are needed—may be important to helping the
members of your den reach their rank advancement.

@ WEBELOS



MEETING 2

PREPARATION AND MATERIALS NEEDED
« U.S.and den ags
e Two buttons or other small items for the | Give You a Dog game (Gathering)

e Sign-up sheets listing the hike leadership roles in the Webelos Handbook, and supplies (markers,
adhesive badges, safety pins, etc.) so Scouts can sign up for a role and make a corresponding
nametag (Talk Time)

¢ Information collected from local websites about dangerous plants or animals that might be
encountered on the hike

e Materials for Activity 1: Pencils, tape or pins, index cards with names of dangerous plants and
animals selected from Webelos Handbook

» 3-foot piece of rope (one per Scout) for Closing
¢ Thank-you notes for anyone who will help with the den outing

GATHERING: | GIVE YOU A DOG
e Seat Scouts in a circle as they arrive for the meeting.

e Player 1 turns to the right and says to player 2, “I give you a dog.” Player 2 responds, “A what?” Player
1 repeats, “A dog,” and passes a button or other small item to player 2. The “dog” is then passed to
player 3 and so on.

¢ When the rstitem has been in movement for a while, player 1 turns to the left and passes another
button with the words, “I give you a cat.” The process is then duplicated on the left side of the circle.
At some point, the “dog” and the “cat” will cross, which is amusing for all.

« After the game, lead a brief re ection to help everyone appreciate the value of communication.

OPENING
e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Law.

« Give Scouts who are ready an opportunity to recite the Outdoor Code and the Leave No Trace Principles
for Kids in order to ful Il requirement 3.

TALK TIME
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

e Pass around a sign-up sheet so each Scout can choose a leadership role for the hike (requirement
6). The roles are listed and described in the Webelos Handbook. If you have a large den, allow two
Scouts to share some of the roles and take turns during the hike.

e Once Scouts have selected a role, have them create badges using the art materials you collected.
They may decorate some of the badges to represent their roles.

e Collect the nished badges to be returned on the day of the hike and pinned on their uniforms.
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ACTIVITIES
< Activity 1: Dangerous Plants and Animals Scramble (Requirement 5)

Review with Scouts the dangerous plants and animals described in the Webelos Handbook. Share
with them any information you were able to nd on hazards that may be found in your area.

Tape or pin one of the index cards naming a dangerous plant or animal to the back of each Scout’s
shirt, but don't let that Scout see the card.

Players ask questions of each other to get clues to their own identities. They should ask each person
only one question, and that person asks one question of them. Sample questions might be, “Am | an

insect?” or “Do | sting?” Answers are limited to “yes,” “no,” “maybe,” and “| don’'t know.”

Scouts continue asking questions until they think they know what their plant or animal is. They may
use their Webelos Handbooks to help in the process.

When all players believe they have identi ed their cards, gather in a circle. Take turns having Scouts
tell what they think they are and how they reached that conclusion. Then remove the card to see if
they were correct.

After the game, talk about the ones they found dif cult to guess. Which of the dangerous plants and
animals are native to your area? If your research revealed any hazards that aren’t in the handbook,
share those with Scouts as well.

Activity 2: Lunch Planning (Requirement 4)

Help Scouts brainstorm a list of ideas for lunch on the trail. Guide Scouts to good options for nutritious,
simple food that travels well, does not require refrigeration, and will be easy to dispose of responsibly.
Encourage Scouts to consider options for incorporating different food groups.

When Scouts have agreed on a lunch menu, have them record the menu and their responsibilities for
the meal in their handbooks.

CLOSING

Square Knot Closing. Give each Scout a 3-foot section of rope. Using square knots, they tie their
ropes together to form a complete circle. Then everyone leans back carefully to form a taut circle.
Say: You are part of a group of close friends, held together by the square knot—a symbol of friendship.

Review details for Meeting 3, the den outing. Make sure all Scouts and their families know the plans,
and remind them that they should come prepared with the Scout Basic Essentials in the Webelos
Handbook (including their individual rst-aid kits), as well as proper clothing and footwear.

AFTER THE MEETING

Serve refreshments, if desired.

Work together to clean up the meeting place.

Have Scouts sign thank-you notes for anyone who will help with the outing.
Record completion of requirements 3 and 5.

MEETING 3

PREPARATION AND MATERIALS NEEDED

Trail maps and compasses

Nametags for leadership roles on the hike and pins to attach them

All food and items needed for lunch. Be sure to bring a trash bag so you can pack out any garbage.
Photo or drawing of a bird nest for Closing

Signed thank-you notes for those who help



e Con rm that transportation to and from the event is in place. Secure signed activity consent forms.
e The den leader should bring a copy of the Guide to Safe Scouting.

e Conrm that each Scout is prepared with the Scout Basic Essentials (including individual rst-aid
kits), appropriate clothes and shoes, and any other items needed for the hike.

e If you would like a speci ¢ focus for this hike, select from the ideas in the Appendix 5. Prepare any
necessary materials for the hike you select.

GATHERING
* Remind Webelos Scouts about expectations for the outing.

» Distribute nametags with the leadership roles, and have Scouts attach them to their shirts. If they will
be taking turns for some roles, decide how this will be done and remember to signal when it is time to
switch. Help Scouts who have questions about their roles.

OPENING
e Say the Pledge of Allegiance and the Scout Oath and Scout Law.

e Give Scouts who are ready an opportunity to recite the Outdoor Code and the Leave No Trace
Principles for Kids in order to ful Il requirement 3.

TALK TIME
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

* Have Scouts share ways that they will demonstrate the Outdoor Code and the Leave No Trace
Principles for Kids on their hike.

e Ask Scouts to name some of the dangerous plants and animals they discussed at the last meeting.
Remind them to be aware of their surroundings as they hike and to keep an eye out for any of those
plants or animals that can be found in your area.

ACTIVITIES

< Activity 1: Den Hike (Requirement 4)

< If you selected a theme for your hike from the options listed in Appendix 5, introduce the idea to
Scouts before you begin.

* Help Scouts with their leadership roles along the way.

* Look for opportunities to point out items of interest in the natural surroundings, and be alert to any
dangerous plants or animals the den might encounter.

e Monitor to ensure that everyone is keeping up comfortably and is on track to successfully complete
the 3 miles. Encourage the trail leader to call for a break periodically to enjoy a view, look closely at
some item of interest, and give everyone a break. Remind Scouts to drink water at each break.

< Activity 2: Lunch (Requirement 4)

» Have those who signed up as lunch leaders identify the best spot, organize the distribution of food,
and supervise the cleanup.

e Be sure Scouts leave the lunch location cleaner than they found it.
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CLOSING
Show a photo or drawing of a bird’s nest. Say:

This nest might have been a home for baby birds. Those young birds are much like you in our den.
As they grow, so do you. They will be fed and nurtured by their families and their experiences. They
will watch the example of other birds as they y through the skies around them. One day, the birds
will leave their nest, just as birds have always done and will continue to do. They will have grown
into adults and will play an important role in nature. You will do the same as you grow and “y” into
adulthood. You will become an important member of your community and your country and will be a
leading citizen for everyone to see and admire.

To grow into adulthood, you must have nourishment for your body and mind. You must be nurtured by
your family and community along the way, if your ideals and character are to develop. Our community
and our country need this. Our den will y only if we, as companions in this adventure, continue to be
nourished through adventure, service, and fun.

AFTER THE MEETING

Give thank-you notes to those who helped with the outing.
Record completion of requirements 3, 4, and 6.

Upon completion of the Webelos Walkabout adventure, your Webelos Scouts will have
earned the adventure pin shown here. Make sure they are recognized for their completion
by presenting the adventure pins, to be worn on their uniforms, as soon as possible
according to your pack’s tradition.
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BUILDING A
BETTER WORLD

RATIONALE FOR ADVENTURE

The wide range of activities in this adventure will help Webelos Scouts become strong, participating
citizens in their communities, their nation, and the world at large.

TAKEAWAYS FOR CUB SCOUTS

ADVENTURE REQUIREMENTS

Understanding that citizenship means helping the community, and is more than just saluting the ag.
Creating a Scouting presence in the community.

Providing an opportunity for the Scouts to thank public servants.

Heroes do not actively seek recognition; awards are only given after a heroic act is performed—

if at all. Not all heroism is recognized publicly.
Webelos Handbook, page 108

A Scout is loyal, thrifty, friendly.

Complete the following requirements.

1.

Explain the history of the United States ag. Show how to properly display the ag in public, and help lead
a ag ceremony.

Learn about and describe your rights and duties as a citizen, and explain what it means to be loyal to
your country.

Discuss in your Webelos den the term “rule of law,” and talk about how it applies to you in your
everyday life.

Meet with a government or community leader, and learn about his or her role in your community. Discuss
with the leader an important issue facing your community.

Show that you are an active leader by planning an activity for your den without your den leader’s help. Ask
your den leader for approval rst.

Do at least one of these:

A. Learn about Scouting in another part of the world. With the help of your parent, guardian, or den
leader, pick one country where Scouting exists and research its Scouting program.

B. Set up an exhibit at a pack meeting to share information about the World Friendship Fund.

C. Under the supervision of your parent, guardian, or den leader, connect with a Scout in another country
during an event such as Jamboree-on-the-Air or Jamboree-on-the-Internet or by other means.

D. Learn about energy use in your community and in other parts of the world.
E. Identify one energy problem in your community, and nd out what has caused it.

BUILDING A BETTER WORLD



NOTES TO DEN LEADER

Prepare several weeks in advance when inviting a guest to Meeting 1 and when planning Meeting 4,
the den outing to a public meeting. Ideally, your den will present the colors at the public meeting as
part of this adventure. In advance of the outing, the leader will need to make arrangements with the
outing location and con rm the outing plan with families, including transportation and any additional
items they need to bring. Make sure activity consent forms are distributed, signed, and collected.

See the appendix for optional den meeting activities, including openings, gatherings, and closings.

MEETING 1

PREPARATION AND MATERIALS NEEDED

e U.S.and den ags

e Index cards for Scout Law Game (Gathering)

* Playing pieces for Rule of Law Game (Activity 2)

e Materials to create a den ag: fabric, scissors, glue, markers, etc. (Activity 3)

* Invite a local government leader—such as a school board or city council member—to visit the
meeting and discuss a community issue and the “rule of law” concept (Activity 1). In advance,
give the person you invite a copy of the adventure requirements and any other information that
might help them plan for the talk.

e Have a thank-you note ready that Scouts can sign for their guest.

GATHERING: SCOUT LAW GAME

e As Scouts arrive, assign them to one of two teams. Write each of the 12 points of the Scout Law on
separate index cards, and give a complete set of cards to each team. Before the game starts, pull one
card from each set and place it on a table in front of the team.

e The goal is for teams to put the rest of their cards on the table in the same order as the Scout Law.
When players take their turn, they may choose to put a new card on the table or switch the order of
the cards that are already there.

e The rstteam to get all 12 points in order wins.

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

e Note: To ful Il requirement 1, each Scout will need to help lead a ag ceremony; work out a schedule
for this in advance, and have each member of your den practice to ensure correctness. Each Scout
will also plan a den activity to complete requirement 5. Set some guidelines so that no two Scouts
will be planning the same thing.

TALK TIME
e Carry out business items for the den.
e Allow time for sharing among Webelos Scouts.

» Introduce the Building a Better World adventure to the den. Build interest by describing the goals of
the adventure and some of the activities that are planned.

« If the den has a local government leader as a guest at this meeting, review any questions the Scouts
want to ask to make sure all are appropriate. Select one Scout to introduce your guest and another to
say “thank-you” after the discussion.
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ACTIVITIES

< Activity 1: Guest Speaker (Requirements 2, 3, and 4)

» Discuss with the invited guest what it means to be a citizen, and list some of the duties.

e Have your guest talk about the “rule of law” concept (see Webelos Handbook) and a community issue
(e.g., water shortages, recycling, cleaning up local parks). Allow the Scouts time to ask their questions.

< Activity 2: U.S. and Den Flags (Requirement 1; see Meeting 1 Resources)

¢ Guide a discussion about the U.S. ag, proper ways to display it, and how to lead a ag ceremony.
Use a U.S. ag to help lead the discussion. Ensure that there is as much showing and doing as there
is telling.

e One option is to provide pairs of Scouts with a printed version of one historical ag described in the
handbook adventure. Pairs can identify the ag, learn its background, and share what they have
learned with the den.

e Practice a ag ceremony, and involve each Scout in the activity.

* Using the materials you collected, have the Scouts work together to create a den ag.

< Activity 3: “Rule of Law” Game

e Start by having several Scouts play different games with different rules and playing pieces. One
Scout could have a ball, another a set of game cards, another a pair of dice, etc. Tell half of the den
to see how many points they can gain and tell the other half to go for the least amount of points.
Don't tell them how to accumulate points. Then let them play for a few minutes before they gure out
the plan is not working well.

e Say: When playing a game, is it important that everybody knows the rules? Why? What if somebody
plays by different rules? What would happen? In our country, we believe in the rule of law. That means
that everybody has to obey the law, and the same laws work for everybody. It doesn’t matter where
you are born, how you believe in God, or how much money you have. The law is made by the people’s
representatives to protect all of us and to be fair to every person.

* Now ask: Could we make rules for a simple game with one set of these playing pieces? Give the
Scouts time to work together on this, and see what they come up with.

CLOSING

e Gather everyone in a friendship circle and recite the Scout Law. Starting with the denner and moving
right, have each member of the den say something that the words “a Scout is loyal” mean to them.

e Retrieve the colors. Based on your planning, involve the Webelos in leading the ceremony.

AFTER THE MEETING

* Serve refreshments, if desired.

* Work together to clean up the meeting place.

e Have Scouts present their thank-you note to the guest.
e Record completion of requirements 1, 2, 3, 4, and 5.

BUILDING A BETTER WORLD



MEETING 1 RESOURCES

ACTIVITIES

< Activity 3: U.S. and Den Flags
Simple Ways to Include More Scouts in a Flag Ceremony

* Include more ags. Besides the American ag, your color guard can include the ags of your den,
pack, state, or city, as well as the POW/MIA ag and historic ags.

e Include patriotic readings such as “I Am Old Glory” or Johnny Cash’s “This Old Flag.” Divide the
poem or narrative into as many speaking parts as necessary to include all members of the den.
Reading the words to patriotic songs such as “God Bless the USA” by Lee Greenwood can also
be a great tribute.

» Present several historic ags and tell some of the history of each one.

* Read descriptions of the 12 points of the Scout Law from the Webelos Handbook. Set out 12 candles
on single or multibranched candelabras, and have the Scouts take turns lighting a candle after
each description.

Flag Trivia Test

1. When an American ag is properly folded, the only thing visible is:
a) the eld of stars b) stripes ¢) gold trim

2. When a state ag is properly folded, what shape is it in?
a) triangle b) trapezoid C) square

3. Isit appropriate to stand at attention and salute when you hear a recorded version of
“The Star-Spangled Banner”?

4. During a closing ag ceremony, when do you nish your salute?
a) when the ag has fully descended the agpole
b) when the ag is completely folded
c) after the color guard has exited the building

5. When ags cross in front of the audience at an opening ag ceremony, does it matter which ag
crosses in front of the other?

6. May you continue to y the American ag in inclement weather?

7. How can you properly display the American ag 24 hours a day?

8. Isit OKtoturn anold ag into a costume for a skit, as long as the theme is patriotic?
9. Isit OK to wear a Webelos Scout cap during a ag ceremony?

10. How long should an audience hold their salute when the ag is being raised?

11. Should the color guard salute?

12. Do you have to burn every ag that accidentally brushes the ground?

13. When should a ag be considered no longer usable?

Jredal puoAaq ui0] 10 pape}

S1 ) UBUM "ST ‘99IAI8S 0} pauInial pue papusaw 1o paysem aq Jabuo| ou ued ) uaym Be e aial Ajuo NOA—ON “ZT ‘8dualpne ay} J0}
puBWWOD 8yl Wolj ajeredas ‘pueluwod 2 19ads e uaAIb si prenb 10jod ayl JI AlUQ "TT ‘predjey ayl jo doy ay) sayoeal Be ayl jnun
‘0T ‘ded InoA Jo wiig ay) Buiyonol Ag ainfes NoA ‘wiojiun ul are noA JI—saA 6 ‘9s|e BuiyiAue se [euarew Be ay) asn JaAsau NOA—ON
‘g ‘AJoAISn|oxa 11 uo Ing ‘U Jeau isnf Jou— uo Buiuys bl e dasy noA §| -, ‘Be Jayream-|le ue aney noA J|—SsA "9 ‘aoualpne sy}

0] 1S9S0]2 SS042 1snw Be ueousawy ay—SaA 'S ‘) payonol sey plenb 10j0d 8y} Jo Jaquiaw e pue ajod 8y} Jo Wonog ay) payoeal
sey Be ay) |nun ep\—e " ‘uonusNe e puels ‘dIsnw papiodal 104 "pake|d si a1snw aAl| usaym alnjes Aluo noA—asje4 ‘g ez e T

@ ARROW OF LIGHT



Common Mistakes

1.

Following the ag up or down the pole with your head or eyes. The correct position is with eyes
looking straight forward and your head remaining still.

Talking during ag presentation. This is a problem particularly at sporting events. Presentation of
the colors is a solemn ceremony and requires respectful silence. The only talking should be by the
caller, or when the Pledge of Allegiance is recited.

Not removing headwear during ag presentation. The Flag Code speci cally states that anyone

not in military uniform should remove headwear and render a salute. Of cial BSA headgear may be
worn while the unit or individual is participating in an indoor formal ceremony or service duty, except
in religious institutions where custom forbids. Typical indoor activities of this type are ag ceremonies,
inspections, orderly duty, or ushering service.

Holding the salute too long. The salute is only held while the ag is moving on the pole or moving
through the room. The command to release the salute (“Two”) should be given when the ag reaches
the top or bottom of the pole. When it reaches the bottom, the command should be given as soon as
a member of the color guard physically touches the ag. For the remainder of the ceremony (folding,
recitation of poetry, etc.), simply stand at attention.

Color guard members saluting while holding the ag. The color guard is guarding the ag, and
therefore does not participate in the ag ceremony itself unless commanded to do so by the caller,
and only after the ag is in place.

Pausing as though there is a comma in the Pledge of Allegiance between the words “one nation”
and “under God.” “One nation under God” is written in the Pledge of Allegiance as one phrase; there
should be no pause.

MEETING 2

PREPARATION AND MATERIALS NEEDED

U.S. and den ags
Items to tie together in the Long Distance Knot Game (Gathering)

Information on energy use and related issues in your community and other parts of the world (Talk
Time; check with your local power company or the U.S. Energy Information Administration website at
www.eia.gov)

Materials for a World Friendship Fund exhibit (Activity 1; see Meeting 2 Resources)
Rolled up sock(s) for Sock Baseball (Activity 2)
Thank-you notes that Scouts can sign for anyone who will be helping with the den outing (Meeting 3)

GATHERING: LONG DISTANCE KNOT

Tie objects together to make the longest chain possible before it's time to start the meeting. Anything
goes: shoelaces, old belts and shirts, etc. Once the chain is formed, it must be able to withstand one
person on each end holding it and leaning back.

As Scouts arrive, they can join in until it's time to start the meeting. Then the challenge is to get
everything untied!

OPENING

Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

Be sure to involve any Scouts who did not help lead the ceremonies at the last meeting.

BUILDING A BETTER WORLD



TALK TIME (REQUIREMENTS 6D AND 6E)
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

» Discuss energy usage in your community. Where does the bulk of your power come from—coal,
nuclear, hydroelectric, or other sources? Why? Where is your power plant located?

« What are the energy issues or problems in your community (e.g., environmental impact, sustainability,
cost to produce, water rights)?

e How do the local issues compare to concerns around the world?

ACTIVITIES

< Activity 1: Pack Meeting Exhibit (Requirement 6B)

» Have Scouts create a World Friendship Fund exhibit for the upcoming pack meeting (see Meeting 3
Resources), unless they chose a different option for the requirement.

* The exhibit should be easy to dismantle and set up again at the pack meeting.

< Activity 2: Sock Baseball

* This game is played the same as baseball, except the ball is made of one or more rolled up socks
and no bats are used.

» Players hit the ball with their hands held together, and the eld size is scaled down for a smaller
number of players. This can easily be played in a small backyard.

CLOSING
» Lead Scouts in a patriotic song. One option is “America, the Beautiful,” below:

America, the Beautiful
O beautiful for spacious skies,
For amber waves of grain,
For purple mountain majesties
Above the fruited plain!
America! America! God shed his grace on thee,
And crown they good with brotherhood
From sea to shining sea!
—Katherine Lee Bates
» Retrieve the colors. Based on your planning, involve the Webelos in leading the ceremony.

* Review details for the upcoming outing in Meeting 3. Make sure all Scouts and their families know
the plans.

AFTER THE MEETING

» Serve refreshments, if desired.

* Work together to clean up the meeting place.

* Record completion of requirements 6D and 6E.

e Have Scouts sign thank-you notes for anyone who helps with the outing.
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MEETING 2 RESOURCES

World Friendship Fund Exhibit \EN b
Materials: brochures (may be obtained through your local service center); qw
pictures of ags from other countries; world map with pins that mark Q
Scouting locations around the world “ \ lk\“\ -
e Through the World Friendship Fund, voluntary contributions of Scouts “‘\‘I ‘, C
and leaders are transformed into cooperative projects that help Scouting o
associations in other countries to strengthen and extend their Scouting \",
programs. The World Friendship Fund gives the youth members of the - *TM
Boy Scouts of America an opportunity to help fellow Scouts who are in B SA

need of their support. It teaches Scouts that Scouting is global. Since the
inception of the World Friendship Fund, American Scouts and leaders have
voluntarily donated more than $11 million to these self-help activities.

e The World Friendship Fund was developed during the closing days of World War 1l. At that time, there
was a great need to rebuild Scouting in those nations that had been wracked by war and were just
emerging from the shadows of totalitarianism.

e Qver the years, this fund has provided Scouts from around the world with Scouting literature, uniforms,
summer camp equipment, computers, and other Scouting-related supplies.

e Collections for the World Friendship Fund can be organized during camporees, roundtable meetings,
den and pack meetings, summer camping programs, blue and gold banquets, or any other Scout
activity. World Friendship Fund brochures, posters, and labels are available through your local
council. Information for reaching international Scouts can be obtained from:

International Department, S221
Boy Scouts of America

1325 West Walnut Hill Lane

P.O. Box 152079

Irving, Texas 75015-2079

Fax: 972-580-2413

Email: international@scouting.org

MEETING 3

PREPARATION AND MATERIALS NEEDED

e Contact the outing location at least a month in advance to schedule the Scouts’ attendance at a
public meeting. If possible and appropriate, arrange for the den to conduct a ag ceremony at the
meeting. Consider media coverage for the event. Note: Each Scout in the den should have led a ag
ceremony by this date; perhaps the Scouts can vote on the ceremony they liked best and present it
at this meeting or the next pack meeting.

e Con rm that transportation to and from the location is in place. Secure signed activity consent forms.
e The den leader should bring a copy of the Guide to Safe Scouting.
e Bring the thank-you notes the Scouts signed.

GATHERING
* Remind everyone of the importance of staying together and being on their best behavior.
e Use the buddy system.

BUILDING A BETTER WORLD



ACTIVITIES

< Activity 1: Public Meeting

» If possible, conduct a ag ceremony at the meeting and express appreciation to the public servants
in attendance.

e After the public meeting, lead a discussion on what Scouts learned about public service.

CLOSING

e Gather the den together and have each Scout share something they learned during the adventure
that will help them in participating as a citizen in the community.

e Have Scouts report on their completion of requirement 6 if they chose options other than the pack
meeting exhibit.

AFTER THE MEETING

» Serve refreshments, if desired and appropriate.
« Record completion of requirement 6.

e Give thank-you notes to anyone who helped.

Upon completion of the Building a Better World adventure, your Webelos Scouts will
have earned the adventure pin shown here. Make sure they are recognized for their
completion by presenting the adventure pins, to be worn on their uniforms, as soon as
possible according to your pack’s tradition.
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DUTY TO GOD
IN ACTION

RATIONALE FOR ADVENTURE

Scouts are reverent. They are reverent toward God. They are faithful in their religious duties and respect
the beliefs of others.

TAKEAWAYS FOR CUB SCOUTS

e The BSA Statement of Religious Principle “maintains that no member can grow into the best kind
of citizen without recognizing an obligation to God.”

e This adventure provides Webelos Scouts an opportunity to learn about and practice their
religious faith.

. A Scout is kind. .
Webelos Handbook, page 130

ADVENTURE REQUIREMENTS
Complete requirements 1 and 2 and at least two others.

1. Discuss with your parent, guardian, den leader, or other caring adult what it means to do your duty to
God. Tell how you do your duty to God in your daily life.

2. Under the direction of your parent, guardian, or religious or spiritual leader, do an act of service for some-
one in your family, neighborhood, or community. Talk about your service with your family. Tell your family
how it related to doing your duty to God.

3. Earn the religious emblem of your faith that is appropriate for your age, if you have not done so already.

4. With your parent, guardian, or religious or spiritual leader, discuss and make a plan to do two things you
think will help you better do your duty to God. Do these things for a month.

Discuss with your family how the Scout Oath and Scout Law relate to your beliefs about duty to God.
For at least a month, pray or reverently meditate each day as taught by your family or faith community.

NOTES TO DEN LEADER

Webelos Scouts will ful Il the requirements for this adventure primarily at home and with the support
of their family and spiritual leaders. Several Duty to God in Action requirements are re ective in
nature. Invite Webelos to share faith-building experiences during the opening or closing parts of the
den meeting.

earned the adventure pin shown here. Make sure they are recognized for their completion
by presenting the adventure pins, to be worn on their uniforms, as soon as possible

Upon completion of the Duty to God in Action adventure, your Webelos Scouts will have ‘
according to your pack’s tradition. -

DUTY TO GOD IN ACTION



NOTES
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/\ OUTDOOR
ADVENTURER

RATIONALE FOR ADVENTURE

In this Arrow of Light adventure, Scouts will go on campouts or other outdoor adventures where they can
gain and develop new outdoor skKills.

TAKEAWAYS FOR CUB SCOUTS

e Building on and improving outdoor skills

e Preparing for weather emergencies

* Tying bowline knots

e Qutdoor Code and Leave No Trace Principles for Kids
e A Scout is helpful, trustworthy, thrifty. .

ADVENTURE REQUIREMENTS A T AT 2 G PR DT

Complete Option A or Option B.
Option A:
1. With the help of your den leader or family, plan and participate in a campout.

2. On arrival at the campout, with your den and den leader or family, determine where to set up your
tent. Demonstrate knowledge of what makes a good tent site and what makes a bad one. Set up
your tent without help from an adult.

3. Once your tents are set up, discuss with your den or family what actions you should take in the case
of the following extreme weather events:

A. Severe rainstorm causing ooding
B. Severe thunderstorm with lightning or tornadoes

C. Fire, earthquake, or other disaster that will require evacuation. Discuss what you have done to
minimize as much danger as possible.

4. Show how to tie a bowline. Explain when this knot should be used and why. Teach it to another Scout
who is not a Webelos Scout.

5. Recite the Outdoor Code and the Leave No Trace Principles for Kids from memory. Talk about how
you can demonstrate them while you are working on your Arrow of Light. After one outing, list the
things you did to follow the Outdoor Code and Leave No Trace.

Option B:
1. With the help of your den leader or family, plan and participate in an outdoor activity.

2. Discuss with your den or family what actions you should take in the case of the following extreme
weather events:

A. Severe rainstorm causing ooding
B. Severe thunderstorm with lightning or tornadoes

C. Fire, earthquake, or other disaster that will require evacuation. Discuss what you have done to
minimize as much danger as possible.

3. Show how to tie a bowline. Explain when this knot should be used and why. Teach it to another Scout
who is not a Webelos Scout.

4. Recite the Outdoor Code and the Leave No Trace Principles for Kids from memory. Talk about how
you can demonstrate them while you are working on your Arrow of Light. After one outing, list the
things you did to follow the Outdoor Code and Leave No Trace.

OUTDOOR ADVENTURER @



NOTES TO DEN LEADER

A campout is an option for this adventure. The den meeting plans are written to prepare the den
to participate in a campout. These meeting plans can be adjusted to meet the other option of an
outdoor activity.

This adventure may require the assistance of expert volunteers for the Leave No Trace (LNT) training
activities. The council or district can provide outdoor ethics training and other outdoor skills informa -
tion; see if they host any special events to aid Webelos Scouts in this adventure.

Con rm plans for the pack campout with families, including transportation, all the necessary clothing,
and any additional items they need to bring. Make sure activity consent forms are distributed, signed,
and collected.

See the appendix for optional den meeting activities, including openings, gatherings, and closings.

Webelos den overnight campouts are parent-child events, under the direction of the Webelos den leader.
It is required that at least one leader be trained in Basic Adult Leader Outdoor Orientation (BALOO),
which is in addition to basic training. At the den overnight campout, the Webelos den leader may be
assisted by the assistant Webelos den leader and the Webelos den chief. Sometimes, additional leader -
ship from a troop may join you.

In most cases, Webelos Scouts are under the supervision of their own parent or guardian. If a parent or
guardian cannot attend, the Scout’s family should make arrangements for one of the other parents or
another adult relative or friend to be a substitute at the campout. It's essential that each Webelos Scout
is under the supervision of an adult and that every adult has a share of the responsibility for the campout.
Follow all Youth Protection guidelines, including tenting policies and bathroom/shower policies.

Webelos dens are encouraged to participate in joint overnight campouts with a troop that the den
members plan on joining. However, a parent or guardian of each Webelos Scout should still attend.

More details on planning Webelos den campouts may be found in the appendix to this Webelos Den
Leader Guide and in the Cub Scout Leader Book.

MEETING 1

PREPARATION AND MATERIALS NEEDED

U.S. and den ags

Plans for the upcoming pack campout—Ilocation, fees, gear list, food arrangements, etc.

3- to 6-foot pieces of rope (one for every two Scouts) for tying bowline knots (Activity 1)

Longer ropes for the Rope Relay (Activity 2, one rope per team)

Outdoor Code and Leave No Trace Principles for Kids, written in large print on poster boards (Activity 3)

Practice your own knot tying before the meeting. Once you have it down, try tying with only one
hand. (Many websites offer information to help.)

Arrange with the Cubmaster (or other adults in charge) to attend this meeting and help plan the up-
coming pack campout.

GATHERING

As Webelos arrive for the meeting, have them warm up by tying the knots they learned as Cub Scouts:
— Two half-hitches — Overhand knot — Square knot
If a Scout joined later and hasn't learned those knots, pair them with a buddy who can teach the knots.
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OPENING

Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Law.

Have the denner lead a roll call. As the Scouts’ names are called, have each share a favorite part
of camping.

TALK TIME

Carry out business items for the den.
Allow time for sharing among Webelos Scouts.

Introduce the Camper adventure to the den. Build interest by describing the goals of the adventure
and some of the activities that are planned.

Lead a discussion about the upcoming pack campout (requirements 1, 2, and 3) and all the prepara-
tions needed before the campout. (See den leader training and BALOO resources for assistance.)

ACTIVITIES

< Activity 1: Bowline Knots (Requirement 4)

Each Scout will tie a bowline knot and learn when it is used (for rescues) and why (because it doesn’t
slip). See Meeting 1 Resources for one method; a number of animated knot-tying websites may also
be useful.

Note: Each Scout must also follow up after the meeting by teaching the knot to a younger Scout who
isn’'t yet a Webelos Scout.

Activity 2: Rope Relay
Once Scouts have mastered the bowline knot, set up a rope relay. Divide the den into two teams.

Give each team a rope and have them tie it to a fence, table, or other solid object so they have only
one end to work with (simulating a rescue situation).

The teams stand single le opposite their ropes and, in turn, each teammate runs to the rope, ties a
bowline around their waist, then leans back until the rope is taut but doesn't slip.

Have the den chief serve as judge to verify each knot is correct. Once this is done, the player unties
the knot, returns to their team, and tags the next Scout, who repeats the process.

The team that nishes rst wins. If you have an uneven number of Scouts, the rst player on one
team will go twice.

Activity 3: Outdoor Ethics (Requirement 5)

Using the poster boards you prepared, lead the Webelos Scouts in reciting and learning the Outdoor
Code and the Leave No Trace Principles for Kids. (See Meeting 1 Resources for more information.)

Outdoor Code: As an American, | will do my best to: Be clean in my outdoor manners. Be careful
with re. Be considerate in the outdoors. Be conservation-minded.

Leave No Trace Principles for Kids:

— Know before you go.

— Choose the right path.
— Trash your trash.

— Leave what you nd.

— Be careful with re.

— Respect wildlife.

— Be kind to other visitors.

Lead a discussion about ways the Webelos Scouts can demonstrate the code and principles while
working on their Arrow of Light ranks.

Cub Scouts learn the Leave No Trace Principles for Kids. As Scouts work on the Arrow of Light rank
and prepare to join a troop, they should become familiar with the more advanced Leave No Trace
Seven Principles as described in the Meeting 1 Resources.

OUTDOOR ADVENTURER



CLOSING
e Gather the den in a circle and recite the Scout Law.

Do-at-Home Project Reminder:

Remind Scouts to practice reciting the Outdoor Code and the Leave No Trace Principles for
Kids as part of requirement 5.

AFTER THE MEETING

» Serve refreshments, if desired.

» Work together to clean up the meeting place.

* Record completion of requirement 4.

* Prepare thank-you notes for anyone who will be helping with the pack campout (Meeting 2).

MEETING 1 RESOURCES

ACTIVITIES

< Activity 1: Bowline Knots

* Give each Scout a 6-inch piece of rope and divide the den into buddy pairs. In each pair, one Scout
holds one end of the rope while the other Scout makes a loop in the middle.

* The Scout tying holds the loop in their left hand and, with their right hand, passes the rope around
their body. Now, the rope from the loop to the other person is the “tree,” the loop is the “hole,” and
the free end of the rope is the “rabbit”: The rabbit comes out of his hole, runs around the tree, and
runs back down the hole.

* Hold the free end against the rope and have the other person pull on their end; the result is a bowline.
Now, if the rope is pulled, it should hold the tying Scout’s weight without the knot slipping.

» Have buddies switch places, untie the knot, and begin again so they both can learn.
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< Activity 3: Outdoor Ethics

Leave No Trace Leave

In the early years of our nation, you could have camped almost N o
anywhere. The population of the country was small. In fact, most of

the land was wilderness. Towns, roads, and farms were few. There Tra ceTM
weren’t yet many demands on the land. As the nation grew, its

needs began to turn much of the land into farms and cities. Dams | INT.org

tamed rivers to provide electrical power. People cleared forests for
lumber and to make room for crops.

The open country that remains today is home to a rich variety of animals and plants. It is the source

of clean water for everyone to drink, and its vegetation freshens the air we breathe. When you want

to camp and hike, you can visit parks, forests, and Scout camps across the nation. With that freedom
comes a duty to care for the environment. That means enjoying the outdoors, learning from it, and then
leaving it as you found it. Scouts do this by following the principles of Leave No Trace—qguidelines for
traveling and camping without leaving any signs you were there.

Scouting’s Trail to Outdoor Ethics

For more than a century, the Boy Scouts of America has been a leader in teaching the conservation of
natural resources. The 1910 edition of the Boy Scout Handbook included a Conservation merit badge.
To earn that badge, Scouts had to learn the value of timberland, the causes of water pollution, what
made a farm eld suitable for growing crops, and which game animals could be found nearby.

William T. Hornaday, director of the New York Zoological Park and a strong supporter of Scouting, made
a plea in the Handbook’s second edition (1914) for Scouts to help preserve wildlife habitat. The Gold
Award of the Permanent Wild Life Protection Fund (later renamed the William T. Hornaday Award) was
created to recognize Scouts who were making special efforts to care for the environment.

In the decades that followed, Handbooks continued to encourage Scouts to see themselves as protectors
of nature. In 1948, the BSA introduced the Outdoor Code—a conservation pledge that Scouts could use
during all of their outdoor adventures.

Scouts continued to increase their skills and to make their way deeper into the backcountry. They were
paddling, pedaling, and climbing farther than ever before. They were learning to feel at home in wilderness
areas. As they understood more about the impact they could have, they increased their efforts to protect
trails and campgrounds. Handbooks and merit badge pamphlets discussed minimum-impact camping,
and the BSA encouraged the use of camp stoves in places where camp res might scar the land. Other
groups were moving in the same direction as they encouraged people who liked going to the outdoors to
help care for it, too.

In the early 1990s, a number of federal land-management agencies agreed that Leave No Trace would
give everyone basic guidelines for using the outdoors responsibly and a common language for discussing
the best ways to minimize our recreational impacts. Today, the principles of Leave No Trace are used
throughout America. Scouting is proud to be a partner in this ongoing effort.

Using Leave No Trace

Scouting’s adventures cover a wide range of activities—from tenting at public campgrounds and BSA
council camps to backpacking many miles through forests, deserts, and mountains.

Think about outdoor ethics and Leave No Trace wherever you hike, camp, or do any other outdoor activity,
and do your best to follow its principles. Make them a guide for how you conduct yourself in the outdoors.

LEAVE NO TRACE SEVEN PRINCIPLES*

*The member-driven Leave No Trace Center for Outdoor Ethics teaches people how to enjoy the
outdoors responsibly. This copyrighted information has been reprinted with permission from the
Leave No Trace Center for Outdoor Ethics: www.LNT.org

OUTDOOR ADVENTURER



1. Plan Ahead and Prepare

Good leadership happens when you have a vision of what a successful adventure will look like. Plan the
steps to put yourself and your den into that picture. Being ready for the challenges that might arise is
such an important part of Scouting that Be Prepared is the Scout motto! A lack of planning can lead to
unintended damage to equipment and the land.

Planning and being prepared are important for protecting the outdoors, too. Plan ahead and you'll know
what to expect wherever you are going. You can nd out from land managers if there will be limits on the
size of your group and what permission you might need to obtain. The land managers also might suggest
other ways you can lessen your impact.

2. Travel and Camp on Durable Surfaces

Durable surfaces are areas that will not be damaged by your footsteps, bicycles, or tents. A trail is a
good example of a durable surface. The soil of the trail tread has become so compacted that little can
grow there. By staying on existing trails, you are protecting the surrounding landscape and the plants
and animals that live there.

Scout camps and many public parks and forests already have durable campsites laid out. If there are
no designated camping areas, make your camp on sand, gravel, rock, compacted soil, dry grasses, or
snow. All of these are durable surfaces.

Carelessness in choosing a campsite and hiking or pedaling where there is no trail can harm the land in
several ways. Campers walking to and from cooking areas, water sources, and their tents can trample
plant communities, pack down the soil, and form unwanted pathways. Hikers and cyclists using the edges
of trails or going off a trail to get around a rutted or muddy stretch can widen pathways unnecessarily.
Taking shortcuts, especially down hillsides, almost always leads to damage from erosion.

Pitch your tents well away from streams and lakes. This will allow animals to reach the water and will
lessen your impact on shorelines. In addition, try to camp in the forest away from meadows and the trees
at their edge. Deeper in the woods you will be sheltered from sun and wind, and your camp will blend into
its surroundings. You are also less likely to beat down meadow grasses or to frighten away animals that
use meadows as feeding grounds. Camping away from meadows is especially important in mountainous
regions. Camping on top of fragile alpine meadow vegetation can cause it serious harm. Make your
high-elevation camps in established campsites or on bare ground or snow elds.

3. Dispose of Waste Properly

Getting rid of human waste outdoors requires special care. In campgrounds that have restrooms or
outhouses, be sure to use them. Where there are no such facilities, follow the guidance of local land
managers. They are likely to direct you to dig a cathole.

Digging a Cathole—Find a private spot at least 200 feet (75 steps) from water, campsites, and trails. Dig
a hole 6 to 8 inches deep (4 to 6 inches in more arid areas) with your heel, a stick, or a trowel. Relieve
yourself, and then re Il the cathole with the soil. Organisms in the topsoil will safely break down the
waste. Replace pine needles, leaves, or other ground cover. Push a stick into the ground to warn against
digging in the same place. Always use a hand sanitizer afterward, or wash your hands with camp soap
and plenty of water.

Disposing of Dishwater—Strain food bits out of your dishwater and put them in your trash. Carry dish -
water and rinse water away from your camp and at least 75 steps from any streams or lakes. Give the
water a good ing to spread it over a wide area.

For long stays at one site, dig a sump hole at the edge of camp and at least 75 steps from streams,
lakes, or other open water. The sump should be about a foot across and 2 feet deep. Use a sieve to
catch food particles as you pour dishwater into a sump. Empty the particles into a trash bag to carry
home, or consult with a land manager on proper disposal. Fill the sump when you break camp. Replace
any ground cover.
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4. Leave What You Find

Among the joys of being outdoors is nding evidence of the natural world and of our past. Resist the
temptation to collect antlers, petri ed wood, unusual rocks, alpine owers, and other natural souvenirs.
Hikers coming after you will want to enjoy these items, too. Removing almost anything can change an
environment in ways that might have a negative effect on wildlife and plant communities.

Leave a place in as good a condition as you found it by removing everything that you bring into an area.
Don't leave structures or furniture at a campsite, and don't dig trenches. “Pack it in, pack it out” is good
advice when it comes to food wrappers, cans, paper, and whatever else you have carried to camp or
along a trail.

5. Minimize Camp re Impacts

Many Scouts use stoves rather than camp res on all their camping trips. Without a wood re at the
center of a camp, they often nd that they are more aware of their surroundings and of the night sky.
Stoves are clean, quick to heat water and cook food, and easy to light in any weather. Best of all, they
leave no marks on the land.

Camp res have their place, too. A re can warm you, dry your clothes, and provide a focal point for
gathering with friends. Bright ames can lift your spirits on a rainy morning. At night, glowing embers
can stir your imagination.

Good Scouts know how to build a re, especially in an emergency. They also know there are often
reasons not to light one.

e Camp res can char the ground, blacken rocks, and sterilize soil. Vegetation might have a hard time
growing where a re has been.

e Fires consume branches, bark, and other organic material that would have provided shelter and food
for animals and plants.

e Camp res must be closely watched to prevent them from spreading into surrounding grasses, brush,
and trees.

Find out ahead of time if the area where you want to camp permits the use of res. If you build one, use
an existing re ring and use wood no thicker than your wrist. Dispose of ashes properly. Even where res
are allowed, a lightweight stove can make it easier for you to camp without leaving a trace.

6. Respect Wildlife

Among the great pleasures of outdoor adventure is sharing your surroundings with wildlife. When you are
in the backcountry, you are visiting the creatures’ homes. It is important to be a good guest.

Travel quietly and give animals enough space so that you don'’t disturb them. Avoid nesting sites, feeding
areas, and other places critical to wildlife. Chasing or picking up wild animals causes them stress and
can affect their ability to survive.

Many Scouts learn to track and stalk wildlife to study animals, photograph them, and learn about their
habits. Do so with great care and respect. You are too close if an animal changes its activities because of
your presence.

Plan your trips so that you can protect your food from wildlife. This is especially important when you will
share the woods with bears. Bears that nd food in campsites might come back for more, and that can
be dangerous for the animals and for campers. Keep your camp clean and hang your food from trees or
store it in bearproof containers.

7. Be Considerate of Other Visitors

Scouts are not alone in wanting to go on outdoor adventures. You're likely to pass a few people on a
hiking trail, or perhaps dozens. You could nd yourself sharing a council camp with other BSA troops. In
public parks and forests, your patrol might spend the night near campers who are not Scouts.
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Be considerate of everyone you meet along the way. They have come to the outdoors to enjoy nature,
to hike, and to camp in the open air. Some want to get away from it all—including other people. Respect
their privacy.

If you can, select campsites away from those of other campers. Trees, bushes, and the shape of the
terrain can screen your camp from trails and neighboring campsites. Tents with muted colors that blend
into the background will reduce the visual impact of your camp.

Leave portable music players at home and hold down noise in your den and pack. Keeping noise to a
minimum will make it easier to appreciate the outdoors, and you will be less likely to disturb wildlife and
other backcountry travelers.

Sometimes it might be appropriate to go with your adult leaders to introduce yourselves to nearby
campers and let them know you are Scouts who follow the principles of Leave No Trace. Ask if there is
anything you can do to help make the experience good for everyone.

MEETING 2

This campout (Option A) is a great opportunity to hone the skills Webelos Scouts are learning in this
adventure. They should also learn to participate in running campout activities for the younger Scouts.
The camp re program is an optional activity; if it is done, it should be well-executed and the culmina -
tion of this adventure.

PREPARATION AND MATERIALS NEEDED

e Camping gear, including the Scout Basic Essentials listed in the Webelos Handbook
e Plan for transportation to and from camp location.

e Secure signed activity consent forms.

» Working with other dens, identify skits, songs, etc., to perform during the campout. The Webelos
Scouts should assist in planning the camp re program.

e Be prepared to set up tents and to review plans for extreme weather evacuations (requirements 2 and 3).

GATHERING (REQUIREMENT 2)

* Once everyone has arrived at the campout site, allow Webelos Scouts to set up the tents. (See the
Webelos Handbook and Meeting 2 Resources.)

OPENING

e Say the Pledge of Allegiance and the Scout Oath and Scout Law.
* Go over the planned activities.

* Share the time that dinner preparation will begin.

e Share the time the camp re will begin.

TALK TIME
e Carry out business items for the den.
e Allow time for sharing among Webelos Scouts.

e Give any den members who are ready a chance to recite the Outdoor Code and the Leave No Trace
Principles for Kids. Remind Scouts to be alert during the campout to ways they are following the
code and principles (requirement 5).
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« Review plans for evacuations in case of extreme weather (e.g., severe rain or thunderstorms,
tornadoes, re, earthquakes). Discuss measures Scouts should always take to minimize danger
(see Webelos Handbook).

ACTIVITIES

* Working with the other dens, present a camp re program that includes an impressive opening, songs,
skits, a Cubmaster’s Minute, and an inspirational closing ceremony (optional).

* Other activities may include games and additional bowline knot practice.

CLOSING

e Schedule a Cubmaster’s Minute, or close with these thoughts from Lord Baden-Powell: “| think that
when the sun goes down, the world is hidden by a big blanket from the light of heaven, but the stars
are little holes pierced in that blanket by those who have done good deeds in this world. The stars are
not all the same size: some are big, some are little, and some men have done small deeds, but they
have made their hole in the blanket by doing good before they went to heaven. Try and make your
hole in the blanket by good work while you are on Earth. It is something to be good, but it is far better
to do good.”

e Add: Scouts, remember to think of Lord Baden-Powell’s words as you try to do a Good Turn daily.

AFTER THE MEETING

¢ Record completion of requirements 1, 2, 3, and 5.
* Work together to clean up the campsite.

e Give thank-you notes to those who helped.
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MEETING 2 RESOURCES

CAMPFIRES

Why should we do a camp re? Camp res can be an exciting and inspirational part of the Cub Scout
outdoor program. Ask any Cub Scout why they like going to camp res. Their answer will be one of
the following:

Fun! It's hard not to have fun at camp res! There is enjoyment for all concerned.
Entertainment! Our families, friends, neighbors, and guests get pleasure from attending a pack camp re.
Fellowship! We can bring a den or pack closer together—a deeper feeling than just “fun.”

Action! Cub Scout—age children always have extra energy. Let’s use it singing songs, doing cheers, and
performing skits!

Adventure! A camp re is a great place to share someone else’s adventure or start one of your own!

Training. Baden-Powell said it: “Scouting is a game ... with a purpose.” Our Cub Scouts can learn new
things in an informal setting.

Inspiration. Camp res will inspire everyone to leave with a greater commitment to Scouting’s ideals.

Many packs use indoor camp res as part of their regular programs. Let's make it even better by taking
our Cub Scouts out for a real camp re, if possible. Don't let them miss this great experience.

Camp re Leadership

Most leaders will take a lot of time physically building a camp re. The location and construction are
important, but above all, it's the program that counts. Camp res can be big, little, formal, informal, and
can feature storytelling, dramatics, mystery, guest night, stunts, or a songfest.

Location Considerations Layout Considerations

A scenic spot A stage area

Good drainage Lighting

Protection from wind The replace

Freedom from insects Types of res

Fire safety Sound—will it carry or

Firewood supply will it get lost?
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Date(s)

CUB SCOUT OUTDOOR PROGRAM CHECKLIST

Location

1 BSA facility

Administration

[ Activity consent forms

(J Health forms

d Insurance

(d Camp reservation made

Leadership

Event leader

d Council-approved non-BSA facility

a Camp deposit/fee paid
1 Local requirements

 Licenses and permits
('shing, boat, camp re, parking, etc.)

Assistant

BALOO-trained leader

Assistant

Transportation

Driver

Phone ( )
Phone ( )
Phone ( )
Phone ( )
No. of Driver Auto Insurance
seat belts License No. Yes/No

Equipment hauled by
Location

1 Maps prepared

(1 Assembly location

1 Departure time

1 Camp arrival time

1 Camp departure time

1 Anticipated return time

(1 Stops en route (meal Y/N)
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V. Equipment

(1 Personal equipment lists d Program equipment
d Group 1 Emergency
VI. Feeding

d Menu planned by
 Who buys food?

 Fuel supplied by

(d Duty roster by

(d Food storage

VII. Sanitation

(d Special camp requirements

VIIl. Safety
d Ranger contact Phone ( )
d Nearest medical facility Phone ( )
(J Nearest town d Police number
[ First-aid/CPR-trained leaders

IX. Program
d Program planned

d Special program equipment needed

Item(s) Provided by
Item(s) Provided by
Item(s) Provided by
Item(s) Provided by
Item(s) Provided by
Item(s) Provided by
Item(s) Provided by

d Rainy-day activities planned
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CUB SCOUT SIX ESSENTIALS

The following items should be available for each Cub Scout on an outdoor trip. Consider a small
day pack or similar bag to organize the items and make them easy to carry without interfering with
normal activities.

First-aid kit
Flashlight
Sun protection
Trail food
Filled bottle
Whistle

Overnighter Gear

Tent or tarp, poles, and stakes

Ground cloth

Sleeping bag

Pillow

Air mattress or pad

Rain gear or poncho

Warm jacket

Sweatshirt

Sweatpants (for sleeping)

Cup, bowl, knife, fork, spoon, mesh bag
Insect repellent

Extra clothing

Toothpaste, toothbrush, soap, washcloth, towel, comb
Cub Scout uniform

Change of clothes

Durable shoes/boots (depending on weather)
Hat or cap

Optional Items

Camera

Notebook and pencil
Binoculars

Nature books
Sunglasses
Swimsuit, bath towel
Fishing gear

Prayer book
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CAMPSITE CONSIDERATIONS

Cub Scout camping will be taking place in sites approved by the local council (council camps, local
parks, campgrounds), so choices may be limited on arrival. There are still several considerations to keep
in mind when laying out your campsite for a pack event.

Location. A campsite facing the south or southeast will get more sunlight and generally will be drier
than one on the north side of a hill or in the shade of mountains or cliffs. Cold, damp air tends to settle,
causing the bottoms of valleys to be cooler and more moist than locations a little higher. On the other
hand, hilltops and sharp ridges can be very windy, and should be avoided in lightning-prone areas.

Size and shape. A good campsite has plenty of space for your tents and enough room to conduct
your activities. It should be usable as it is, so you won't need to do any digging or major rock removal
to reshape the area. The less rearranging you do, the easier it will be to leave the site exactly as you
found it.

Protection. Consider the direction of the wind and the direction from which a storm will approach. Is your
campsite in the open or is it protected by a hill or a stand of trees? Is there a solitary tree nearby that
may attract lightning? Don’t camp under dead trees or trees with dead branches that may come down in
a storm or light wind. The best campsites are found near small, forested ridges and hills.

Insects and animals. Insects and other animals all have their favorite habitats. The best way to avoid
mosquitoes and biting ies is to camp away from marshes, bogs, and pools of stagnant water. Breezes
also discourage insects, so you might look for an elevated, open campsite. Don'’t forget to check around
for beehives, hornet nests, and ant mounds. Their inhabitants usually won't bother you as long as you
leave them alone, but give them plenty of room. The same goes for most animals.

Ground cover. Any vegetation covering a campsite will receive a lot of wear and tear. Tents will smother
it, sleepers will pack it down, and walkers will bruise it with the soles of their shoes. Some ground cover
is tough enough to absorb the abuse, but much of it is not. Whenever you can, make your camp on
naturally bare earth, gravelly soil, or sand, or on ground covered with pine needles or leaves.

Drainage. While you'll want a campsite that is relatively at, it should slope enough to allow rainwater to
run off. On the other hand, you don’t want to be in the path of natural drainage. Check uphill from where
you're planning to set up your tent to make sure water won't run through your site. Never camp in a
stream bed! You also want to avoid depressions in the ground, as even shallow ones can collect water
in a storm.

Privacy. One of the pleasures of camping is being away from crowds and the fast pace of life. Select
campsites that are out of sight and sound of trails and other campsites. That way you'll have your
privacy while you respect the privacy and peace and quiet of other campers.

Beauty. The beauty of a campsite often is what rst attracts visitors to it. Being able to look out from a
tent and see towering mountains, glistening lakes, or miles of canyon land or rolling prairie is part of what
camping is all about. Find a campsite that gives you spectacular scenery, but use it only if it is appropriate
for every other reason, too. Remember to always leave your campsite better than you found it.

Tread Lightly. You can do a lot to protect the wilderness. Try to leave no trace of your visit. Leave no
marks along the trail, keep your campsite clean and tidy, and leave it cleaner than you found it. You
will preserve a true wilderness character for you and others to enjoy in the future. Be gentle on Mother
Nature. Don’t harm plants or animals, including insects. Take nothing but pictures; leave nothing

but footprints; and kill nothing but time. This philosophy is as appropriate in a county park as it is
anywhere else.
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PACK CAMPING GEAR

In addition to individual equipment, the equipment listed below should be available for group use.

Required Items Spare ltems
R First-aid kit R Tent stakes
Food R Fuel canisters
Cooking utensils as needed by menu, or cook kit R Ground cloth or tarp
R
R
R

O 00

Stove and fuel, or rewood, charcoal, and Insect repellent
cooking grate Eating utensils

R Matches, re starters, charcoal chimney-style lighters Blanket

R Aluminum foil .

R Biodegradable soap Optional ltems

R Sanitizing agent (liquid bleach) R Dutch oven

R Plastic scouring pads, dish mop, wash tubs R Marshmallows, popcorn, etc.
R 100 feet of quarter-inch rope R Cooking y or tarp

R Water containers R Musical |n.struments

R Trash bags R Lawn chairs, camp stools

R Paper towels

R U.S. ag, pack ag

R Repair kit (rubber bands, safety pins, sewing gear) Personal Gear List

R Toilet paper Cub Scout Six Essentials:

R Shovel First-aid kit Flashlight
R Cooler Filled water bottle Trail food
R Activity gear (game materials, craft supplies, etc.) Sun protection Whistle

And to sleep overnight, we’'ll need:

Group Gear List
Group items:
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adventure pin shown here. Make sure they are recognized for their completion by present-
ing the adventure pins, to be worn on their uniforms, as soon as possible according to

your pack’s tradition.

Upon completion of the Camper adventure, your Webelos Scouts will have earned the !
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/N SCOUTING

ADVENTURE

RATIONALE FOR ADVENTURE

This Arrow of Light adventure will provide Scouts with an introduction to the next step on their Scouting
journey, Scout skills, and Scout spirit. Webelos Scouts will attend a troop meeting and accompany a
troop on a campout or an outdoor activity.

TAKEAWAYS FOR CUB SCOUTS
Identifying the key differences between a den/pack and a patrol/troop

Demonstrating the patrol method

Making the transition from the pack to a troop seamless

Attending a troop campout or troop outdoor-oriented activity

Developing Scout skills for rope care and knot tying

Developing Scout skills of pocketknife usage, safety rules, and care

Getting excited about the joining a troop

A Scout is loyal, obedient.
cout s loyal, obedient . Webelos Handbook, page 156

ADVENTURE REQUIREMENTS
Complete the following requirements.

1. Prepare yourself to join a troop by completing at least A-C below:

A.

D.

E.

Repeat from memory the Scout Oath, Scout Law, Scout motto, and Scout slogan. In your own
words, explain their meanings to your den leader, parent, or guardian.

Explain what Scout spirit is. Describe for your den leader, parent, or guardian some ways you
have shown Scout spirit by conducting yourself according to the Scout Oath, Scout Law, Scout
motto, and Scout slogan.

Give the Scout sign, salute, and handshake. Explain when to use each.

Describe the First Class Scout badge, and tell what each part stands for. Explain the signi cance
of the First Class Scout badge.

Repeat from memory the Pledge of Allegiance. In your own words, explain its meaning.

Visit a troop meeting with your parent or guardian and, if possible, your den members and leaders.
After the meeting, do the following:

A.
B.
C.
D.

Describe how the Scouts in the troop provide its leadership.
Describe the four steps of Scout advancement.

Describe ranks in Scouting and how they are earned.
Describe what merit badges are and how they are earned.

Practice the patrol method in your den for one month by doing the following:

A.
B.
C.

Explain the patrol method. Describe the types of patrols that might be part of a troop.
Hold an election to choose the patrol leader.

Develop a patrol name and emblem (if your den does not already have one), as well as a patrol
ag and yell. Explain how a patrol name, emblem, ag, and yell create patrol spirit.

As a patrol, make plans to participate in a troop’s campout or other outdoor activity.
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4. With your Webelos den leader, parent, or guardian, participate in a troop’s campout or other outdoor
activity. Use the patrol method while on the outing.

5. Do the following:

A. Show how to tie a square knot, two half hitches, and a taut-line hitch. Explain how each knot
is used.

B. Show the proper care of a rope by learning how to whip and fuse the ends of different kinds
of rope.

6. Demonstrate your knowledge of the pocketknife safety rules and the pocketknife pledge. If you have
not already done so, earn your Whittling Chip card.

NOTES TO DEN LEADER

Please review all the den meeting plans and resources for the Scouting Adventure prior to beginning.
Note that there are two options for outings involved in this adventure. The visit and the outing do not
need to be with the same troop.

After reading about how a Scout troop works in the adventure in the handbook, contact a local Scout troop
to arrange a date and time for the Webelos Scout den and their parents or guardians to attend one of the
troop’s meetings. This should be with a troop that the members of your den plan on joining; however, any
Webelos den may participate with any troop as long as it does not con ict with the policies of either unit's
chartered organization. Your Webelos Scout pack’s chartered organization may also sponsor a troop and
can provide contact information, or you can check with your local council service center for troops in your
area. Your Cubmaster and your unit commissioner may also be able to provide points of contact. Troops
often advertise during monthly roundtable meetings their interest in hosting visiting Webelos Scouts. The
beascout.org website is another source of points of contact for local Scout troops.

Provide the Scoutmaster and/or assistant Scoutmaster of the troop you will visit the Scoutmaster Checklist
found in the Meeting 1 Resources. Discuss how they can help the Webelos Scouts complete requirements
2, 3, 4, and 5 when the Webelos Scouts attend the troop meeting. It would be ideal if the instruction and
guidance could be provided by Scouts in the troop to demonstrate the role of youth as leaders, teachers,
and mentors.

You will also need to work with a troop’s Scoutmaster and/or assistant Scoutmaster to attend a campout
or an outdoor-oriented activity with that troop, such as Scouting for Food or a service project activity.
While attending a campout or outdoor activity is required, Webelos Scouts and their parent or guardian
are not required to spend the night. Con rm the outing plan with families, including transportation and
any additional items they need to bring. Make sure activity consent forms are distributed, signed,

and collected.

If the den does participate in a campout, there must be at least one adult present who is currently trained
in Basic Adult Leader Outdoor Orientation. Follow all Youth Protection policies, including tenting and
bathroom/shower use.

Webelos Scouts are tasked with practicing requirement 1 at home. Check that they are making
progress on this requirement.

See the appendix for optional den meeting activities, including openings, gatherings, and closings.

MEETING 1

PREPARATION AND MATERIALS NEEDED

e Visit a weekly troop meeting. Prior to this meeting you will need to have established communication
with a troop in your area and with the members of the den and their parents to schedule the visit. Inform
the Scouts of the date and time of the troop meeting and tell them to bring their Webelos Handbooks
with them.

« To be prepared for this visit and to prepare troop leadership, you will want to provide at least two
weeks’ notice to maximize success for all participants—Webelos Scouts and Scouts alike.
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¢ When coordinating this meeting with the troop, speak to the unit leaders and emphasize the importance
of having Scouts in the troop, especially rst-year Scouts, involved in the process of instructing and
helping the Webelos Scouts during their visit (such as a “shadowing” system to buddy up with a rst-
year Scout during the visit).

< Determine a time to gather as a den. Decide if the den members and parents will meet before and travel
together to the troop meeting, or if the Webelos Scouts and their parents will drive separately and meet
at the troop meeting site.

GATHERING
* Prepare for the troop meeting per the troop leadership’s instructions.

OPENING

« Discuss with the leadership of the troop your den will visit about how the Webelos Scouts will participate
in the opening ceremony. Some troops may prefer that the Webelos Scouts are spectators; other troops
may wish to have them stand in formation with the assembled Scouts as a patrol. Either is an appropriate
way to involve the Webelos Scouts.

TALK TIME

« Depending on how the visit to the Scout troop is organized, the traditional Talk Time activities may be
dif cult to carry out. It may work better for your den to carry out these or other appropriate activities
before the troop meeting starts or at the close of the troop’s business meeting during a separate
gathering for the members of the Webelos den.

ACTIVITIES

< Activity 1 (Requirements 2A-2D)

Have the Webelos Scouts observe the troop meeting and talk with the leadership of the troop. (This could
be any or all of the following: Scoutmaster, assistant Scoutmaster, senior patrol leader, and patrol leaders.)

ACTIVITY 2

Scouts will participate in a “Scout scavenger hunt” while they attend the troop meeting. The scavenger
hunt will help encourage everyone to pay attention to key elements and experiences of a troop meeting
while being engaged and active observers.

CLOSING
e Alternative: Include Talk Time activities after troop meeting visit.

« Before dismissing, give the Scouts two pieces of rope (or one 24-inch piece) and instruct them to
learn the square knot that is described in the Webelos Handbook. Tell them to bring the ropes back to
their next meeting to show how to tie a square knot.

< Inform the Scouts that at your next den meeting, the Scouts will elect a patrol leader as they model
a patrol for this adventure. Explain that the patrol leader will be leading the Scouts for the next two
meetings and on an outing with a troop with your guidance.

e Inform those Scouts interested in becoming patrol leader that they need to prepare a speech (talk)
explaining why they would like to be the patrol leader and give it at the next meeting. Have those
Scouts contact you and share with you their talk to make sure the message is appropriate.

e Inform all the members of the den that they will be choosing a patrol emblem for their patrol (if your
den has not already done so) and making a ag with that emblem (if your den has not already done
S0) at your next meeting.

SCOUTING ADVENTURE



Do-at-Home Project Reminder:

Please take all of the information you collected today while visiting the Scout troop (such as
patrol method, uniforms, youth-led meetings, etc.) and create a presentation of what you
are looking forward to about joining a troop.

This can be done in many formats:

» Poster * Media presentation * Oral presentation
» Collage * Poetry * Song
e Cartoon strip

Please bring this presentation to the following meeting to share with the group.

AFTER THE MEETING
* Serve refreshments, if desired.
* Work together to clean up the meeting place.

« Record completion of requirement 2 and any of requirements 1 and 3 that each Webelos Scout
has completed.

MEETING 1 RESOURCES

DEN MEETING 1 TROOP MEETING PREPARATION
SCOUTING ADVENTURE

SCOUTMASTER CHECKLIST
Dear Scoutmaster:

Thank you for helping the Webelos Scouts of Den Pack to understand how
a troop works by inviting them to attend the weekly meeting of Troop and/or an outing of
Troop

Below is a checklist of requirement items they need to understand and ful Il with regard to preparing
themselves to take the next step on their Scouting journey. Please use this checklist as a guide when
they attend your meeting and/or outing. It would be ideal if the instruction and guidance could be
provided by patrol members to demonstrate the role of youth in the troop as leaders, teachers,

and mentors.

Part 1—Troop Meeting

» Visit a Scout troop’s weekly meeting together with your den members, their parents, and
unit leaders.

« Describe how the youth of a troop provide its leadership.
» Describe what a merit badge is and how it is earned.
» Describe the rank badges in Scouting and how they are earned.

» List the three steps you will go through once you have completed all the requirements for a rank in
Scouting. These are the Scoutmaster conference, board of review, and recognition.

e Explain what the patrol is and how it works.
« |dentify the different patrols that a troop may have.
« List the differences between a new-Scout patrol and a traditional patrol in a Scout troop.
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Part 2—Outing

With your Webelos den leader and a parent or guardian, participate in a campout with a Scout troop
or participate in an outdoor-oriented activity with a Scout troop.

Prepare, plan for, and use the patrol method while on a troop campout or during a troop outdoor activity.

Show how to tie a square knot, two half hitches, and a taut-line hitch and explain how each knot is
used. (This may be done at a Webelos den meeting.)

Show the proper care of a rope by demonstrating how to whip or fuse the ends of different kinds of
rope. (This may be done at a Webelos den meeting.)

Demonstrate your knowledge of the pocketknife safety rules and pocketknife pledge. Earn your
Whittling Chip card if you have not already done so. (This may be done at a Webelos den meeting.)

ACTIVITY 2
Troop Meeting Scavenger Hunt (examples include):

Troop meeting run by youth: Did you see the senior patrol leader start the meeting or did an adult
begin the meeting?

Patrol method used: Did you see smaller groups in patrols who are making decisions about
troop activities?

Skills: Were Scout skills taught to younger Scouts by older Scouts?

Patrols: Did you see new-Scout patrols, traditional patrols, and experienced Scout patrols?
Games: Did the troop play an interpatrol game to practice Scout skills?

Program: What are the Scouts in the troop planning to do later in the month?

Program: Where did the troop go to camp last summer and where is the troop planning to go to camp
next summer?

Uniforming: Were the Scouts and adult leaders wearing their uniforms?
What kind of fun activities does this troop do?

Adults: Did the Scoutmaster share a closing thought?

Closing: Did you see the closing run by the Scouts in the troop?

Did the Scouts seem to have fun at the meeting?

MEETING 2

PREPARATION AND MATERIALS NEEDED

Paper for drawing pictures of the troop meeting
Paper for ballots to record each Scout’s choice for patrol leader
Materials for making a patrol ag (cloth or canvas, markers or paint, for example)

Extra paper and pencils to create a patrol name and emblem that is appropriate and aligns with the
aims of Scouting

9 balloons (check for latex allergies)

GATHERING

Give everyone time to show their square knots and how to tie them.

For those who were unable to complete the at-home assignment or were absent from the previous
meeting, have Scouts draw a picture of a troop meeting. The Webelos Scouts can make special note of
aspects of the meeting they enjoyed. Ask them to state what badges they are most looking forward to
earning their rst year. They will share this with the other den members in the activity part of this

den meeting.
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e Have available copies of the First Class badge puzzle for each member of the den to assemble and
repeat the meaning of each piece. Let them take the puzzle home to review with a parent for this part of
requirement 1.

OPENING
e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Law.

TALK TIME
e Carry out business items for the den.
e Allow time for sharing among Webelos Scouts.

« Inform the Scouts of the date and time of their outing with the Scout troop and let them know what
they will be doing. Hand out an informational ier for the Scouts to take home to their parent or
guardian regarding this activity.

NOTES TO DEN LEADER

If attending a troop campout at the end of this adventure, make sure the parents or guardians are aware
that they are required to have an adult attend the campout with their child.

Determine a cost per person to cover the purchase of food and any other materials for the campout. For
example, there might be an additional cost associated with the location. Keeping the cost low will ensure
that all youth and adults can participate.

Establishing the cost per person will establish the budget for the planning meeting. The cost varies
troop by troop. You may want to consult with the Scoutmaster of the troop you are camping with for a
recommended cost per person.

The Scouts will be planning their meals for the campout in Meeting 3.

Let the members of your den and their parent or guardian know the total cost of the campout in your
take-home ier, explaining what the money is for and that the amount needs to be brought to the next
den meeting.

ACTIVITIES

< Activity 1: Presentations

Based on information they learned at the previous meeting and the at-home assignment, have Scouts
present to the group what they are most looking forward to about joining a troop (this can be the
creative representation they made) or have them state what badges they are most looking forward to
earning their rst year.

< Activity 2: Patrol Leader Vote (Requirement 3B)

e Patrol leader speeches: Have those Scouts who would like to be the patrol leader for this month give
their brief speeches to the den.

e Pass out ballots for voting.
e Have the Scouts vote.

» Tally the votes and announce the patrol leader.

< Activity 3: Leadership Juggle Game

« Blow up balloons and label each one with a duty of the patrol leader, such as the following:
a. Meeting planning

Duty rosters

Meal planning

Equipment care

Communication in patrol

® oo o
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Communication with other patrols
Promoting participation
Responsibilities for troop meetings
i. Responsibilities for troop outings

s a =~

e Have the newly elected patrol leader try to hold on to all the balloons. If they can do it, start asking for
some of them back in a speci c order. The goal is to illustrate to the patrol leader AND the patrol that
one Scout cannot do all the work; it's a team effort! Pass out the balloons, a couple to each member,
and show how much easier it is to take care of patrol business when everyone pitches in.

e Share with Scouts that patrols are the building blocks of a Scout troop. A patrol is a small group of Scouts
who are similar in age, development, and interests. Working together as a team, patrol members share the
responsibility for the patrol’s success. They gain con dence by serving in positions of patrol leadership. All
patrol members enjoy the friendship, sense of belonging, and achievements of the patrol and of each of
its members.

< Help your newly elected patrol leader by letting them know they are to provide leadership in working
with the other members of the patrol to create a patrol name and emblem, a patrol yell, and a patrol
ag (if the den does not have a den emblem, ag, or yell).

< Activity 4: Blind Square Game

Materials: Scouts’ knot practice ropes; additional 20-foot length of rope; neckerchiefs or bandannas
for blindfolds

< Direct members of the den to tie their practice ropes end to end with square knots. Tie the extra 20-
foot length of rope to the smaller pieces of rope to make a continuous loop of rope.

e Ask Scouts to blindfold themselves and to then grasp the rope. While blindfolded, direct the Scouts
to form a geometric gure: square, triangle, pentagon, etc. After each try, invite everyone to look at
the gure they made. Webelos Scouts will likely struggle initially as they come up with a strategy to
make the desired gure. Re ect on the experience using the following questions:

— What did the group think the purpose of this activity was? (focus on task: to create the assigned gure)
— How did being blindfolded make you feel?
— How did being blindfolded change the way you had to work together?
— How could they improve?
e Give the group the option of trying the activity a second time. Then ask these questions:
— What happened this time that was different?
— Can you think of speci ¢ examples when the group cooperated in completing this activity? Explain.
— What did you learn from this experience?
— What did you learn during this activity that will help your den/patrol work better as a team?

CLOSING

< Build in a re ection on the patrol method: What makes the patrol method an important part of a
good troop?

* In keeping with the idea of modeling a troop, the troop meeting usually closes with an inspirational
or thoughtful message called a Scoutmaster’s Minute. Close this meeting by giving this Scout-
master’s Minute:

Do a Good Turn Dally. This is the slogan of the BSA.

Some Good Turns are big—saving a life, helping out after oods or other disasters, recycling community
trash, working with your patrol on conservation projects.

But Good Turns are often small, thoughtful acts—helping a child cross a busy street, going to the store
for an elderly neighbor, cutting back brush that is blocking a sign, doing something special for a brother or
sister, welcoming a new student to your school.

A Good Turn is more than simple good manners. It is a special act of kindness. Remember, a Scout is kind.

SCOUTING ADVENTURE



AFTER THE MEETING
« Serve refreshments, if desired.
» Work together to clean up the meeting place.

* Prepare the acting patrol leader for the upcoming third meeting. Let them know what you want them
to be responsible for at that meeting—gathering activity, etc. (See preparation notes for Meeting 3.)

» Record completion of any of requirements 1 and 3 that each Webelos Scout has completed.

MEETING 2 RESOURCES

GATHERING: FIRST CLASS BADGE PUZZLE

Create a puzzle out of the parts of the First Class badge below so Scouts can assemble the parts and
learn what each one means. Copy on heavy paper.
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ACTIVITY 1: SAMPLE FLIER FOR A DEN OUTING

Who:

Webelos Scouts in Den 7
What:

Outdoor adventure with Troop 46
Where:

37 W. Big Timber Road (west of Randall Road), Elgin, lllinois
When:

Saturday, Nov. 3, 2018

Depart 8 a.m. from Davis School

Depart 4 p.m. from Camp Big Timber

Return to meeting place by 4:30 p.m.
Why:

Learn about the next step in your Scouting journey and have fun!
How:

Travel notes—If the parents attending can transport their own children, | will be
able to accommodate the rest.

Medical form:

| have two of these already. Everyone (youth and adults) attending is required to complete
Parts A and B of the Annual Health and Medical Record and bring it with them to the
activity. If you bring it to the den meeting on Tuesday, | will organize all of the materials and
expedite the check-in at camp.

The medical form is available at www.scouting.org/health-and-safety/ahmr/.

Cost:
$4 per Webelos Scout and parent to cover the cost of the food the troop will provide

Special Notes:

Please bring

e Warm coat

e Snow pants (if desired)

e Extra mittens and/or gloves
* Boots

 Hat

e Scarf

e Extra socks

Please note:
The activities may change due to weather conditions and circumstances beyond our
control. The troop has reserved a cabin at camp to use as a warming space.

Contact:

Den Leader Name:

Phone:

Email:

SCOUTING ADVENTURE



MEETING 3

PREPARATION AND MATERIALS NEEDED

Work with the newly appointed patrol leader to determine what type of gathering activity they will lead
the patrol in.

Also help guide the patrol leader to understand they will be assigning patrol job descriptions for the
campout during this meeting and leading the patrol in planning their meals for the campout based
on the budget previously set. Help guide them on how and when to collect the money for each
participant’s share of the food cost. Guide them as to the equipment that will be needed for the
campout, such as items needed to cook the meals and to clean up afterward.

Determine if there is a need to contact the troop for help with any equipment. (For example, if a tent
is needed, perhaps the troop has some extra tents the Webelos Scouts could use. The acting patrol
leader should make this phone call to the troop’s Scoutmaster with their parent’s help. The den lead-
er should alert the Scoutmaster to this in advance so that the call will not come as a surprise to the
Scoutmaster and he or she can help a nervous Webelos Scout through the process.)

Chart paper with patrol budget outlined

Calculator

Duty roster

Cast Iron Chef adventure to cross-reference for meal planning
A bundle of matches for the Scoutmaster’s Minute

GATHERING

Game or knot practice (determined by the acting patrol leader with your approval)

OPENING

Conduct a ag ceremony of your choosing, led by the acting patrol leader, that includes the Pledge of
Allegiance and the Scout Law.

TALK TIME

Carry out business items for the den.
Allow time for sharing among Webelos Scouts.

Patrol leader should review the troop campout date and time, and collect money from each member
of the den for the campout.

Remind Webelos that this is a Scout troop campout, and they will continue to learn about Scouting
and Scout methods. Ask them to think about what questions they would like to ask the members of
the troop they will meet and work with on the campout.

ACTIVITIES (REQUIREMENT 3D)
Help guide the acting patrol leader to give leadership as they:

Explain the budget the den has for meals.
Plan the meals for the campout. (You may need to remind them of their total available funds as they plan.)

Determine who (one Scout and parent or the entire patrol and their parents) will go shopping for the
food items and bring them to the campout. If shopping as a patrol, decide the date and time and
determine the transportation that will be needed to go to the grocery store.

Determine what cooking and cleaning items will be needed while on the campout.

Determine who will bring the cooking and cleaning items to the campout. (It could be several patrol
members. The goal is to assign responsibility and for the Scouts to take ownership of what they
agreed to bring, which will be used to bene t the entire patrol.)
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e Develop a duty roster for the campout to include:
— Fire starting — Fire extinguishing
— Cooks for each meal — Cleanup for each meal

* Review personal gear items (found in Webelos Walkabout den meeting plans) to bring on the
campout by playing a camping gear relay. Review any location and weather concerns. (Check with
Scoutmaster for any location concerns.)

« Remind the patrol of the date, time, and place to gather for the campout.

CLOSING
« Re ect on what went well and what could have gone better with the patrol method.
e Scoutmaster's Minute: “Bound Through Scouting” (see Meeting 3 Resources)

AFTER THE MEETING

* Review with the acting patrol leader their leadership responsibilities for the upcoming campout and
any follow-up actions they will need to do before that event.

e Record completion of requirement 3D.

MEETING 3

PREPARATION AND MATERIALS NEEDED
e If needed, work with your troop contact to secure:
— Different types of rope
— Matches and candle to fuse the ends of the rope
— A pocketknife for the pocketknife safety portion of this meeting
* You may also consider having the troop representative lead this segment for your Webelos den meeting.

e Carrying this out during an outing with a Scout troop, with the Scouts leading the instruction,
provides a good alternative to a den meeting activity.

GATHERING

e Play the Future Game, a continuing story game in which each player adds something to the
developing story.

e It begins like this: “I looked into the future and saw ...” For example, the rst player might say:
“| looked into the future and saw a duck.” The second player might say: “The duck was ying in
space.” The third player might say: “The duck was ying in space and saw a satellite.” And so on,
with each player adding to the story with a new sentence.

e Continue until no one can think of another element to add to the story to keep it going. Add players in
as they arrive, in sequence.

OPENING

e Conduct a ag ceremony of your choosing, led by the acting patrol leader, that includes the Pledge of
Allegiance and the Scout Law.

TALK TIME
* See sample Talk Time activities in the appendix.

* The acting patrol leader should review the outdoor activity planned with a troop. Share the date and
time and where to meet, as well as any items that will be needed for the activity.

ACTIVITIES

e As a patrol led by the acting patrol leader, determine what tasks the patrol members could ful Il for
this activity.
SCOUTING ADVENTURE



< Option 1: Scouting for Food—Assignments for Webelos Scouts

One member may need to call and remind the other patrol members of the date and time of the activity.

Another patrol member may need to communicate a reminder on the personal equipment that is
needed for the activity (proper clothing, water, sunscreen, hats).

One member may need to schedule the transportation to and from the activity with the adult leaders
and parents.

One member may need to distribute the Scouting for Food bags and be responsible for obtaining
extra bags that may be needed.

One member may need to organize a snack for the members of the patrol.

Option 2: Adopt-a-School Service Project

One member is needed to work with the principal or groundskeeper at a local school to determine a
need that Webelos Scouts can address.

One member may need to call and remind the other patrol members of the date and time of the activity.

Another patrol member may need to communicate a reminder about the personal equipment that is
needed for the activity (proper clothing, water, sunscreen, hats, trash bags, disposable gloves, simple
tools such as a rake).

One member may need to schedule the transportation to and from the activity with the adult leaders
and parents.

One member may need to organize a snack for the members of the patrol.

One member can be assigned to take a picture of the den members and the project to share with
the school.

Complete requirements 5 and 6:

Show how to tie a square knot, two half hitches, and a taut-line hitch. Explain how each knot is used.
Show the proper care of a rope by learning how to whip and fuse the ends of different kinds of rope.

Demonstrate your knowledge of the pocketknife safety rules and the pocketknife pledge. If you have
not already done so, earn your Whittling Chip card.

(See the appendix and the Webelos Handbook for rope care, knot tying, and pocketknife safety resources.)

CLOSING

Re ect on what went well and what could have gone better with the patrol method.

Discuss questions Scouts and families should consider when choosing a troop. Include items such
as the size of the troop, the troop’s location, the personality t of the troop, the expected costs, the
troop’s record of advancement, and—of course—whether the Scouts are having fun! Have families
review these items before the outing.

Review details for the upcoming outing in Meeting 4. Make sure all Scouts and their families know the plans.
Closing thought—"Bound Through Scouting” (see Meeting 3 Resources)

AFTER THE MEETING

Serve refreshments, if desired.
Work together to clean up the meeting place.

Review with the acting patrol leader the leadership responsibilities for the upcoming outdoor
troop activity.

Record completion of requirement 3D.
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MEETING 3 RESOURCES

CLOSING: SCOUTMASTER'S MINUTE

Bound Through Scouting

(You will need a small bundle of wooden matches and a rubber band. Gather up the matches and neatly
bundle them together so that they will stand when you set them down. Adapt the text below to t the
speci ¢ experiences of your den.)

Our troop is much like these matches. (Stand the matches on end for everyone to see.) You might have
noticed that we all stick together. It is the trust, friendship, and knowledge of everyone here that makes us
feel this way. We know that when the going gets tough, like on our last campout (or event, etc.), if we stick
together we will come out on top. On our campout, everyone did their job. (The tents were set up, the cooks
prepared a ne meal, and the wood crew brought in enough rewood to last a week. We stuck together, etc.)

But what happens if we don't stick together? (Pick up the bundle of matches and take the rubber band

off. Then set the bundle back on the oor. Let the matches fall and scatter.) If we don't stick together, we
will all fall apart just as these matches did. When this happens, we cannot accomplish as much as we can
as a team. Thanks for sticking together.

SCOUT TROOR
RATRIOL DUTY ROSTER

Patrol: Patrol Leader:

Campout Location: Dates:

Patrol Members

1. 5.
2. 6.
3. 7.
4, 8.
ASSISTANT ASSISTANT FIRE &

cook COOK CLEANUP | "ciEAN uP WATER
SATURDAY 1 2 3 4 5
BREAKFAST
SATURDAY 6 7 8 1 2
LUNCH
SATURDAY 3 4 5 6 7
DINNER
SATURDAY 8 1 2 3 4
SNACK
SUNDAY 5 6 7 8 1
BREAKFAST

MEETING 4

PREPARATION AND MATERIALS NEEDED

e Take part in a troop outing or campout. Prior to this activity you will need to have established com -
munication with a troop in your area and the members of your den and their parents or guardians to
schedule a campout or other outdoor-oriented activity with the troop. Inform the Scouts of the date
and time of the activity and let them know if they need to bring any gear with them.

SCOUTING ADVENTURE



» If spending the night, either bring tenting and cooking gear or coordinate with the hosting troop to
borrow needed equipment.

e See needed camping gear in the Webelos Handbook.

» Coordinate activities with host troop leadership. Members of the Webelos den should be able to
complete requirements 5 and 6 during the outing. Share this information in advance with the Scout-
master or designated point of contact.

» Con rm that transportation to and from the event is in place. Secure signed activity consent forms.
e The den leader should bring a copy of the Guide to Safe Scouting.

ACTIVITIES (REQUIREMENT 4)

* The speci c nature of the activities will depend on the troop program and how the Webelos Scouts
will be involved in the program. Some troops may assign a helper to the den (a troop guide) to coach
the Webelos patrol leader, or the troop may create a “round-robin” set of skills for the Scouts in the
Webelos den to learn and practice required camping skills.

e Again, as with all of the activities in this adventure, be sure to coordinate with troop leadership to
ensure that expectations are met, advancement is secured, and everyone has fun.

< Activity 1

For Webelos dens spending the night:
e Campsite setup

e Evening programming

e Camp re, game, skill practice

< Activity 2

* Reveillle

e Breakfast/cleanup OR arrive at location for outing
e Morning activities

e Noon meal preparation/cleanup

» Afternoon programming

* Evening meal preparation/cleanup
» Evening programming

e Depart

AFTER THE MEETING

* Follow details established during planning phase for transportation home.

e Send thank-you notes to those who helped.

« Record completion of requirement 4, and of requirements 5 and 6, if not done previously.

RESOURCE ITEMS FOR DEN OUTING

Content needed for delivery of the den outing depends on program determined in advance.

adventure pin shown here. Make sure they are recognized for their completion by present-
ing the adventure pins, to be worn on their uniforms, as soon as possible according to

Upon completion of the Scouting Adventure, your Webelos Scouts will have earned the ;
your pack’s tradition.
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MEETING 1

PREPARATION AND MATERIALS NEEDED

« U.S.and den ags

e Signed thank-you notes

« Pictures of heroes and blank sheets of paper for the Gathering activity

* Invite guests from the list compiled at the brainstorming session from a prior meeting. Be sure to
have the Scouts’ questions on hand and an introduction for each guest (Activity 1).

» Items for the Superpowers Charade game (Activity 2): Slips of paper with a different superpower
written on each, and blank sheets for Scouts to Il out their guesses. Have enough superpowers
selected so each Scout can act one out.

e Items for the Scout Law Hero game (Activity 3): Large poster board with the 12 points of the Scout
Law written in a circle and a cardboard spinner attached to the center

GATHERING

* Post pictures of heroes around the room before the meeting. As Scouts arrive, give them a sheet of
paper to write down what they believe makes each one a hero. (Example: “Police of cers help people
who are at risk of being hurt.”)

e Collect the papers for use in Activity 1.

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

TALK TIME
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

* Introduce the Build My Own Hero adventure to the den. Build interest by describing the goals of the
adventure and some of the activities that are planned.

e Remind the Scouts that they are surrounded by heroes every day. Sometimes heroes do big things
while others do small things. We can discover who these heroes are if we watch and observe what
they do. Have the Scouts decide on three people they admire and interact with daily or at least
several times a week. They will watch the three people during the next week to identify how average
citizens can be heroes (requirement 2). At Meeting 2 they will choose one of those heroes and create
a “My Hero Award” for him or her (requirement 3).

e Introduce the idea of discovering heroes in the world. Let Scouts know of the Do-at-Home projects
for next week (requirement 4).

ACTIVITIES

< Activity 1: Guest Speaker (Requirement 1)

e Select a Scout to introduce the guest speaker or speakers. Have everyone listen carefully to the
presentation. Then take a few minutes for guests and Scouts to ask questions of each other.

» Discuss with each guest what it means to be a hero. If the guest or the guest’s family was involved
in Scouting, explore how the 12 points of the Scout Law helped shape his or her life. Do the answers
relate to things the den members came up with during the Gathering activity?

e Show appreciation for the guest(s) with a den cheer or yell, and present thank-you notes.



< Activity 2: Superpowers Charade Game

e Put the slips of paper you prepared in a basket or hat, and have each Scout pick one but not reveal it
to the rest of the den.

e Inturn, Scouts will stand up and express their superpower in gestures and movements, without
speaking a word. Hand out sheets of paper for each member of the den to guess the superpowers;
then reveal the answers after all guesses have been made.

< Activity 3: Scout Law Hero Game

e This game will reinforce the discussions in Activity 1 as Webelos Scouts review the meaning of the
12 points of the Scout Law. Draw a large circle on poster board and divide it into 12 sections. Write in
the spaces “Trustworthy,” “Loyal,” “Helpful,” “Friendly,” “Courteous,” “Kind,” “Obedient,” “Cheerful,”
“Thrifty,” “Brave,” “Clean,” and “Reverent.”

» Attach a cardboard spinner. Scouts take turns spinning it and thinking of a person who has the
characteristic the spinner lands on. They can share with the group who they thought of and why.
Each Scout should get at least two turns.

CLOSING

e Gather the Scouts in a circle and have each comment on what the guest(s) shared with them. Ask if
what they heard changed their de nition of a hero in some way.

* Recite the Scout Law.

Remind Scouts to make their observations, keep notes, and privately select one hero so they
can create a “My Hero Award” next week (requirements 2 and 3). They should keep this a
secret from the recipient until the award is ready to give. If they can't decide on just one
person, it's all right to give more than one award.

A Do-at-Home Project Reminder:

Each member of the den should also look up information on a real-life hero from another country who
made a difference in the world and be ready to share what they learned at the next meeting (requirement 4).

AFTER THE MEETING

e Serve refreshments, if desired.

e Work together to clean up the meeting place.
e Record completion of requirement 1.

MEETING 2

PREPARATION AND MATERIALS NEEDED
e U.S.and den ags
e World map with pins to mark locations, or a globe with sticky notes
e Craft supplies for each Scout to make a “My Hero Award”
e “Scouts in Action” article clipped from Boys’ Life magazine
e Items for creating a superhero:
— Poster board or large roll of paper to draw a Scout’s outline
— Poster board listing the 12 points of the Scout Law
— Markers, paints, art supplies

* Prepare thank-you notes to be signed in advance for anyone who will be helping with the outing
(Meeting 3).

BUILD MY OWN HERO



GATHERING

Set up a globe or post a world map so Scouts can mark the location of the international hero they
researched for requirement 4.

OPENING

Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

As the denner calls roll, have Scouts name a trait or job that they think of when they hear the
word “hero.”

TALK TIME (REQUIREMENTS 2 AND 4)

Carry out business items for the den.
Allow time for sharing among Webelos Scouts.

Have each Scout tell which hero from another country they chose from the at-home assignment, and
how that person helped make the world a better place.

Each Scout should also share about the one or more individuals they chose for their My Hero Award.
What actions stood out that helped them make the choice? How did those observations expand their
concept of what makes a hero?

Discuss the upcoming den outing (Meeting 3). Scouts will visit a library, museum, newspapet, or local
veterans group to learn about other real-life heroes.

ACTIVITIES
< Activity 1: My Own Hero Award (Requirement 3)

The Scouts will now create their awards using supplies they brought or that you collected. The award
may be anything from a certi cate to a trophy, plaque, or leatherwork.

Consider inviting the award recipients to a den or pack meeting to receive the honor; Scouts could
make formal invitations for that event. If any recipient cannot attend, the Scout should visit him or her
to present the honor.

Activity 2: Create a Superhero (Requirement 6)

This can be done individually, as several small groups, or as a den. Scouts will need to decide what
traits their superhero will have. Record those traits alongside the poster you created showing the
12 points of the Scout Law and discuss the connections between the two.

Scouts can draw outlines of each other; then each Scout writes inside their outline the traits that they
feel are important in a hero. Or the den may create a single superhero and have each Scout write in
one or two traits. Also, if Scouts want to draw and color a superhero uniform inside the outline, the
traits may be written around it.

Finish with a game: One Scout starts a story about the superhero. Each member of the den in turn
adds to that story until everyone has had a chance to contribute. If possible, once the story is
developed, record a video of the den telling their story to share at the pack meeting.

CLOSING (REQUIREMENT 5)

Share the “Scouts in Action” story that you clipped from Boys’ Life. Explain that articles in this series
tell stories of real heroes who are Scouts, just like them.

Review details for the upcoming outing in Meeting 3. Make sure all Scouts and their families know
the plans.

AFTER THE MEETING

Serve refreshments, if desired.

Work together to clean up the meeting place.

Record completion of requirements 2, 3, 4, 5, and 6.
Have Scouts sign their thank-you notes for the outing.



MEETING 3

PREPARATION AND MATERIALS NEEDED

« Make arrangements at least a month in advance with representatives at the outing location. Share
with them what the den has been doing in this adventure, and con rm that someone will be available
during the outing to help the Webelos Scouts learn about local heroes.

e Con rm that transportation to and from the location is in place. Secure signed activity consent forms.

e The den leader should bring a copy of the Guide to Safe Scouting.

e Bring the signed thank-you notes for those who help.

* Pack some refreshments for after the outing, if desired and appropriate.

» Print out the Merit Badge Match Game (see Meeting 3 Resources) for the Gathering (one copy per Scout).
e Bring copies of local newspapers for the Good News Game (Activity 2, if time allows).

GATHERING

< While waiting for everyone to arrive, have Scouts play the Merit Badge Match Game, matching each
badge to its subject.

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

TALK TIME
e Carry out business items for the den.
¢ Allow time for sharing among Webelos Scouts.

ACTIVITIES

< Activity 1: Discovering Local Heroes

* Introduce Scouts to the tour guide or other representative at the location. If you are visiting a library
or newspaper of ce, ask this person to help the Scouts nd information regarding local heroes.

e After the visit, talk about which points of the Scout Law each hero exhibits. How were these people
recognized by their communities (or beyond), and what did they have to say about their status as
“heroes”? Were they involved in Scouting as youth? Are their names displayed anywhere in
the community?

< Activity 2: Good News Game

« Iftime allows, distribute the newspapers you collected and ask Scouts to look through them, pointing out
each type of heroism they see in the articles. These heroes may be adults or children, professionals or
volunteers—or even pets and police dogs. Each Scout who nds an article calls out, “Good News!” Then
they describe the hero, and the game moves on.

« When the game is nished, cut out the articles so the Scouts can create a “Good News” display for
the next pack meeting, where they may also want to show the superhero story video they recorded at
Meeting 2.

e This game can be played as the Scouts sit around a table. If you are in a library, they can silently raise
their hands rather than calling out.

CLOSING
* Present thank-you notes to all who helped with the outing.

e Have den members stand in a circle and pass around the Scout handshake until it reaches the person
who started it. As Scouts receive the handshake, they silently make a wish and pledge to do their best.

BUILD MY OWN HERO



AFTER THE MEETING
» Serve refreshments, if desired and appropriate.
* Work together to clean up before leaving the meeting place.

MEETING 3 RESOURCES

GATHERING: MERIT BADGE MATCH GAME

Play this match game to emphasize the opportunities available to boys as they continue in Scouting.
Link each picture of a merit badge to its subject, and write the correct number in the box.

Engineering
Nature
Electricity
Chess
Canoeing

American Business
Digital Technology
First Aid

Nuclear Science
10. Painting

11. Astronomy

12. Fly-Fishing
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Upon completion of the Build My Own Hero adventure, your Webelos Scouts will
have earned the adventure pin shown here. Make sure they are recognized for their
completion by presenting the adventure pins, to be worn on their uniforms, as soon as @

possible according to your pack’s tradition.

BUILD MY OWN HERO
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RATIONALE FOR ADVENTURE

Survival skills are essential for anyone who might ever become lost in the wilderness—in a jungle, on a
desert island, or, yes, during a Scout hike or campout! This adventure teaches several of those skills to
Webelos Scouts, preparing them to deal with emergencies in an outdoor environment.

TAKEAWAYS FOR CUB SCOUTS

e Explores the pros and cons of different wilderness survival methods

e Introduces skills Scouts will need later in Scouting or in any survival situation
* Provides opportunities to do things they have never done before .

ADVENTURE REQUIREMENTS Webelos Handbook, page 294
Complete the following requirements.

1. Complete A and your choice of B or C:

A. On a campout or outdoor activity with your den or family, cook two different recipes that do not
require pots and pans.

B. With the help of an adult, demonstrate one way to light a re without using matches.

C. Using tree limbs or branches that have already fallen or been cut, build a shelter that will protect
you overnight.

2. Do all of the following:

A. Learn what items should be in an outdoor survival kit that you can carry in a small bag or box in a
daypack. Assemble your own small survival kit, and explain to your den leader why the items you
chose are important for survival.

B. With your den, demonstrate two ways to treat drinking water to remove impurities.

C. Discuss what to do if you become lost in the woods. Tell what the letters “S-T-O-P” stand for. Tell
what the universal emergency signal is. Describe three ways to signal for help. Demonstrate one
of them. Describe what you can do to help rescuers nd you.

D. Make a list of four qualities you think a leader should have in an emergency and why they are im-
portant to have. Pick two of them, and act them out for your den. Describe how each relates to a
point of the Scout Law. Describe how working on this adventure gave you a better understanding
of the Scout motto, “Be Prepared.”

NOTES TO DEN LEADER

The theme of this adventure is survival. Each meeting will be more exciting and fun if it is done outdoors.
Meeting 1 should be held in an organized camp setting or on a pack or den campout. For Meeting 3,
plan an outing to a location where there are downed branches and other materials to build shelters
(requirement 1C) and to gather tinder and kindling (requirement 1B).

Before each meeting held in these environments, the leader will need to make arrangements with the
outing location and con rm the outing plan with families, including transportation and any additional
items they need to bring. Make sure activity consent forms are distributed, signed, and collected.

These den meeting plans include preparing and serving food. Be sure to check with members of your
den for any food allergies or restrictions.

See the appendix for optional den meeting activities, including openings, gatherings, and closings.
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MEETING 1

PREPARATION AND MATERIALS NEEDED
« U.S.and den ags
* Notebook and pen for Talk Time

e Secure an organized camp setting several weeks in advance, or plan the meeting to take place during
a pack or den campout.

» Con rm that transportation to and from the location is in place. Secure signed activity consent forms.
» Distribute information to families, including travel details, needed gear, food, and fees for use of facility.
e The den leader should bring a copy of the Guide to Safe Scouting.
» Prepare thank-you notes that Scouts can sign for those who help.
» Items for water treatment (Activity 1):
— Water treatment tablets
— Stove for boiling water
— Large pot with cover
— Quart-size water bottle
— Water lter (optional)
» Ingredients for breakfast burritos (Activity 2; see Meeting 1 Resources)
e Hand-washing station
« List of items Scouts will bring next week to assemble their survival kits (see the Webelos Handbook)

GATHERING: FOOD PREPARATION
e Remind Scouts to wash their hands.

e Chop meat and vegetables for burritos.

» Start pot of water boiling (see Activity 1).

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

* Sing an outdoor-oriented song. Here is one from the Cub Scout Songbook:
Be Kind to Your Web-Footed Friends
(tune: “Stars and Stripes Forever”)

Be kind to your web-footed friends,
For a duck may be somebody’s mother.
Be kind to your friends in the swamp,
Where the weather’s always damp.
You may think that this is the end.
Well—it is!



TALK TIME
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

* Introduce the Castaway adventure to the den. Build interest by describing the goals of the adventure
and some of the activities that are planned.

« Discuss leadership qualities that are important to have in case of an emergency. Ideally, some or all
of these qualities should relate to points of the Scout Law. Have the den decide on the four most
essential qualities; then write these down and give a copy of the four qualities to each Scout so they
can prepare for Meeting 2 (see Do-at-Home Project Reminder below).

< To lead into the activities, a few comments about food safety would be helpful:
— Keep hot foods hot, and cold foods cold.
— Do not cross-contaminate foods.
— Clean all utensils.
— Wash hands before and after preparing or handling food items.

ACTIVITIES

Water Treatment (Requirement 2B)

« Add water to a quart water bottle and add treatment
tablets according to directions. Set aside and let it stand for the indicated length of time
(usually 30 minutes).

e Put a large pot of water on the stove and start heating it. Once water is at a rolling boil, time it for one
minute. Water should now be safe to drink. Remove enough for everyone to taste after it cools. Leave
boiling water on stove with heat on for breakfast burritos.

e Once the boiled drinking water you removed has cooled to the ambient temperature (or cooler), let
everyone sample it. Have a blind taste-testing contest using regular tap water, boiled water, and treated
water (add Itered water if you have a Iter). See if the Scouts can tell which is which.

¢ Remind Scouts that all water that comes from an unknown source should be treated using one of the
methods shown in the Webelos Handbook—especially any water from naturally occurring sources
like lakes, rivers, etc. The water they are drinking may have traveled a long way to get to them, and
there is no way of knowing where it passed or what passed through it along the way. Be safe!

< Activity 2: Cooking Without Utensils (Requirement 1A) (Breakfast Burritos)

Scouts will need to prepare two recipes for requirement 1A. Additional recipe options can be found in the
Meeting 1 Resources and in the Webelos Handbook.

Ingredients

1-2 eggs per Scout

Chopped ham, cooked bacon, or sausage

Chopped onions, green peppers

Tortillas

Cooking quality 1-quart, plastic resealable freezer bags
Salt and pepper

Other seasonings to taste

» If you are cooking more than four burritos at a time, you may want to use two pots of water.
« While water is coming to a boil, have Scouts prepare their breakfast burritos.

* Show the Scouts how to crack eggs into the bags with minimal mess. Any meat items should be
ready to eat—you only want to cook the eggs for this recipe. Squeeze most of the air out of the bags
and seal them.
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e Add the bags to the water still boiling on the stove from Activity 1. Avoid splashing! Don't let the bags
touch the edge of the pot for extended periods of time. The water will stop boiling when you add the
bags, then gradually warm up again. The hotter the water, the faster the eggs will cook.

e Using long tongs and a hot pad, glove, or towel, remove the bags occasionally and knead the eggs
inside the bag. As the eggs cook, they will start to look like scrambled eggs. Once the eggs are rm,
they are done. Then open the bag, drop the contents into a tortilla, and add desired seasonings. Roll
up the tortilla and enjoy!

* Clean up the cooking area.

CLOSING
e Gather the den together and recite the 12 points of the Scout Law.

Each Scout will pick two of the four leadership qualities and prepare to act out those two

qualities for the rest of the den at Meeting 2. Each member of the den will also need to

describe how both qualities relate to points in the Scout Law, and how working on this
adventure is giving them a better understanding of the Scout motto: Be Prepared.

A Do-at-Home Project Reminder (Requirement 2D):

Remind each Scout and their family to collect the items needed for a survival kit—using the list in their
handbooks—and bring them to the next meeting.

AFTER THE MEETING

» Serve additional refreshments, if desired.

* Work together to leave the outdoor location cleaner than you found it.
* Record completion of requirements 1A and 2B.

e Have Scouts sign their thank-you notes for those who helped.



MEETING 1 RESOURCES

ACTIVITIES

< Activity 2: Cooking Without Utensils (Requirement 1A)

Here are a couple of extra recipes, if desired. For more options, see requirement 1A in the
Webelos Handbook.

Walking Tacos

1 pound hamburger

1 package taco seasoning

1 small onion

Chopped lettuce

Shredded cheese

Sliced black olives

Chopped tomato

Sour cream or dressing of your choice
Salsa

1-ounce bag of any type corn chip

« Before the meeting or campout, brown the hamburger and onion, drain, and add taco seasoning
according to directions. Let simmer until the taco seasoning is absorbed.

< On the outing, press the corn chip bag to crush the chips. Turn the bag on its side and cut the top
off with a pair of scissors. Add the hamburger mixture along with any of the toppings you desire.
Take a plastic fork and enjoy!

Baked Camp re Apples

1 apple per serving

Brown sugar

Raisins, nuts, and/or red hot cinnamon candies
Heavy-duty aluminum foil

« Core the upper part of the apple, leaving the bottom half intact. Fill the center with raisins, nuts, and/
or candies. Add brown sugar to taste.

e Double-wrap the apple in aluminum foil and place on hot coals for 20 minutes.

MEETING 2

PREPARATION AND MATERIALS NEEDED
¢« U.S.and den ags

* Materials for small survival kits in Activity 1 (requirement 2A). See Webelos Handbook for items needed,
and add emergency whistles. Have Scouts bring their own items, while you may provide a few such
as trail food, garbage bags, and duct tape. Collect a few nonessential items, too—as examples of
what a Scout shouldn’t take along.

e Consider inviting a local search-and-rescue worker to this meeting. Be sure your guest knows what
you want to cover with the den. (Check with your local sheriff's department or re and rescue team.
Allow several weeks’ lead time.)

e Prepare thank-you notes to be signed in advance for anyone who will be helping with the outing
(Meeting 3).
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GATHERING

Have some 5-foot lengths of rope for the early arrivers to practice their knots. This would be a good
opportunity for them to learn or re ne their ability to tie the bowline, which can be used as a rescue knot
because it will not slip or strangle someone if tied around the body.

OPENING

Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

Remind den members of last week’s outdoor meeting. Then lead them in singing “America the Beautiful.”

TALK TIME

Carry out business items for the den.
Allow time for sharing among Webelos Scoults.

Finish the discussion the den started last week on leadership qualities. Have each Scout say which
pair of qualities they chose from the four, and how those two relate to points of the Scout Law.

ACTIVITIES
< Activity 1: Leadership Qualities (Requirement 2D)

Give the Scouts a few minutes to come up with an impromptu skit illustrating the four qualities you
just discussed. Tell them to imagine facing an emergency while on a hike or campout—how should
they respond?

Have them present the skit.

Activity 2: Survival Kits (Requirement 2A)

Have Scouts assemble their survival kits, while you lead a discussion on why each item is important.
Ask: Which items would be most handy if you were in a desert? A forest with lakes nearby? At the
seashore? How about if you were in a high-altitude, rocky area?

Activity 3: Lost in the Woods (Requirement 2C)

Have Scouts brainstorm scenarios in which they might become lost in the woods and how they
would respond. Make sure to emphasize the S-T-O-P system in the Webelos Handbook: Stop, Think,
Observe, Plan.

Cover the ways Scouts might signal to help rescuers nd them:
— Shout three times in a row, or make three blasts on a whistle.

— Start a camp re to create a bright light at night or smoke in the daytime; tossing grass or green
leaves on the ames will provide even more smoke.

— In daylight, spread your rain gear, sleeping bag, and bright-colored equipment in the open to
catch a rescue pilot’s eye, or ash a mirror in the direction of aircraft.

Other priorities include maintaining body temperature (cool in hot weather, warm in cool weather),
nding adequate shelter, and drinking plenty of water. (Don’t worry as much about food. While being
hungry is not pleasant, it's also not a high priority. Unless you are an expert in plants and properly
preparing animals to eat, it's best to save the energy and concentrate on other matters.)



CLOSING
e Gather the den together and close with the Scout Oath.

¢ Review details for the upcoming outing in Meeting 3. Make sure all Scouts and their families know
the plans.

AFTER THE MEETING

* Serve refreshments, if desired.

« Work together to clean up the meeting place.

¢ Record completion of requirements 2A and 2C.

¢ Have Scouts sign their thank-you notes for the outing.

MEETING 3

PREPARATION AND MATERIALS NEEDED

¢ U.S.and den ags

e Con rm that transportation to and from the event is in place. Secure signed activity consent forms.
e The den leader should bring a copy of the Guide to Safe Scouting.

e Items needed to make re without matches (see requirement 1B in Webelos Handbook). You may
want to recruit a Wilderness Survival merit badge counselor or an experienced leader in a troop.

e Outdoor Code in large print on poster board (Opening)

* Outdoor Code script (one copy for leader/narrator; see Meeting 3 Resources)
e Qutdoor Code written on pocket-size cards (one per Scout)

» Firem’n Chit information to share with Scouts

GATHERING (REQUIREMENT 1C)

* When everyone has arrived at the campout site, have Scouts spread out and begin gathering material
for making shelters: wood that has fallen from trees, pine needles, dry leaves, etc. (Remind everyone
they must not cut wood or leaves from any tree or plant.)

e |deally, each Scout will make their own shelter, but if time is limited the group might build one shelter
that is large enough for a single Scout.

* Leave No Trace: Return the shelter material to a natural look.

OPENING: OUTDOOR CODE

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

e Have Scouts read the Outdoor Code aloud from the poster board as you read the narrator lines
provided in the Meeting 3 Resources. Give each Scout one of the pocket cards you prepared to
reinforce the points of the code.

TALK TIME

e Carry out business items for the den.

e Allow time for sharing among Webelos Scouts.

< Discuss ways that an overnight shelter could be improved with other supplies (tarp, sleeping bag, etc.).
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ACTIVITIES
< Activity 1: Fire Without Matches (Requirement 1B)

Gather the Scouts around and demonstrate how to start a re without matches. If you have time,
consider demonstrating more than one of the methods shown in the Webelos Handbook—uwith a
magnifying glass, int and steel, or wood-on-wood friction.

After a successful demonstration, have each member of the den try it themselves as you assist them.
This exercise takes time and a little nesse, so give them plenty of opportunities.

Remind Scouts they should do this only in a safe environment and under the close supervision of
an adult.

Review the Firem’n Chit Award information (see Meeting 3 Resources). Do not award the card or
patch, but tell them this is something they can earn when they join a troop.

Leave No Trace: When nished, make sure the area is returned to its natural state.

CLOSING

Gather the den in a circle and review the leadership qualities Scouts should show in an emergency,
as discussed at earlier meetings.

Ask the den: How has working on this adventure helped you understand the Boy Scout motto:
“Be Prepared”? Starting with the denner and moving right, let each Scout respond to the question
(requirement 2D).

AFTER THE MEETING

Serve refreshments, if desired and appropriate.

Work together to leave the outdoor location cleaner than you found it.
Record completion of requirements 1B, 1C, and 2D.

Have Scouts sign their thank-you notes for those who helped.



MEETING 3 RESOURCES

OPENING: OUTDOOR CODE

Den members will read their words from the Outdoor Code poster board while the narrator reads from
this script:

Den: As an American, | will do my best to ...

Narrator: The Outdoor Code reminds Scouts of the importance of caring for the environment. Its ideals
take on special meaning whenever you are camping, hiking, and taking part in other outdoor events.

Den: Be clean in my outdoor manners. Be careful with re. Be considerate in the outdoors.

Narrator: Being clean in your outdoor manners, careful with re, and considerate means you can enjoy
the outdoors in ways that do the environment no harm; that you can hike and camp in an area without
leaving any sign you were there.

Den: And be conservation-minded.

Narrator: Being conservation-minded encourages the protection and thoughtful use of natural resources.
You can do your part in service projects that improve the condition of wildlife, water, air, forests, and the
land itself. Please give the Scout sign and repeat after me:

| promise

On my honor as a Scout

To live by the Outdoor Code,

To take care of the world around me
Today

And from this day forward.

ACTIVITIES

Activity 1: Fire Without Matches (Requirement 1B)
Firem'n Chit

FIREM’'N CHIY

This is to certify that E

N

can carry fire-starting materials and build a campfire.

This Scout has read the fire use and safety section in
the Scout Handbook. This Scout knows that starting
and building fires means being responsible, and
accepts that responsibility. In consideration of the
above, this Scout is hereby granted “Firem’n Rights.”

8¢,
Signed Smokey @"

/.
w‘ BOY SCOUTS OF AMERICA'

This certi cation grants a Scout the right to carry re-lighting devices (matches, lighters, etc.) to
build camp res. The Scout must show their Scout leader, or someone designated by their leader,
an understanding of the responsibility to do the following:

1. I have read and understand use and safety rules from the Scout Handbook.

2. 1 will build a camp re only when necessary and when | have the necessary permits (regulations vary
by locality).

3. | will minimize camp re impacts or use existing re lays consistent with the principles of Leave No
Trace. | will check to see that all ammable material is cleared at least 5 feet in all directions from re
(total 10 feet).
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| will safely use and store re-starting materials.

5. 1will see that re is attended to at all times.
| will make sure that water and/or a shovel is readily available. | will promptly report any wild re to the
proper authorities.

7. 1 will use the cold-out test to make sure the re is cold out and will make sure the re lay is cleaned
before | leave it.

8. | follow the Outdoor Code, the Guide to Safe Scouting, and the principles of Leave No Trace and
Tread Lightly!

The Scout’s “Firem’n Rights” can be taken away if they fail in their responsibility.

Upon completion of the Castaway adventure, your Webelos Scouts will have earned the
adventure pin shown here. Make sure they are recognized for their completion by present-
ing the adventure pins, to be worn on their uniforms, as soon as possible according to
your pack’s tradition.




@

@ EARTH ROCKS!

RATIONALE FOR ADVENTURE

Through this adventure, Webelos Scouts will see the relevancy of earth science and how it impacts
their daily lives. They will begin to understand the use of rocks and minerals in everyday items. Their
investigations will give them an understanding of geological events and they will have the opportunity
to learn about geological features in their own state.

TAKEAWAYS FOR CUB SCOUTS

e Learning about the science of geology

< |dentifying and testing rocks and minerals

* Becoming aware of geological materials and landmarks in their area

* Geology/earth scientist career awareness

e Performing geological investigations while upholding the values of Leave No Trace .

ADVENTURE REQUIREMENTS
Complete the following requirements.
1. Do the following:
A. Explain the meaning of the word “geology.”
B. Explain why this kind of science is an important part of your world.
2. Look for different kinds of rocks or minerals while on a rock hunt with your family or your den.

3. Do the following:

A. Identify the rocks you see on your rock hunt. Use the information in your handbook to determine
which types of rocks you have collected.

B. With a magnifying glass, take a closer look at your collection. Determine any differences between
your specimens.

C. Share what you see with your family or den.
4. Do the following:

A. With your family or den, make a mineral test kit, and test minerals according to the Mohs scale of
mineral hardness.

B. Record the results in your handbook.

5. lIdentify on a map of your state some geological features in your area.

6. Do the following:
A. Identify some of the geological building materials used in building your home.
B. Identify some of the geological materials used around your community.

EARTH ROCKS!



NOTES TO DEN LEADER

The rst meeting of this adventure is the suggested den outing—a rock hunt around your den meeting
site or other conveniently accessible location. Have the Webelos Scouts complete requirement 1 and
bring the information with them to discuss at the meeting.

In advance of the outing, the leader will need to make arrangements with the outing location or land -
owner and con rm the outing plan with families, including transportation and any additional items they
need to bring. Make sure activity consent forms are distributed, signed, and collected.

See the appendix for optional den meeting activities, including openings, gatherings, and closings.

MEETING 1

PREPARATION AND MATERIALS NEEDED
* U.S.and den ags

* Read the Earth Rocks! adventure and plan a rock hunt around your meeting place or other conveniently
accessible location. Con rm that transportation to and from the rock hunt site is in place. Secure signed
activity consent forms.

e The den leader should bring a copy of the Guide to Safe Scouting.

« If your rock hunt involves a site where the Scouts can dig, make sure you have received permission
to do so from the landowner. Verify if permission is also given for the Scouts to collect and keep the
rocks they nd, and review Leave No Trace guidelines regarding rock collecting. If permission is not
given, encourage the Scouts to bring cameras or smartphones to capture their rock collections
virtually for display at a den or pack meeting.

» Each Scout will need the appropriate tools (see “Geologist's Equipment” in the Webelos Handbook).
Scouts should also bring their handbooks to help with identi cation of specimens.

* Notify Scouts of any personal items and special clothing they will need (water bottles, sunscreen,
hats, closed-toe shoes).

« Consider bringing other rock collecting eld guides from local libraries or geology clubs.
* Invite a geologist or rock collector to attend the outing and help in the identi cation of rocks.
* Prepare thank-you notes that Scouts can sign for those who help with the outing.

GATHERING: ROCK HOUND

e Scouts can play this game like rock-paper-scissors but substituting hammer, magnifying glass, and
glove. Hand signals in this version are as follows:

Hammer = Close your st (hammer beats magnifying glass).
Magnifying glass = Make a circle with your ngers and hold up to your eye (magnifying glass beats glove).
Glove = Lay one hand over the other (glove beats hammer).

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.



TALK TIME (REQUIREMENT 1)

Carry out business items for the den.
Allow time for sharing among Webelos Scouts.
Review the Leave No Trace Principles for Kids and how they relate to rock hunting.

Have Scouts share what they learned before the meeting about the meaning of the word “geology”
and why this eld of science is important.

ACTIVITIES
< Activity 1: Rock Hunt (Requirements 2, 3, and 6)

If the Scouts are permitted to dig, remind them to leave the location as it was before digging, putting
dirt back where it belongs. If Scouts cannot dig, they can take photos to create a visual display.

Have the Scouts look for different kinds of rocks and identify what types they nd according to their
handbooks, which show the three main rock groups and provide an explanation of minerals.

Scouts should also try to identify any rocks that are typically used as building materials. Do they
recognize any that were used in building their homes? In their communities?

CLOSING

Den Leader’'s Minute: Compare experiences during the outing to points of the Scout Law. For example,
courteous: Thank the Webelos Scouts for being courteous “rock hounds” while on their hunt. Or
helpful: The Scouts assisted one another in nding rocks or while walking on rough terrain. Perhaps
rocks could remind one of being brave—facing the elements of rain, heat, or ice—or reverent in the
construction of houses of worship.

AFTER THE MEETING

Serve refreshments, if desired and appropriate.

Work together to leave the outdoor location cleaner than you found it.
Record completion of requirements 1, 2, 3, and 6.

Have Scouts sign their thank-you notes for those who helped.

EARTH ROCKS!



MEETING 1 RESOURCES

ACTIVITIES

Activity 1. Rock Hunt

A den meeting in the eld where Scouts can look for rock and mineral specimens will be very exciting
for them as they become real rock hounds! Make sure the Scouts have their handbooks to help them
identify the three kinds of rocks, review the explanation of minerals, and record what they nd. If you
don’t have an expert along, you could also take one of the excellent handbooks on rocks and minerals
that can be found in the public library or possibly nd an app if you have a smartphone that could help
identify what you nd.

An excavation, a riverbank with steep sides, or a highway cut would be a good place to nd mineral samples.
Rocks can be found along roadsides, in streambeds, on riverbanks, or on hillside ledges. Take along pencils,
magnifying glasses, heavy gloves, a rock hound’s pick and chisel, and safety glasses or goggles.

Check local laws before digging for rocks or minerals. In some states, laws prohibit digging rocks
and other things from the ground. If permission is given for the Scouts to dig, permission might also be
given for them to start their very own rock collections.

Encourage Scouts to look for golf ball-size specimens or smaller. You don’t want to pick up every rock
you see; for example, attempting to pick up a 50-pound rock should be discouraged! If permission was
not given for the Scouts to keep the rocks, practice the Leave No Trace guidelines—leave it where you
nd it—and encourage everyone to replace the rocks and dirt they may have dug up after they have
identi ed them.

If you search carefully, you may also nd some fossils—the remains of ancient plants and animals. Fossils
can be found almost anywhere, even in your own driveway. But much more likely sites are old quarries,
river bluffs and banks, gravel pits, excavations, and highway cuts—the very places you'll be looking for
rocks and minerals. When you nd a fossil embedded in another rock, be patient in taking it out.

MEETING 2

PREPARATION AND MATERIALS NEEDED
e« U.S.and den ags
* Webelos Handbooks
* Items for making pet rocks (Gathering):
— Medium-sized river rocks from craft stores
— Other craft items (wiggly eyes, felt, yarn, glue, construction paper, etc.)

» Collection of rocks from your den outing (if allowed), a geological society, or a local school or
university’s science department

» Field guide to rocks (found at library or through local rock clubs)
« State road map for locating geological landmarks (Activity 1)

» Materials for a mineral testing kit (Activity 2). Besides the minerals, you will need a penny, a small
piece of glass, a piece of unglazed tile, a le or pocket knife, a small bottle of vinegar, and an eye-
dropper. Each Scout could be assigned to bring one or more of those items.



GATHERING: PET ROCKS
e As Scouts arrive, have them create pet rocks using the supplies you collected.

e Each Scout may give their rock a name, make a “costume” for it, and “teach” it a joke or trick. At
home they can take their rock for a walk, write a journal about what it does each day, or photograph
the rock and create a blog—all strictly for fun!

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law. Emphasize that the Scout Law is a guidepost for all we do in life, not just in Scouting.

TALK TIME
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

ACTIVITIES

< Activity 1: Finding Geological Sites (Requirement 5)

e Set the state road map on a table and help the Scouts locate sites near rivers, lakes, or mountains
where they might nd good geological specimens. Scouts who have visited the locations with their
families may offer suggestions.

< Activity 2: Mineral Testing (Requirement 4)

* Set out the items for a mineral testing kit and explain what the kit is used for.

« Show the Scouts how to do streak, scratch, and zz (acid) tests on the minerals, following the
directions in the Webelos Handbook. Have them test different types of minerals and record the
ndings in their handbooks.

CLOSING

e Den Leader’s Minute: If there are hiking trails nearby, the Scouts may
have noticed piles of rocks left at different spots on the trail. If not,
simply note that trails are often marked with cairns—piles of rocks
left to mark something signi cant like a summit, a turn, or anything of
particular interest.

* Likewise, every Webelos Scout who follows the 12 points of the Scout
Law becomes a marker—a cairn—for those who look to them as a
model, especially the Lion, Tiger, Wolf, and Bear Scouts in the pack.

AFTER THE MEETING
¢ Serve refreshments, if desired.

« Work together to clean up the meeting place.
e Record completion of requirements 4 and 5.

EARTH ROCKS!
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MEETING 3

PREPARATION AND MATERIALS NEEDED

Con rm that transportation to and from the location is in place. Secure signed activity consent forms.
The den leader should bring a copy of the Guide to Safe Scouting.

If traveling to a landmark, remind Scouts of any items needed for that outing: handbooks, appropriate
clothing, sunscreen, hat, water bottles, etc.

If visiting a geologist or earth scientist, contact the location at least a month in advance and give this
professional a copy of the adventure requirements so he or she will know what has been done before
the outing. Bring index cards for Scouts to write down any questions they would like to ask during
the visit.

Bring the signed thank-you notes for those who help.

Another option would be for a geologist or earth scientist to visit the den at your usual meeting site.
Likewise, someone from the U.S. Natural Resources Conservation Service might be invited to come.

GATHERING

If the meeting is outside, take the opportunity for a theme-related game of tag. Standard rules apply
except that a Scout is “safe” and cannot be tagged if they are touching a particular rock (rock tag) or
something made of minerals (mineral tag).

If indoors, each Scout could move a number of small rocks from one spot (a small, shallow bowl, a
saucet, or a circle drawn on a piece of paper) to another spot using two toothpicks. This could be a
relay, a time contest, or just a game of skill.

OPENING

Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law. A relatively quiet opening might be best, particularly if meeting in someone’s of ce.

TALK TIME

Carry out business items for the den.
Allow time for sharing among Webelos Scouts.

Review questions to make sure all are appropriate. Provide index cards so Scouts can write down the
questions for reference.

ACTIVITIES
< Activity 1: Geology Outing or Visit With Science Professional

If meeting at a geological landmark, divide Scouts into buddy pairs and explore the area.

If visiting an of ce or hosting professionals at your den meeting, let them know the Scouts have
questions they would like to ask during or after the tour or presentation. When the visit ends, be sure
the Scouts show appreciation and give their thank-you notes to everyone who helped.

CLOSING

Re ect on what the den has learned in this adventure about our earth and the types of rocks and
minerals it holds.

Moving around the circle, have the Scouts share ways they can help to protect our earth and keep it
clean (11th point of the Scout Law).



AFTER THE MEETING
e Serve refreshments, if appropriate and desired.
e Work together to clean up the meeting place or to leave the outdoor location cleaner than you found it.

Upon completion of the Earth Rocks! adventure, your Webelos Scouts will have earned
the adventure pin shown here. Make sure they are recognized for their completion by
presenting the adventure pins, to be worn on their uniforms, as soon as possible accord-
ing to your pack’s tradition.

EARTH ROCKS!



NOTES
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& ENGINEER

RATIONALE FOR ADVENTURE

This adventure will provide a fun way to learn about science and mathematics technologies and
introduce Scouts to career options in engineering.

TAKEAWAYS FOR CUB SCOUTS

¢ A basic understanding of the engineering world: what an engineer does and the impact of
engineering on our daily lives

e Learning about career choices in engineering and schoolwork that can help prepare them
* Awareness of the Engineering merit badge, which offers more advanced learning and projects than

this adventure .

ADVENTURE REQUIREMENTS Webelos Handbook, page 330

Complete requirements 1 and 2.
Requirements 3 and 4 are optional.

1. Pick one type of engineer. With the help of the internet, your local library, or an engineer, discover three
things that describe what that engineer does. (To use the internet, be sure that you have a current
Cyber Chip or that you have permission from your Webelos den leader, parent, or guardian.) Share
your ndings with your Webelos den.

2. Learn to follow engineering design principles by doing the following:

A. Examine a set of blueprints or speci cations. Using these as a model, prepare your own set of
blueprints or speci cations to design a project.

B. Using the blueprints or speci cations from your own design, complete your project. Your project
may be something useful or something fun.

C. Share your project with others at a den or pack meeting.
3. Explore other elds of engineering and how they have helped form our past, present, and future.

4. Pick and do two projects using the engineering skills you have learned. Share your projects with your
den, and also exhibit them at a pack meeting.

NOTES TO DEN LEADER

This adventure has several choices based on which activities you choose to do with your den. This den
meeting plan, when followed as written, meets the requirements to earn this adventure. If you choose
to make adjustments, be sure you complete at least the minimum requirements.

Meeting 3 will be a den outing to visit a city or county engineer, to tour a college of engineering or a
U.S. Army Corps of Engineers project—or any trip that would enhance the Scouts’ learning experience.
In advance of the outing, the leader will need to make arrangements with the outing location and

con rm the outing plan with families, including transportation and any additional items they need to
bring. Make sure activity consent forms are distributed, signed, and collected.

You may also invite local engineers to assist at Meetings 1 and 2. Share the adventure requirements with
each guest so he or she can be prepared. Engineers may be found through government of ces, acquain-
tances, phone directories, internet searches, construction rms, or local colleges or universities. Other
potential guests include electricians, plumbers, surveyors, architects, and heavy equipment operators.

See the appendix for optional den meeting activities, including openings, gatherings, and closings.

ENGINEER



MEETING 1

PREPARATION AND MATERIALS NEEDED
« U.S.and den ags

e Sample set of blueprints or plans (Guests may be able to provide these, or you might borrow them
from a building contractor or nd them in a local library.)

e Have Scouts prepare for Meeting 1 by starting or completing requirement 1—to research one type
of engineer and record some basic information in the Webelos Handbook. Then they can share what
they learned at the meeting.

» Items for Tower Game (Gathering): wooden dowels, empty thread spools, paper cups, blocks of wood
» Items for the Block and Tackle Challenge (Activity 1): rope and two lengths of broomstick or large dowels

e Items for creating blueprints or plans (Activity 2): graph paper or large regular paper, pencils,
erasers, rulers

» Prepare thank-you notes that Scouts can sign for their guest(s).

GATHERING
e Have Scouts work as a team, creating the tallest structure they can by stacking the items you collected.

e To increase the challenge, include items of different sizes. A Scout could try stacking with their eyes
closed or with the opposite hand from the one they naturally prefer.

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

e If you have access to a agpole with a rope and pulley system, point it out.

TALK TIME (REQUIREMENT 1)
e Carry out business items for the den.
e Allow time for sharing among Webelos Scouts.

e Introduce the Engineer adventure to the den. Build interest by describing the goals of the adventure
and some of the activities that are planned.

* Have Scouts share the information they researched on a chosen type of engineer. This may be done
through discussion, a drawing, a computer presentation, or any appropriate means.

» Show the sample blueprints or plans you collected and allow some time for review.
* Review the project planning process in the Webelos Handbook.

< Now introduce any guests you have, and ask them to describe their jobs, eld of practice, why they
chose that eld, and what type of schooling they needed.



ACTIVITIES
< Activity 1: Block and Tackle Challenge

This activity will help Webelos Scouts develop their engineering skills:

Keep the two lengths of broomstick 1 foot apart and wrap the rope loosely around both sticks.

While two Scouts hold the sticks and pull toward themselves, a third Scout pulls the rope.
Note: The rope should be pulled steadily; do NOT allow the rope to be jerked.

The Scout pulling on the rope should be able to pull the two sticks together, no matter how hard the
other two Scouts holding the sticks try to hold back.

Play several rounds as Scouts take turns pulling on the sticks and pulling the rope. Wrap the rope
around the sticks more or fewer times with each round. The Scouts should nd that having more
wraps makes it easier to pull the sticks together.

Activity 2: Designing a Project (Requirement 2A)

Webelos Scouts will create a plan or drawing for their selected project.

This activity may be completed at home with assistance from parents or the den may choose to
extend or add a meeting.

The Scouts may use graph paper or regular paper. No special supplies are required, other than paper,
pencil, eraser, and a ruler or straight edge.

CLOSING

Gather the den together and recite the Scout Law. Are any points of the law especially relevant to
engineers? Perhaps helpful, because an engineer applies scienti ¢ principles to practical problems—
which helps us in our daily lives.

Do-at-Home Project Reminder:

Each Scout will complete requirement 2B at home, constructing a project—*something
useful or something fun"—from the plan developed at this meeting. The den members may
share the projects at Meeting 2, or save them for display at a pack meeting (requirement 2C).

Each Scout should also decide what two projects they want to do for requirement 4, and bring the
materials for at least one of the projects to the next meeting.

Requirement 3—to “explore other elds of engineering”—may be completed on the internet at home
(with permission from the Scout’s parent) or by doing research at a local library. It could also be part of
the Meeting 3 den outing if you go to a college of engineering or similar location.

ENGINEER



AFTER THE MEETING

Serve refreshments, if desired.

Work together to clean up the meeting place.

Record completion of requirements 1 and 2A.

Have Scouts sign the thank-you notes for their guests.

Call each Scout before Meeting 2 and remind them to bring materials for one or both of their
requirement 4 projects.

MEETING 2

PREPARATION AND MATERIALS NEEDED

U.S. and den ags

Thank-you notes that Scouts can sign for anyone who may help with this meeting or the den outing
(Meeting 3)

Items for Gathering activities:

Water-Free Water Slide—bucket, several feet of exible hose material (e.g., dryer venting, plumbing ex
hose, old garden hose), round object that will easily t through the hose (e.g., golf ball, Wif e ball, marble)

Strong Paper—three same-size glasses, one sheet of construction paper

Materials brought by each Scout for one or both requirement 4 projects. Directions are included in
the Webelos Handbook for making a craft stick launcher (defense engineering); paper airplanes and
a stomp rocket (aerospace); a block and tackle (architectural); a spaghetti bridge (civil); a telegraph
machine (electrical); changing a penny’s color (chemical); and a weather vane and pinewood derby
experiments (mechanical). See Meeting 2 Resources for two more mechanical engineering options:
building a pulley or a belt drive.

The requirement 4 projects can be voted on by the den or individual Scouts may choose their own,
but encourage exposure to more than one engineering eld. A Scout may pick an activity that isn't
listed here, provided it meets the criteria for one of the listed elds.

An extra meeting may be scheduled for Scouts to complete requirement 4, or they can nish the
projects at home.

GATHERING
Water-Free Water Slide

Lay the hose out straight on the ground or oor. Space the Scouts out along the hose. Have them
pick up the hose and hold it at waist height with one end over the “pool” (bucket). The den chief or
another Scout will start rolling the ball at the opposite end to see if they can get it to the bucket.

Have Scouts work together to decide the best way of holding the hose (higher at one end than the
other?), the best order to have everyone stand in, and whether the Scouts nearest the bucket should
kneel so gravity can help.

To pose an extra challenge, have them raise the hose overhead, or put some crooks and turns in it by
repositioning the Scouts.



Strong Paper
(from Cub Scout Leader How-To Book)

* Ask whether anyone has seen “the new strong paper”
that will support a glass.

« Show an ordinary piece of paper and lay it as a bridge
between two glasses. Naturally, it won’t support a glass.

e Then make Y2-inch pleats in the paper and lay it on the
two glasses again. Now it will support another glass.

OPENING

e Conduct a ag ceremony of your choosing that includes
the Pledge of Allegiance and the Scout Oath and
Scout Law.

TALK TIME (REQUIREMENTS 2B AND 2C)
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

» If Scouts brought their do-at-home projects for requirement 2B, allow some time for showing their
work. Have each Scout share one thing they especially liked about the project. The projects may also
be displayed at the upcoming pack meeting along with those for requirement 4.

ACTIVITIES

< Activity 1: Engineering Projects, Part 1 (Requirement 4)

e Give each Scout room to set out the materials for their rst project.

e Have Scouts build the projects according to directions in the Webelos Handbook—with assistance, if
needed, from invited guests.

< Activity 2: Engineering Projects, Part 2 (Requirement 4)

e If time allows, Scouts can also work on their second projects.

CLOSING
* Recite the Scout Law or offer a closing thought.

« Review details for the upcoming outing in Meeting 3. Make sure all Scouts and their families know
the plans.

A Do-at-Home Project Reminder:
ﬁ If necessary, Scouts may nish their second project for requirement 4 at home, or you can
schedule a fourth meeting to do this before or after the den outing.

Scouts should also complete requirement 3 before the last meeting of the adventure, unless the den
outing will be at a college or similar location where the Scouts can explore various engineering elds.

AFTER THE MEETING

* Serve refreshments, if desired.

« Work together to clean up the meeting place.

¢ Record completion of requirements 2B and 2C.

e Have Scouts sign their thank-you notes for guests at this meeting or those who will help with the outing.

ENGINEER



MEETING 2 RESOURCES

ACTIVITIES

Engineering Project: Build Your Own Pulley
Materials: Heavy wire (such as a wire hanger), spool(s), light cord or rope, and a weight

Instructions: Center the spool on 8-10 inches of wire and bend the wire ends into a triangle. Hang the
wire from a suitable place. Then tie one end of the cord to the weight and pull the other end over the
spool. Pull the cord to lift the weight.

Engineering Project: Model Belt Drive

Many machines have multiple moving
parts that turn or rotate. One method

of connecting these parts is to use a

drive belt. Belts are used in washing
machines, sewing machines, and

many other appliances. Most modern
automobiles use a single belt to drive
several parts under the hood, especially
the air conditioning compressor and
alternator. This is called a serpentine belt,
because it “snakes” around several pulleys
to turn all of them at the same time.

A belt drive runs around several pulleys, carrying

the turning forces from one to the next. There must

be friction between the belt and each pulley so that it doesn't slip, but if it is too tight, it will break or
pull the pulleys out of line.

To build a model belt drive, gather the following materials:

— Sandpaper

— Small board (exact size doesn’t matter)

— Small Velcro strips

— Wide ribbon or cloth (for the belt)

— Several spools (a range of diameters is preferable)

— Wooden dowel (or nails) that will t the holes in the spools

Glue a strip of sandpaper around each spool; this will provide friction to keep the belt from slipping.

Cut the dowel into short lengths, slightly longer than each spool. Drill holes into the board, just big
enough so the dowel pins t snugly.

Put a dowel into each hole, and put a spool over each dowel pin. Check that the spools turn freely.

One spool should have a hole between its rim and its center hole. Put a small dowel pin in this hole to
serve as a handle for turning the whole contraption.

Run a length of ribbon around the spools so that it touches each spool. Join the ends of the ribbon
with Velcro, which will allow adjustment to ensure that the belt is neither too loose nor too tight.

Experiment with spools of different diameters. A wide spool will turn more slowly than a narrow spool
because the belt has to move farther around the wide one.

Test the nished model. Do all the spools turn the same direction?



MEETING 3

PREPARATION AND MATERIALS NEEDED

Contact the outing location at least a month in advance to schedule the visit. Provide a copy of the
requirements so they can see what the Scouts are doing in this adventure.

If Scouts will be meeting a professional engineer at his or her workplace, assist in developing
appropriate questions. To avoid forgetting, have them carry the questions on index cards.

Con rm that transportation to and from the location is in place. Secure signed activity consent forms.
The den leader should bring a copy of the Guide to Safe Scouting.

Scouts who haven't completed requirements 1 or 3 may be able to do so on this outing—depending on
where you go. A college of engineering with testing labs would be a good choice. Other options include:

— Arranging an organized tour of a U.S. Army Corps of Engineers of ce, if one is in the area.
— Visiting the city or county engineer or city planner.

— Visiting a municipal waterworks or waste treatment facility to observe how machines are used to
move materials from one area to another.

— Direct access to a large construction site may not be possible due to safety considerations, but
you can probably observe the site from a safe distance. Scouts would see how cranes work along
with other equipment that lifts heavy loads.

— Many large buildings have an “of ce of the building” with engineering responsibilities such as
operation of elevators and safety equipment.

— Utility companies may offer tours or have someone who could speak about the operation of
their facilities.

— Any location should have several bridges in the vicinity. Take a short tour and look at two or
three bridges. Note how the construction varies depending on the width and depth of the area to
be crossed.

GATHERING: BADEN-POWELL SAYS

This game could be played like Simons Says: The leader stands in front of a line of Scouts and gives
a command to perform an action (e.g., “Stand on your left foot”). If the leader starts the command
with the phrase “Baden-Powell says,” all the Scouts should do it.

If the phrase isn’'t used and a Scout still performs the action, they are out. Those Boys who perform
an action different from the one spoken are also out.

OPENING

Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law. A relatively quiet opening might be best, particularly if meeting in someone’s of ce.

TALK TIME

Carry out business items for the den.
Allow time for sharing among Webelos Scouts.

ENGINEER



ACTIVITIES

< Activity 1: Engineering Visit or Tour

* Introduce the tour guide or host and mention that the Scouts have questions they would like to ask
during or after the visit. When the visit ends, be sure the Scouts show appreciation and give their
thank-you notes to everyone who helped.

CLOSING
* Recite the Scout Law or offer a closing thought.

AFTER THE MEETING

» Serve refreshments, if desired and appropriate.

» Work together to clean up if needed.

* Record completion of requirements 3 and 4, as applicable.

Upon completion of the Engineer adventure, your Webelos Scouts will have earned the

adventure pin shown here. Make sure they are recognized for their completion by present- Qxx
ing the adventure pins, to be worn on their uniforms, as soon as possible according to -Q
your pack’s tradition.
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FIXIT

RATIONALE FOR ADVENTURE

This adventure will help Scouts develop their motor skills and increase their knowledge of tools and
safety procedures. Each Scout will gain the con dence they need to react properly and help out if certain
home or auto repairs are needed.

TAKEAWAYS FOR CUB SCOUTS
¢ Home repair knowledge and skills

e A Scout is helpful. .

ADVENTURE REQUIREMENTS Webelos Handbook, page 354

Complete the following requirements.

1. Put a Fix It Toolbox together. Describe what each item in your toolbox can be used for. Show how to
use three of the tools safely.

2. Be Ready. With the help of an adult in your family, do the following:
A. Locate the electrical panel in your home. Determine if the electrical panel has fuses or breakers.
B. Determine what heat source is used to heat your home.

C. Learn what you would do to shut off the water for a sink, a toilet, a washing machine, or a water
heater. If there is a main shut-off valve for your home, show where it is located.

3. Describe to your Webelos den leader how to x or make safe the following circumstances with help
from an adult:

A. Atoilet is over owing.
B. The kitchen sink is clogged.
C. A circuit breaker tripped, causing some of the lights to go out.

4. Let's Fix It. Select and do eight of the following. You will need an adult’s supervision for each of these
Fix It projects:

A. Show how to change a light bulb in a lamp or xture. Determine the type of light bulb and how to
properly dispose of it.

Fix a squeaky door or cabinet hinge.

Tighten a loose handle or knob on a cabinet or a piece of furniture.
Demonstrate how to stop a toilet from running.

Replace a furnace lter.

Wash a car.

Check the oil level and tire pressure in a car.

IOTmMmOO W

Show how to replace a bulb in a taillight, turn signal, or parking light, or replace a headlight in a car.

Help an adult change a tire on a car.

[

. Make a repair to a bicycle, such as adjusting or lubricating the chain, in ating the tires, xing a
at, or adjusting the seat or handlebars.

K. Replace the wheels on a skateboard, a scooter, or a pair of inline skates.

r

Help an adult prepare and paint a room.
M. Help an adult replace or repair a wall or oor tile.

FIXIT



Help an adult install or repair a window or door lock.

Help an adult x a slow or clogged sink drain.

Help an adult install or repair a mailbox.

Change the battery in a smoke detector or a carbon monoxide detector, and test its operation.
Help an adult x a leaky faucet.

Find wall studs, and help an adult hang a curtain rod or a picture.

H0POTVOZ

Take an old item, such as a small piece of furniture, a broken toy, or a picture frame, and rebuild
and/or re nish it. Show your work to your Webelos den leader or another adult.

U. Do a Fix It project agreed upon with your parent or guardian.

NOTES TO DEN LEADER

This elective adventure may be covered in one meeting—with requirement 2 and at least parts of
requirements 1 and 3 completed at home with the Scout’s family. Or you can arrange for as many
meetings as you want, inviting parents and other volunteers to help the Scouts do some Fix It projects
at the meeting site.

Before starting the adventure, print out copies of the two Talk Time worksheets in Meeting 1 Resources.
Give a copy to each Scout and tell them to write what they learn for requirements 2 and 3 so they can
share at the meeting. Each member of the den should also keep the worksheets for reference the next
time one of those situations occurs at home.

A den outing might provide more opportunities for the Scouts. Examples include a trip to a lumberyard
or to a home improvement store that offers repair demonstrations. At an auto repair shop, the Scouts
could learn how to check oil levels and tire pressure, and how to change a tire.

Make sure an adult is present to supervise all the Fix It projects in requirement 4. The safety of the
Scouts is of utmost importance.

See the appendix for optional den meeting activities, including openings, gatherings, and closings.

MEETING 1

PREPARATION AND MATERIALS NEEDED
« U.S.and den ags
« Items for Gathering game: screwdrivers, safety glasses, picture hanging equipment, etc.

e Select a few Fix It projects from the requirement 4 list. The needed materials should be portable and
easy to collect for the meeting. Make sure each job can be completed at the meeting location in the
time allowed.

* The meeting could also be done as an outing at a lumberyard, an auto repair shop, or a hardware or
home improvement store. A store might provide meeting space and other resources like project plans
and classes for children.

» Identify parents or others in the pack who are handy with tools and could assist at the meeting. They
could include woodworkers, carpenters, plumbers, mechanics, handymen, or anyone with practical
homeowner Fix It skills.

e For requirement 1, if desired, you may request the Scouts prepare their toolboxes before the meeting
and bring them for review.

— Many families have various hand tools in their home, yet when a problem arises the right tool can’t
always be found. The purpose of the box is to store all the tools in one container so they will be
there when needed.

— A Scout may be able to put together their box simply by organizing what the family already has
at home. If they need to purchase tools, inexpensive options are available at home improvement
stores, discount stores, etc.



GATHERING

e Arrange a scavenger hunt of common household items, tools, etc. As each Scout arrives, team them
with a buddy to nd as many hidden things as they can before the meeting starts.

¢ You may ask the den chief to come early and hide the items. Be sure to tell the teams if you want
them to quietly leave what they nd for others to discover.

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

e Lead the den in singing the “Toolbox Song” (see Meeting 1 Resources).

TALK TIME (REQUIREMENTS 1, 2, AND 3)
e Carry out business items for the den.
e Allow time for sharing among Webelos Scouts.

e If Scouts prepared their toolboxes (requirement 1) and brought them to the meeting, take time to review
them along with the safety rules for each tool. Re ect on any differences between the tools from box to
box; sometimes tools can serve multiple purposes.

» If Scouts completed requirement 2 at home, have each share what they learned. Does the electrical
panel at their family’s home have fuses or breakers? What type of heat does the home have? How can
you shut off the water to a sink, toilet, water heater, or washing machine?

¢ Did anyone practice the requirement 3 xes at home? If some of the Scouts did, ask them what they
learned about xing an over owing toilet or clogged sink and resetting a tripped circuit breaker. Are
there any differences in the answers due to different types of housing (e.g., single-family home versus
multi-unit apartment building)?

ACTIVITIES

< Activity 1: Safety First (Requirement 1)

» If Scouts brought their toolboxes, have each demonstrate the safe use of three different tools from
their box. Be sure to cover a variety of tools in this activity.

e If this meeting is at a location unfamiliar to the den or in someplace other than the usual meeting site,
point out any potential safety hazards they must consider.

e Emphasize the need for listening and paying attention at all times.

<& Activity 2: Fix It Projects (Requirement 4)

e Have Scouts carry out the Fix It projects you selected for the meeting. As noted above, choose only
projects that you know can be completed at the meeting site within the time you have available.

< If your den is large, you may want to arrange multiple Fix It stations and have a group working at each
one. Recruiting additional parents or other helpers will be critical in this situation.

e Some Fix It activities that could work as stations at a group meeting site include the following:
— Requirement 4A: Bring a small light xture and several types of light bulbs.

— Requirement 4C: Bring a drawer from a cabinet and extra knobs, and have screwdrivers on hand
S0 Scouts can practice changing the knobs.

— Requirement 4F: Ask an adult to volunteer to have his or her car washed, and bring enough car
soap, sponges, buckets, and rags for Scouts to help. Position the station near a hose.

— Requirement 4G: Have a tire pressure gauge and several rags on hand for testing the oil level and
air pressure of a car.

— Requirement 4K: Bring extra wheels, new bearings, a set of wrenches, and a sample skateboard
or scooter.

— Requirement 4Q: Bring a smoke detector and/or a carbon monoxide detector to the meeting
along with extra batteries.

FIXIT



CLOSING

e Hold a Den Leader’s Minute that focuses on the Helpful point of the Scout Law: Just as our tools are
always ready to help other people, so should Webelos Scouts. You can be a big help to your families
and neighborhoods by doing a Good Turn each day.

e Say: “A Scout is helpful. A Scout cares about other people. They help others without expecting
payment or reward. They ful Il their duties to their to their family by helping at home.”

AFTER THE MEETING
* Serve refreshments, if desired.

* Work together to clean up the meeting place, including the areas used for the Fix It projects. Have
Scouts clean the tools they used and put them away.

e Record completion of requirements 1, 2, 3, and 4.

MEETING 1 RESOURCES

OPENING
Toolbox Song
(tune: “I'm a Little Teapot”)

I’'m a pair of pliers just because.
Here is my handle, here are my jaws.
Keep me in your toolbox bright and new.
Take me out, and I'll work for you.

I’'m a big strong hammer, a mighty tool.
Hit the nails only, that’s the rule.
Keep me in your toolbox bright and new
Take me out, and I'll work for you.

I’'m a happy C-clamp, tell you what | do:

| eat board sandwiches lled with glue.

Keep me in your toolbox bright and new
Take me out, and I'll work for you.

I’'m a handy wood plane, give me a try.

I can help you out if your door’s too high.

Keep me in your toolbox bright and new
Take me out, and I'll work for you.



TALK TIME
“Be Ready” Worksheet (Requirement 2)*

a. My electrical panel is located in

The electrical panel has (circle one):  fuses breakers

b. What type of heat does the home use?

¢. How do | shut off the water for these places?

Sinks

Toilet

Washing machine

Water heater

Is there a main shut-off valve for the water in our home? Yes No

If “Yes,” where is it located?

* Depending on where you live, you may not be able to check all these places. If so, go to a friend’s
home, a relative’s home, or visit with an apartment building supervisor.

“Common Fixes” Worksheet (Requirement 3)

Describe to your Webelos den leader how to x or make safe the following circumstances with help from
an adult:

a. Atoilet is over owing.

| would

b. The kitchen sink is clogged.

| would

c. A circuit breaker tripped, causing some of the lights to go out.

| would

If you live in a leased house, an apartment building, or other multiple-family building, whom should you
call if there is a problem with the lights, heating or cooling, or the bathroom?

If my lights go out | should call

whose phone number is

If my heating or cooling goes off, | should call ,

whose phone number is

If my toilet or shower/tub has a problem, | should call ,

whose phone number is

FIXIT



ACTIVITIES

Activity 2: Fix It Projects (Requirement 4)
Here are expanded instructions for a few of the Fix It options in requirement 4.
Requirement 4M. Help an adult replace or repair a wall or oor tile.

Cracked or broken tiles in the oor or on a wall will need to be replaced. Be sure to wear safety glasses to
protect your eyes from chips and dust. You will also want to wear old work clothes. If you don’t own the
necessary tools to complete this Fix It project, you may borrow them from a family friend or a neighbor.

Apply painter’s tape around the edges of the adjacent tiles to protect them.

Rake out the grout around the broken tile using a carbide-tipped scoring tool. Apply just enough pressure
to remove the grout but not so much that a slip will gouge the neighboring tiles. This portion of the project
may need to be performed by an adult. Cub Scouts may not use power tools.

Working from the center out toward the edges, gently tap out the broken pieces with a hammer and a
narrow (3s- or ¥-inch) chisel. If you don't have a tile chisel, a cold chisel or even a at-blade screwdriver
will also do the job. Start with the chisel at 90 degrees to the tile, and switch to a 45-degree angle after
you penetrate the glaze.

Once the broken tile is removed, use a wider chisel to clean all the old thinset off the oor or wall (thinset
is the adhesive that is used to glue the tile into place).

Comb a small amount of thinset mortar over the place for the new tile in straight furrows using a %z-inch
notched trowel. For best adhesion, also trowel adhesive on the back of the new tile.

Set the tile in place and press down rmly to level it with the surrounding tile. Adjust it so the spacing is
even on all sides. Wait at least two hours for the thinset to dry completely, then mix up a batch of grout.

Swipe the grout into the joints with a rubber grout oat held at a 45-degree angle, then wait 15 minutes for it
to harden. When the grout no longer feels tacky to the touch, clean off the excess with a damp sponge or rag.

If this feels like a really big Fix It project, check with your nearest home improvement store to see if it
offers a class on tile repair. This project takes multiple steps, but a Webelos Scout can do it!

Requirement 4P. Help an adult install or repair a mailbox.

In this project you will de nitely need to have an adult assisting you. If you are installing a new mailbox, it is
important that you check rst with your local U.S. Postal Service of ce to discover what rules may need to
be followed. Sometimes there are rules determining the exact location or height of a mailbox. If you live in a
rural area, you will need to know if a post must be installed, or if one is already waiting. The mailbox will be
secured to the top of the post using a board and nails or screws driven through holes on the side lip of the
mailbox. Sometimes people purchase ornamental mailboxes, which may have their own set of instructions.

If you are repairing a mailbox, you will need to determine which parts you need to replace. If the door isn’t
working properly, you will need to repair the fasteners at the lower hinge. If the ag is not working properly,
you will need to repair the fastener that makes sure the ag stays up when mail is to be picked up.

To complete this Fix It project, you will need to determine what needs to be repaired or installed, discuss
and plan with an adult, gather supplies and tools, then do your project.



Requirement 4Q. Change the battery in a smoke detector or a carbon monoxide detector, and test
its operation.

Most detectors require a 9-volt battery, which should be replaced at least once or twice a year. Fire
of cials and utility companies recommend replacement of smoke detector batteries when we adjust
clocks for daylight saving time. Check the manufacturer information that came with the device for
more information.

Most homes have multiple detectors, so be certain you check each of them.

You will probably need a ladder or step stool to reach the detector. Be sure to have the help of a parent
for this portion.

Push the test button located on the front of the detector. You should hear a high-pitched tone, meaning
your battery is still functioning. If you do not, remove the front cover of the detector. Most are of the
snap-on type. You will then remove the dead battery and replace it with a new one, then replace the
cover. Retest with the new battery to make sure the detector is functioning normally.

Be certain you have everything you need before you begin, and return everything to its proper place
when nished.

Requirement 4R. Help an adult x a leaky faucet.

Faucets come in many styles, and they work differently inside. An adult will help you determine which
type of faucet you are repairing and which tools will be needed.

Before applying any wrench or screwdriver to your faucet, make sure your water supply is turned off.
This will be done underneath the sink.

Using a rag or the sink stopper, be sure to stop up the drain hole area in case you drop a small piece of
the faucet insides. (This is one of those “better safe than sorry” instructions.)

If your faucet has two handles, remove any decorative parts of the handle knobs. A simple prying with a
at-head screwdriver should take care of that. Underneath each knob, there will be a screw that mounts
the handle to the stem. Unscrew and then gently remove the handle with your at-head.

Use your wrench to loosen the packing nut. From there you should notice the stem. Remove that as
well. Depending on the faucet, some stems pop right off, while others twist off from the valve. Check the
removed parts for any damage.

If everything is intact at this point, inspect the O-ring and washer inside the valve seat—they could be
the reason for your leak. Remove the washer and put a replacement inside the seat.

You must make sure your replacement washers and O-rings are an exact t. An adult will help you with
this. New replacement parts can be found at lumberyards, home improvement stores, or hardware stores.

Once you have nished, carefully reassemble all the parts (in order of washer/O-ring, stem, packing nut,
screw, and handle). Turn the water supply back on. Slowly and gently turn the knob to test the running
water and check to see if you've xed the leak.

Stem

Seat washer

FIXIT



Requirement 4S. Find wall studs, and help an adult hang a curtain rod or a picture.

Finding wall studs can be a challenge sometimes. You may wish to borrow or purchase a stud nder,
which is a small tool you place on the wall where you think the stud may be. The stud nder will indicate
to you when it has passed a stud.

However, if you do not wish to purchase a stud nder, you
may nd wall studs by knocking on the wall. Begin with the
spot where you wish to hang the curtain rod or picture, and
knock several times on the wall. If you hear a hollow sound,
there is not a wall stud in that spot. If you hear a thud sound,
there is a wall stud in that spot.

It is important when we are hanging items that we have

a secure base to hang them from. Gypsum wallboard or
Sheetrock cannot support the weight of items being hung
and a damaged wall will occur. Paneling on the walls will not
support much weight either.

But what happens if you really want to hang something in a
spot that has no wall stud behind it? Visit your local lumber -
yard, hardware store, home improvement store, etc., and ask

for wall anchors. There are many sorts of anchors that can be | -
secured in the wall and will hold the weight of the item you
wish to hang.

The size of the item you are hanging will also determine if you
need one or multiple hangers secured to a wall. If the item is
large and requires multiple hangers, you will need a level or a
measuring tape to be certain you install the hangers at the same
height so your picture will hang properly. An adult can help you
with this portion.

Upon completion of the Fix It adventure, your Webelos Scouts will have earned the
adventure pin shown here. Make sure they are recognized for their completion by present-
ing the adventure pins, to be worn on their uniforms, as soon as possible according to
your pack’s tradition.
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RATIONALE FOR ADVENTURE

Scouts will use technology safely in this adventure to make fun games fueled by their own ideas. They will
learn to plan, organize, and execute those ideas while working as a team to create a nished product.

TAKEAWAYS FOR CUB SCOUTS

e Using technology to create something fun
e Learning, then teaching others

e Teamwork

¢ Internet safety

e A Scout is trustworthy. .

Webelos Handbook, page 386

ADVENTURE REQUIREMENTS
Complete the following requirements.
1. Decide on the elements for a game.

2. List at least ve of the online safety rules that you put into practice while using the internet on your
computer or smartphone. Skip this if your Cyber Chip is current.

3. Create your game.
. Teach an adult or another Scout how to play your game.

NOTES TO DEN LEADER

Before the adventure, you should do some research on what makes a good game and develop an
understanding of the various game components. Reading the Game Design merit badge pamphlet
is a great start. Review the suggested websites ahead of time and download any software the den
might use.

‘

If the Cyber Chip has not already been introduced, this would be a good opportunity to do so.

Make sure that parents are aware of what Webelos Scouts will be doing in this elective. The Scouts
should be reminded not to download anything from the internet without rst getting permission from
their parents.

You may want to invite parents to Meeting 2 where the den will review internet safety, the Internet
Safety Pledge, and what to consider when downloading gaming software. This would give parents a
chance to ask questions and get a better understanding of the elective.

See the appendix for optional den meeting activities, including openings, gatherings, and closings.

GAME DESIGN



MEETING 1

PREPARATION AND MATERIALS NEEDED
« U.S.and den ags

e Items for Gathering games: narrow-mouth jar; 10 clothespins per Scout; large hat or bucket; deck of
playing cards

e Whiteboard and markers (or blackboard and chalk)
e Paper and pencils

« Computers for Scouts to use (or one computer with screen projector)

GATHERING
» As Scouts arrive, have them play these two games:

Clothespin Drop. Place a narrow-mouth jar upright on the oor. Give each Scout in turn 10 clothes-
pins and have them stand over the jar. They hold the pins at eye level and try to drop them in one at a
time. Keep score on the number of pins each Scout drops into the jar.

Card Toss. Place a hat or bucket on the oor about 6 feet from a chair. Have Scouts take turns sitting
in the chair and tossing playing cards one at a time into the hat or bucket. Keep score on the number
of cards each Scout tosses in.

OPENING

* The den forms a tight circle with the den ag in the center. Each Scout grasps the agstaff with their
left hand, makes the Scout sign with their right hand, and says the Scout Oath.

TALK TIME
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

* Introduce the Game Design adventure to the members of your den and explain that at this meeting
they will learn about game design and have some fun creating a game together. Review the different
types of physical and virtual games they enjoy playing and what they like about each one. What parts
of those games are the most fun? What makes some games more fun than others?

e Have the Scouts as a group come up with their own de nition of what a game is. Examples include:
— A game is something you play and can win.
— A game is something you play with rules.
— A game is something you can play by yourself or with others.

« Tell the Scouts that today, everyone will get to be a game designer. Review the following points with
the den for designing a game. Write them on chart paper for Scouts to reference when creating their
games. (In addition to the Webelos Handbook, you can nd two good resources for this discussion at
www.eduweb.com/schaller-games.pdf and serc.carleton.edu/introgeo/games/goodgame.html.)

Narrative or Story. What is the game about? What is the point of playing it?

Goals and Mechanics. What are the challenges you have to overcome in the game? How does a
player win and what can players do to advance in the game?

Aesthetics. How does your game look and sound? Will it be colorful? What will your characters
(players) see, feel, smell, and taste?

Medium. What are the materials and/or technologies needed to make your game possible? This may
range from paper, pencils, and blocks to computers and lasers, etc.



ACTIVITIES

< Activity 1: Gamestorming (Requirement 1)

« Divide the den into game design teams of three or four Scouts each. Have each team brainstorm an
idea for a game—asking and answering the questions above to make sure their game contains the
four basic elements.

e They should then create a design document to record and organize their ideas for the game. The
document must be written clearly in a way that a reader who is unfamiliar with the game can understand.
It must address all four of the basic elements. The ideas in a design document are not necessarily nal;
they may change or add things after the document has been written. However, the document should then
be updated to re ect the changes.

« Now, to help the teams better visualize their game ideas, have them create storyboards with scenes
of what happens in the game and the sequence of events. The Moviemaking adventure has a basic
storyboard template to copy, or Scouts could create their own on poster board. The storyboards may
include but are not limited to:

— Background (or setting where — Character(s) — Sounds
the game takes place) — Points — Colors
— Levels

< Activity 2: Presentation
» Each team will present its idea to the rest of the den using storyboards and game design documents.

e Have Scouts point out what they like about the ideas each team came up with. Remind everyone
to be supportive—not discouraging—if they have any suggestions to offer, and to be patient when
listening to other teams’ ideas. (A Scout is helpful, courteous.)
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< Activity 3: Game Creation Software

¢ Ask whether any of the Scouts have used game creation software programs before and, if so, which
ones they used. Mention some of the free programs online like Scratch (https://scratch.mit.edu) that
they can use to make their own games.

A Do-at-Home Project Reminder:
ﬁ Before the next meeting—and with the permission and supervision of their parents—Scouts

will browse the Scratch website and, if possible, download the program and watch a few
tutorials to get acquainted with it. Scouts designing a non-video game should bring any
necessary supplies to the next meeting.

GAME DESIGN



CLOSING

e Form a circle. Starting with the denner and moving right, have the Scouts mention something they
enjoyed learning at this meeting.

AFTER THE MEETING

» Serve refreshments, if desired.

e Work together to clean up the meeting place.
* Record completion of requirement 1.

MEETING 2

PREPARATION AND MATERIALS NEEDED
 U.S.and den ags
« ltems for Gathering activities: dried beans, pencils, and the Computer Match game (one copy per Scout)
» Copies of the following handouts (one per Scout; see Meeting 2 Resources):
— Internet Safety Pledge
— Create Your Own Game Using Scratch
— Appropriate Video, Computer, and Mobile Games
e Markers and paper for Activity 1
* Materials for Making Games (Activity 2):

— Set up computers with the Scratch program loaded for making video games (for teams that
designed video games last week).

— If any team designed a non-video game, have those Scouts bring the items and supplies they
need to create the game.

GATHERING
As Scouts arrive, have them play these two games:

« Bean Balance. Give these directions to Scouts: Pick up a dried bean with your left hand. Transfer
the bean to your right hand, then put the bean on the back of your left hand. While still balancing that
bean, pick up another one with your left hand, transfer it to the right, and back again—repeating the
process until a bean falls off. The Scout who balances the most beans wins.

e Computer Match. Give each member of the den a copy of this game (in Meeting 2 Resources) to see
how many computer terms can match with the de nitions.

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

e Proudly stand together and give your den yell!

TALK TIME
e Carry out business items for the den.
e Allow time for sharing among Webelos Scouts.

< If any of the teams didn’t get a chance to present their game idea in the rst meeting, have them do
SO NOw.

» Ask the Scouts what games they have played on the internet. Do they know the safety rules to follow
when doing anything online? Review the Internet Safety Pledge (Meeting 2 Resources).



ACTIVITIES
< Activity 1: Bringing Your Game to Life

Explain to Scouts how real-life game designers test to see if their game ideas work by role-playing
the games. Have each team test their idea together. They can do this by acting out what they put in
their storyboards and game design documents.

This may require materials like markers and paper to bring their games to life, so provide as needed.
Ask Scouts if they discovered anything that can improve their ideas and to share it with other game
design teams.

< Activity 2: Making Games (Requirement 3)

Give each team the following options:

— If the game they designed last week was a video game, see if the team can create it here using
the computers you set up and the “Create Your Own Game Using Scratch” handout. If necessary,
the games may be nished at home, but make sure each Scout has parental permission.

— If a team designed a non-video game, have them create it here using the items and supplies they
brought. These games may also be nished at home.

All teams will share their games with the rest of the den at Meeting 3.

CLOSING

Form a circle and have den members pass the Scout handshake around until it reaches the Scout who
started it. As Scouts receive the handshake, they silently make a wish and pledge to do their best and
Be Prepared.

Do-at-Home Project Reminder:

Teams that haven't yet nished their games will do so at home before Meeting 3. If working

on a computer and/or browsing online, each Scout must have parental permission. Next

week the Scouts will teach their games to the other den members, and everyone will get a
chance to play them (requirement 4). Invite parents to attend and join in the fun.

Also at Meeting 3, each Scout will say the ve rules they follow when going online with a computer or
smartphone, according to the Internet Safety Pledge (requirement 2).

Finally, suggest that each Scout play one of the video, computer, or mobile games, with approval from
a parent or guardian, that you listed in another handout (see Meeting 2 Resources)—and be ready to
identify the story, goals, aesthetics, and medium of that game.

AFTER THE MEETING

Serve refreshments, if desired.
Work together to clean up the meeting place.

GAME DESIGN



MEETING 2 RESOURCES

GATHERING

< Computer Match
Match each of these computer-related terms with its de nition.

1. Data A. A set of steps or a list of instructions that tells a computer to
do something.

2. Input B. The process that a computer goes through when you turn it on. It gets
itself ready for you to use.

3. Process C. A portable, battery-powered computer, small enough to comfortably t
on a person’s lap.

4. Output D. A worldwide network of computers that allows people to exchange
information with machines all over the world.
5. Internet E. A small package containing important electronic circuits.
F. Material that is stored in a computer. It can be letters, words,
6. Program . . .
paragraphs, decisions, pictures, or even ideas.
7. Laptop G. Convert data into information.
H. Information that is given out by the computer. This information may
8. Computer Chip be displayed on a screen, printed on a printing device, or shown in
other ways.
9. Hard Disk |. Data that is given to a computer. Usually this data will be processed
into information.
10. Booting J. Permanent memory device.
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TALK TIME

Internet Safety Pledge
1. 1 will tell my trusted adult if anything makes me feel sad, scared, confused, or uncomfortable.

2. 1 will ask my trusted adult before posting photos or sharing information like my name, address,
current location, or phone number.

3. I'won't meet face-to-face with anyone | meet in the digital world.
4. | will respect the online property of others.
5. 1 will always use good “netiquette” and not be rude or mean online.

ACTIVITIES

Activity 2: Making Games
Create Your Own Game Using Scratch (https://scratch.mit.edu)

To get started:
https://resources.scratch.mit.edu/www/guides/en/Getting-Started-Guide-Scratch2.pdf

To create your own program:
https://scratch.mit.edu/projects/editor/?tip_bar=home



You can create a simple character by either uploading an image, choosing from the available library
of images, or drawing one in Paint. Then you can easily give it a simple animation using the basic
kid-friendly coding language where you place one command (“Walk 10 steps”) into another command
(“When | press space bar”).

Video tutorials: https://scratch.mit.edu/search/projects?q=tutorials

Intro article on the whys and hows of Scratch:
http://web.media.mit.edu/~mres/papers/Scratch-CACM- nal.pdf

Intro video, webinars, and video tutorials for making your rst Scratch project:
http://scratched.gse.harvard.edu/resources/new-scratch
Appropriate Video, Computer, and Mobile Games

Video games on consoles:

e Mario Kart

e Skylanders Spiro’s Adventure

e Lego Harry Potter

e Super Mario 3D Land

Computer Games:

¢ Roblox: www.roblox.com

e Minecraft: https://minecraft.net

e Super Hero Squad: www.theheroup.com/new-visitor

Mobile (iPad/iPhone) Games:

e Cut the Rope: www.cuttherope.net

e Words With Friends: https://zynga.com/games/words-friends

e Angry Birds: www.angrybirds.com

MEETING 3

PREPARATION AND MATERIALS NEEDED

¢ U.S.and den ags

e Computers

e Computer games

e 26 index cards with a letter of the alphabet on each one (three sets)

GATHERING

e As Scouts arrive, they will choose seven letters from the index cards and then try to make words out
of those letters that relate to Scouting.

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

e Have Scouts re ect for a minute on the Scout Law. Choose one of the 12 points of the Law and
discuss how it relates to playing games. Include the parents in the Opening.

GAME DESIGN



TALK TIME
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

» Discuss the ve rules of the Internet Safety Pledge and how to put those rules into practice when
using the internet (requirement 2).

e Ask if the Scouts played some of the suggested video, computer, and mobile games. Did they see
how the four basic elements—narrative or story, goals and mechanics, aesthetics, and medium—
t into those games?

ACTIVITIES

< Activity 1: Sharing the Games (Requirement 4)

» Scouts will teach and play each other's games. It may be best to do this in rotation, with separate stations
set up for each game. Be sure to have enough computers on hand for games that require them.

« Consider posting a parent or volunteer at each station so they can also learn the game. As the games
are being taught, adults should lead the Scouts in reviewing how the game uses the four basic elements.

» After each game has been played, Scouts will discuss how it went, what they enjoyed about the
game, and how it might be improved.

CLOSING

» Scouts and parents join hands in a circle. The den leader or den chief begins by squeezing the hand
of the person on the right. As they each squeeze a hand, have them think about something that they
are thankful for.

AFTER THE MEETING

» Serve refreshments, if desired.

* Work together to clean up the meeting place.

* Record completion of requirements 2, 3, and 4.

Upon completion of the Game Design adventure, your Webelos Scouts will have earned

the adventure pin shown here. Make sure they are recognized for their completion by pre- m
senting the adventure pins, to be worn on their uniforms, as soon as possible according

to your pack’s tradition.



INTO THE WILD hd

RATIONALE FOR ADVENTURE
In this adventure, Scouts will learn about our ecosystem and grow in their appreciation of nature.

TAKEAWAYS FOR CUB SCOUTS

Being knowledgeable, responsible, and comfortable in the outdoors

A Scout is kind. .

ADVENTURE REQUIREMENTS Webelos Handbook, page 394

Complete at least six of the following requirements.
1.

Collect and care for an “insect, amphibian, or reptile zoo.” You might have crickets, ants, grasshoppers,
a lizard, or a toad (but be careful not to collect or move endangered species protected by federal or
state law). Study them for a while and then let them go. Share your experience with your Webelos den.

Set up an aquarium or terrarium. Keep it for at least a month. Share your experience with your Webelos
den by showing them photos or drawings of your project or by having them visit to see your project.

Watch for birds in your yard, neighborhood, or area for one week. Identify the birds you see, and write
down where and when you saw them.

4. Learn about the bird yways closest to your home. Find out which birds use these yways.

Watch at least four wild creatures (reptiles, amphibians, arachnids, sh, insects, or mammals) in the
wild. Describe the kind of place (forest, eld, marsh, yard, or park) where you saw them. Tell what
they were doing.

Identify an insect, reptile, bird, or other wild animal that is found only in your area of the country. Tell
why it survives in your area.

Give examples of at least two of the following:

A. A producer, a consumer, and a decomposer in the food chain of an ecosystem
B. One way humans have changed the balance of nature

C. How you can help protect the balance of nature

Learn about aquatic ecosystems and wetlands in your area. Talk with your Webelos den leader or
family about the important role aquatic ecosystems and wetlands play in supporting life cycles of
wildlife and humans, and list three ways you can help.

Do one of the following:

A. Visit a museum of natural history, a nature center, or a zoo with your family, Webelos den, or pack.
Tell what you saw.

B. Create a video of a wild creature doing something interesting, and share it with your family and den.

INTO THE WILD



NOTES TO DEN LEADER

This adventure has several choices based on which activities you choose to do with your den. This den
meeting plan, when followed as written, meets the requirements to earn this adventure. If you choose
to make adjustments, be sure you complete at least the minimum requirements.

Meeting 4 will be a den outing to visit a museum of natural history, nature center, or zoo (requirement
9A). In advance of the outing, the leader will need to make arrangements with the outing location and
con rm the outing plan with families, including transportation and any additional items they need to
bring. Make sure activity consent forms are distributed, signed, and collected.

Before the rst meeting, have each Scout decide what type of insect, reptile, or amphibian they would
like to keep for a week in their “zoo” (requirement 1). The Scouts may catch their specimens at home
or during the meeting, but remind them that each creature must be released back into the same
environment in the same area where it was found.

See the appendix for optional den meeting activities, including openings, gatherings, and closings.

MEETING 1

PREPARATION AND MATERIALS NEEDED
e U.S.and den ags

» Items for Bird Match game (if weather prevents going outside): Pictures of birds that live in your area,
printed small—about the size of playing cards. Print two of each so they can be paired.

e Items for Talk Time:
— Worm jar, prepared a week in advance (see Meeting 1 Resources)
— Bird yway map
* Items for making insect zoos (Activity 1; see Meeting 1 Resources):
— For crickets: small plastic or glass jars; screen mesh; rubber bands; bottle caps

— For ants: large-mouth bottles; large piece of white cloth or paper; cardboard; garden trowel,
screen mesh or cheesecloth; rubber bands; bottle caps

GATHERING

e As Scouts arrive, weather permitting, send them outside to look for insects in the grass, under rocks,
or near the sidewalk. Ask each member of the den to observe what the insects are doing and where
they might be going. Have them look up and around for any birds in the area; can they identify them?

e If unable to go outside, try one or both of these options:

Inchworm Walk. Each Scout supports their body on their hands and feet with their legs extended
backward. Keeping their hands in place and their knees stiff, they walk on tiptoe with short steps until
their feet are near their hands. Then, without moving their feet, they walk forward on their hands with
short steps until their original position is attained. They continue “walking” alternatively with feet and
hands, like an inchworm.

Bird Match. Shuf e the two sets of bird picture cards and stack them facedown. The Scouts will take
turns turning over the cards and looking for a match. The Scout with the most matches wins. When a
Scout makes a match, see if they can tell what bird it is. You may want to have a sheet with all of the
birds listed to help the Scouts identify and learn about them.

OPENING

* The den forms a tight circle with the den ag in the center. Each Scout grasps the agstaff with their
left hand, makes the Scout sign with their right hand, and says the Scout Oath.



TALK TIME (REQUIREMENTS 4 AND 6)

Carry out business items for the den.
Allow time for sharing among Webelos Scouts.

Introduce the Scouts to the Into the Wild adventure. Explain that they will be exploring the world of
animals, insects, reptiles, sh, arachnids (spiders), and amphibians. The den will look at how these
creatures affect our lives and how we affect theirs.

Show the Scouts the worm jar. Explain what the worms have been doing and how what they do can
help the environment and the world we live in. Explain the work that the worms do in helping air and
water to get into our soil. Remind the Scouts that all living creatures, even the smallest ones, have a
part in creating our environment. This is just one example of how we help each other.

Ask the Scouts to share about what they found outside; were they able to identify the various birds,
insects, and other creatures?

Ask Scouts if they have observed birds in their own neighborhoods. Do the birds live there year-round
or only at certain times of the year? Show the bird yway map and lead a discussion about seasonal
bird migrations (requirement 4).

Ask the Scouts if the same animals live all over the country. If they say no, ask why not. Ask: What
types of conditions affect wildlife? Answers could include climate, availability of food, altitude, or
other wildlife in the area. Can the Scouts think of one insect, reptile, bird, or wild animal that is found
only in their area? Why does it survive only there (requirement 6)?

Discuss plans for the Meeting 4 den outing to a museum of natural history, nature center, or zoo
(requirement 9A).

ACTIVITIES
< Activity 1: Keeping a “Zoo” (Requirement 1)

Each Scout will start an “insect, amphibian, or reptile zoo” of their choice, using the materials you
collected or things the Scouts have brought. (The Webelos Handbook also includes several options; see
Meeting 1 Resources for directions on keeping a cricket or ants. Scouts may catch the specimens near
the meeting site or somewhere else before or after the meeting; however, each creature must be re-
leased within seven days in the same place where it was found.) Creating these zoos and sharing what
they discover will give everyone an opportunity to study and learn about different creatures.

Scouts will need to check on their specimens every day and care for them. They should consider the
creatures as visitors and return them to their natural outdoor habitat after observing them for several days.

Activity 2: Habitat Knee-Sit
See Meeting 1 Resources for directions.

Explain that food, shelter, water, and space are the basics of life on earth. We can do without one of
those basic elements for a short time, but eventually, like every living thing, we need all four of the
basics to survive. This game will help demonstrate that truth.

CLOSING

Gather the den together and recite the Scout Law. Re ect on the 12 points of the Law and discuss
which ones might relate to this adventure: A Scout is kind, thrifty.

Say: Being thrifty means preserving our resources, and being kind means not harming or killing another

living thing.

INTO THE WILD



Do-at-Home Project Reminder:

During the next week the Scouts will study the creatures in their zoos. They must set the in-
sects, reptiles, or amphibians free in the same place after several days and share what they
learned with the rest of the den (requirement 1).

Each Scout will also watch for birds in the local area. They will keep a written record of which birds
they saw, and when and where they saw them (requirement 3).

AFTER THE MEETING

» Serve refreshments, if desired.

* Work together to clean up the meeting place.
e Record completion of requirements 4 and 6.

MEETING 1 RESOURCES

TALK TIME
Worm Jar

e One week before the rst meeting, prepare a worm jar to help Scouts see how some creatures work
hard to aerate (let air and water into) our soil, which in turn allows plants to grow and gives other
creatures food to eat.

e Put4to 5 inches of moist, rich soil in a large glass jar with six earthworms. Add water if necessary,
but not enough to cause the soil to drip water when you ball the soil in your st and squeeze.

* On top of the soil, put an inch of light, dry sand. Sprinkle a layer of cornmeal on top of the sand. If
possible, take a picture of the jar at this point so Scouts will know what the jar looked like before the
worms began to work. Wrap black paper around the jar to shut out the light, and cover the jar with a
section of black pantyhose secured with a rubber band. Keep the jar out of the sun.

* When you uncover the jar one week later, Scouts will see that the worms have moved dark soil up
into the sand and sand down into the soil. They will see tunnels along the walls of the jar that mark
where the worms have traveled.

ACTIVITIES

< Activity 1: Keeping a “Zoo” (Requirement 1)
Crickets

» To catch a cricket, place a small plastic or glass jar into the soil so the top of the rim is level with the
surface of the ground. Put a small amount of a sweet, gooey mixture in the jar. You could use a mixture
of two parts molasses and one part water or the mashed pulp of an overripe fruit. The smell will attract
beetles or crickets and they will fall into the jar. You can also look for crickets under rocks or logs.

e After you catch them, you will need to make a home or “zoo.” You can use a wide-mouthed plastic jar
as a home for the cricket. Punch air holes in the lid (to avoid accidents, make sure only an adult does
this) or make a lid out of screen mesh and put a rubber band around it to secure it to the jar. Putin an
inch of moist soil; you can use the soil from the area where you found the cricket. Use a bottle cap for
a water dish and add a rock or small stick—crickets like to crawl underneath things.

« Keep the jar out of direct sunlight. For food, try lettuce, a very small wedge of a raw potato, or some
dry cat or dog food. Give the cricket food and clean water every day. Keep the jar clean by removing
leftover food and any droppings. Remember that crickets can be noisy as they like to chirp!

Ants

» To capture ants, you need a 2-foot-square piece of white cloth or paper, two large-mouth bottles with
lids, a piece of cardboard, and a trowel.



e Find an anthill or ant nest under rocks. (Caution: Don't try to collect re ants or other aggressive ants.
Black carpenter ants are the most common ant in North America and are least likely to be aggressive
toward humans.) Stir the anthill gently with your trowel. When the ants come out to investigate, use
the cardboard to guide them into one jar. Put some dirt from the anthill in with them. Some ants may
be carrying white objects, which are the larvae and pupae, two stages of ant development. Collect
some of these too.

* Now nd the colony’s queen—if you can. Some ant queens live very deep in the ground, and when
the nest is disturbed, the other ants carry her off to safety. That is because the queen produces all of
the colony’s young. She will be larger than the other ants. As you look for the queen, spread the dirt
on the white cloth, and she should show up against the white background. Put the queen into the
second bottle and add some dirt.

* To create an ant house, you can use a wide-mouthed jar with screening (if the holes are small enough
to keep ants from climbing out) or cheesecloth on top to let in air. Put your ant colony in the jar,
including the queen, along with the dirt from the anthill. Add ordinary soil until the jar is about two-
thirds full. Keep the soil moist, but not wet, by putting in a few drops of water when it looks dry. Fill a
bottle cap with water for the ants to drink.

e Keep the house covered when you aren’t watching the ants at work. Ants like to work in the dark. You
can cover the jar with black paper or cloth held on by rubber bands. Handle the ant house with care,
and don't jerk or jiggle it. For food, put in bits of sugar, peanuts, apples, and bananas every few days.
Remove uneaten food each time you put in new food.

< Activity 2: Habitat Knee-Sit

e Have Scouts stand shoulder to shoulder in a circle. Assign each Scout a name as follows: 1 = “food,”
2 = “water,” 3 = “shelter,” and 4 = “space”—then back again to 1.

e Ask Scouts to turn toward their right, at the same time taking one step toward the center of the circle.
They should be standing close together, with each Scout looking at the back of the head of the Scout in
front of them. Scouts place their hands on the shoulders of the person in front of them. The leader says,
Food, water, shelter, and space are what is needed to have a good habitat for all living things on earth.

* Now ask the Scouts, on the count of three, to slowly sit down on the knees of the person behind
them—=keeping their own knees together to support the person in front. When this is done, the leader
says, Each component is important to our life, but sometimes, these necessities are no longer available.
We will see what happens. Remember which necessity each of you are—food, water, shelter, or space.

e Say: Itis a drought year. The water supply is reduced by the drought conditions. Water is no longer
available. Water, move away from the circle. Everyone else, try to keep together! Scouts should try to
keep their circle together.

e Say: Conditions are getting even worse. Fire has burned our shelters and our crops have burned.
Food and shelter, leave the circle. At this point the circle will collapse.

e Explain that food, shelter, water, and space are the basics of life on Earth. For a short period, we can
do without one of these things, but eventually, we, along with all other living things, need all of them
to survive.

MEETING 2

PREPARATION AND MATERIALS NEEDED
 U.S.and den ags
e Items for making animal track casts during nature hike (Activity 1):
— Plastic zip-top bags lled with ¥z cup of dry plaster of paris
— Strips of cardboard 1Y inches wide
— Paper clips
— Water
e Pens and note pads for taking notes during the hike
e Bag and gloves for picking up litter

INTO THE WILD



GATHERING

Have Scouts play Nature Hide and Seek before the meeting starts.

The rst Scouts to arrive will be the “prey.” They must hide or camou age themselves so that predators
will not notice them. They can do this by crawling under something, holding very still, or staying out
of sight, but they must always be somewhere in the designated playing eld.

The last Scouts to arrive are the “predators.” Send them to the eld to nd their prey. As they point to
Scouts they see, the prey come out and join the predators. Any prey that hasn't been discovered will
come out at the end of the game.

If time permits, let everyone take a turn as predator and as prey.

OPENING

Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

TALK TIME (REQUIREMENTS 1, 3, AND 7)

Carry out business items for the den.

Give each Scout time to tell about their “zoo"—which creature(s) they collected and what they found
out about them (requirement 1).

Have Scouts been observing birds during the last week? Ask which birds they identi ed and where
and when they saw the birds. Have them discuss the information they recorded (requirement 3).

Introduce the subject of producers (plants, trees), consumers (those that eat what the producers
provide), and decomposers (those that return organic matter to the soil to be recycled). Ask each
Scout to give two examples of each (requirement 7).

Lead a discussion about how humans can affect the balance of nature and what each person can do
to protect that balance. Encourage each Scout to take part in the conversation (requirement 7).

If any Webelos Scouts chose to create a video of a wild creature (requirement 9B), give them an
opportunity to show it to the rest of the den.

ACTIVITIES
< Activity 1: Nature Hike (Requirement 5)

Take Scouts on a walk through the neighborhood to see how many wild creatures they can spot
along the way. Make sure each Scout observes at least four—reptiles, amphibians, arachnids, sh,
insects, or mammals—and write down where they found the creatures and what they were doing.
Remind everyone that they must walk carefully and quietly, just as they did when pretending to be
prey, so the creatures won't be frightened.

Look for signs in nature such as scat, nests, scratch marks on trees, holes in the ground, or holes in
leaves or trees. Do the Scouts know what creatures might have left those marks?

If possible, bring ingredients for making plaster casts of animal tracks during your hike (see Meeting 2
Resources for directions). Also bring a bag and gloves so Scouts can pick up litter during their walk.

You may want to take the walk yourself before the meeting to look for interesting stopping points. The
purpose of this activity is to teach Scouts to notice animals and other creatures in their environment.
Help them by stopping now and then so they can discover signs of wildlife activity that they would

not ordinarily notice. Mention that many creatures are active while we sleep, or the creatures are
small and usually escape our attention.

CLOSING

Form a circle and recite the Outdoor Code.



AFTER THE MEETING

e Serve refreshments, if desired.

« Work together to clean up the meeting place.

* Record completion of requirements 1, 3, 5, and 7.

MEETING 2 RESOURCES

ACTIVITIES

Activity 1: Nature Hike (Requirement 5)
Making Plaster Casts of Animal Tracks

«  You will nd the best tracks for casting near streams, muddy banks, or beaches. After you nd some
tracks you want to cast, brush away any twigs, stones, or dirt from around them.

e Surround the tracks with a cardboard strip in the shape of a ring and fasten the ends of the strip with
a paper clip. Push the cardboard into the mud around the track.

* Add a little water to each Scout’s bag of plaster. Have them knead the securely sealed bags until
the mixture inside is smooth (about the consistency of oatmeal). Bring a little extra plaster to add if
needed, to ensure the right thickness in each bag.

* Slowly turn the bag inside out, carefully pouring the plaster from one side to the other over the tracks
inside the ring. This way, the air will be pushed out of the plaster and there will be no bubbles.

e After about 15 minutes, depending on humidity, the plaster should be hard enough for the cast to be
removed. While the casts are still damp, have the Scouts mark their cast in some way, such as with
initials, leaves, or twigs. When the track cast is thoroughly dry, remove the cardboard ring and lift the
cast from the ground.

e If desired, the casts may be used later to make prints for each Scout.

MEETING 3

PREPARATION AND MATERIALS NEEDED

« U.S.and den ags

e Items for making aquariums or terrariums (Activity 1; see Webelos Handbook and Meeting 3 Resources)
« Thank-you notes that Scouts can sign for anyone who helps with the Meeting 4 den outing

GATHERING

e Frog Handstand. As Scouts gather for the meeting, have them squat and place their hands at on
the oor between their legs. Then they lean forward slowly, shifting the weight of their bodies onto
their hands and elbows, until their feet swing free of the oor. (This is the rst step in learning to do a
handstand.) See how long each Scout can remain in that position.

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

e Sing “The Bear Song” (see Meeting 3 Resources).

TALK TIME (REQUIREMENT 8)
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

INTO THE WILD



e Lead a discussion about aquatic ecosystems and wetlands in your area. Talk about the important role
these play in supporting the life cycles of both wildlife and humans. What are three ways that Scouts
can help preserve these systems? Allow time for each Scout to come up with ideas (requirement 8).

e In preparing for the conversation, you can get information from the U.S. Fish and Wildlife Service at
www.fws.gov.

ACTIVITIES

< Activity 1: Aquariums and Terrariums (Requirement 2)

e Each Scout will make an aquarium or terrarium using the collected materials. They will take the
project home and photograph or draw pictures throughout the next month so they can share what
happens with the rest of the den. (See sh aquarium and terrarium directions in the Webelos
Handbook, and directions for an insect aquarium in Meeting 3 Resources.) Tell Scouts to bring
to the next meeting photos or drawings of their projects to share their progress with the den.

< Activity 2: “Into the Wild” Game
e See Meeting 3 Resources for directions.

CLOSING

e Form a circle and pass the Scout handshake from one to another until it reaches the Scout who
started it. As Scouts receive the handshake, they silently make a wish and pledge to do their best
and Be Prepared.

* Review details for the upcoming outing in Meeting 4. Make sure all Scouts and their families know
the plans.

AFTER THE MEETING

» Serve refreshments, if desired.

« Work together to clean up the meeting place.

* Record completion of requirement 8.

* Have Scouts sign their thank-you notes for guests at this meeting or those who will help with the outing.

MEETING 3 RESOURCES

OPENING
“The Bear Song”
(tune: “Sipping Cider Through a Straw”)

The leader sings a line, which the den repeats. After the verse is complete, all sing the verse together.
Then the leader moves on to the next verse.



The other day
| met a bear
Out in the woods
Away out there.

He looked at me,
| looked at him.

He sized me up,
| sized up him.

He said to me,

“Why don’t you run?

The lowest branch
Was 10 feet up.
I'd have to jump

And trust to luck.

And so | jumped
Into the air.
I missed that branch
Away up there.

Now don’t you fret,
And don’t you frown,

| see you ain’t | caught that branch
Got any gun.” On the way back down.
And so | ran That’s all there is,

Away from there,
And right behind
Me was the bear.

There ain’t no more,
Unless | see
That bear once more.

And then | see,
Ahead of me,
A great big tree,
O glory be!

ACTIVITIES

Activity 1: Aquariums and Terrariums (Requirement 2)
Aquatic Insect Aquarium

Materials: Aquatic insects, wide-mouth gallon jar, wire mesh, sand, rocks, plants, tank

This project requires aquatic insects, which should be collected before the meeting or during a family
or den visit to a brook, pond, swamp, or lake. All of these aquatic insects are common and can be
easily caught:

— The water strider walks and runs on spiderlike legs across the water’s surface.

— A beetle called the backswimmer clings to the underside of the water surface while its hind legs
propel it along.

— Whirligig beetles skate over the surface of the water, chasing one another in a crazy patch of circles.

— A scuba diver insect, called the water boatman, keeps its air supply in a bubble between its front
legs and moves through the water with its oar-like hind legs.

— Naiads (nymphs) swim through the water, catching and eating smaller insects, and then nally
crawl onto a log or rock above the surface and turn into dragon ies and damsel ies.

Using a wide-mouth jar, put sand, rocks, and plants on the bottom of your aquarium as you would for
sh. Fill the tank halfway with water, and add your specimens. Cover the aquarium with wire mesh.
Feed ies, mosquitoes, mosquito wrigglers, ants, and grasshoppers to the aquatic insects by dropping
them on the surface of the water.

After enjoying your aquarium, return the insects to their natural environment.

Activity 2: “Into the Wild” Game

This game will offer a good opportunity for Webelos Scouts to show what they are learning in
this adventure.

Divide the den into two teams. Set up a table and have the teams line up on either side. Provide two
noisemakers (e.g., squeak toys) that the Scouts can use to determine which team answers a question
rst; the leader will ask each question and the team that makes the noise rst will get to answer it.
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e A Scout may answer the question alone or may confer with their team. If the Scout answers the
question incorrectly, the other team tries to answer it. The team that gives the correct answer gets
the rst turn with the next question. The team with the most points wins. Have some fun!

« Below are sample questions that you could ask. Feel free to adapt them to the area in which you live
and to add others that you talked about as a den:

— What is a “producer”?

— What is a “consumer”?

— What is a “decomposer”?

— Name three birds you can see in our area.

— What is a bird yway?

— What is the closest bird yway to our area?

— Where do birds go when they leave this area?
— What types of animals will you nd in the forest?
— What do insects eat?

— What is an arachnid?

MEETING 4

PREPARATION AND MATERIALS NEEDED

» Contact the outing location at least a month in advance to schedule the visit. Give the staff a copy
of the requirements so they can see what the Scouts are doing in this adventure and possibly plan a
hands-on activity.

» Con rm that transportation to and from the location is in place. Secure signed activity consent forms.
* The den leader should bring a copy of the Guide to Safe Scouting.

e Review any questions the Scouts want to ask to ensure all are appropriate. To avoid forgetting, have
them carry the questions on index cards.

* Remind Scouts of any gear they need to bring, especially if the den is going to a nature center or
other outdoor location.

» Bring the signed thank-you notes for those who help.

GATHERING

e If visiting a nature center or zoo, review the Leave No Trace Principles for Kids and how they relate to
this outing.

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

TALK TIME (REQUIREMENT 2)
e Carry out business items for the den.
e Allow time for sharing among Webelos Scouts.

» Have Scouts share the drawings or photos of their aquarium/terrarium projects. What have they
learned so far from the project?



ACTIVITIES

< Activity 1: Visit or Tour (Requirement 9A)

e If atour guide or host will be leading you through the museum of natural history, nature center, or
zoo, introduce this person and mention that the Scouts have questions they would like to ask during
or after the visit.

« When the visit ends, be sure the Scouts show appreciation and give their thank-you notes to
everyone who helped.

CLOSING

e Gather the den together and have each Scout share something they enjoyed learning during the out-
ing or the rest of the adventure.

AFTER THE MEETING

e Serve refreshments if desired and appropriate.

« If the visit was outdoors, work to leave the location cleaner than you found it.
¢ Record completion of requirements 2 and 9A.

Upon completion of the Into the Wild adventure, your Webelos Scouts will have earned
the adventure pin shown here. Make sure they are recognized for their completion by
presenting the adventure pins, to be worn on their uniforms, as soon as possible accord-
ing to your pack’s tradition.

INTO THE WILD
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INTO THE WOODS _ (&

RATIONALE FOR ADVENTURE

In this adventure, Scouts will learn to identify plants and trees and how they differ in locations around the
world. They will gain knowledge about ecosystems and the importance of conserving our natural resources.

TAKEAWAYS FOR CUB SCOUTS

¢ Understanding our interconnection with the plant world

e Being knowledgeable, responsible, and comfortable in the outdoors
e A Scout is reverent. ‘

ADVENTURE REQUIREMENTS Webelos Handbook, page 418

Complete requirements 1-4 and one other.
1. Identify two different groups of trees and the parts of a tree.

2. ldentify four trees common to the area where you live. Tell whether they are native to your area. Tell
how both wildlife and humans use them.

3. Identify four plants common to the area where you live. Tell which animals use them and for what purpose.

4. Develop a plan to care for and then plant at least one plant or tree, either indoors in a pot or outdoors.
Tell how this plant or tree helps the environment in which it is planted and what the plant or tree will be
used for.

5. Make a list of items in your home that are made from wood and share it with your den. Or with your
den, take a walk and identify useful things made from wood.

6. Explain how the growth rings of a tree trunk tell its life story. Describe different types of tree bark and
explain what the bark does for the tree.

7. Visit a nature center, nursery, tree farm, or park, and speak with someone knowledgeable about trees
and plants that are native to your area. Explain how plants and trees are important to our ecosystem
and how they improve our environment.

NOTES TO DEN LEADER

This adventure has activities that have seasonal considerations. Read through the complete adventure to
determine the best time of year the related activities can be done.

This adventure has several choices based on which activities you choose to do with your den. This den
meeting plan, when followed as written, meets the requirements to earn this adventure. If you choose to
make adjustments, be sure you complete at least the minimum requirements.

Meeting 3 will be a den outing to visit a nature center, nursery, tree farm, or park (requirement 7). In
advance of the outing, the leader will need to make arrangements with the outing location and con rm
the outing plan with families, including transportation and any additional items they need to bring. Make
sure activity consent forms are distributed, signed, and collected.

Note also that part of Meeting 1 will be a hike to complete requirements 2 and 3 by identifying trees
and plants in the area.

See the appendix for optional den meeting activities, including openings, gatherings, and closings.
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MEETING 1

PREPARATION AND MATERIALS NEEDED
« U.S.and den ags

» For Gathering activity: a stethoscope for listening to a tree OR materials for the “What Kind of Leaf
Am [?” game: paper, pencils, nontransparent bags, tree and plant identi cation book

» Items for making bark rubbings during the Nature Hike (Activity 1): crayons, masking tape, rice paper
or other thin paper

GATHERING
Scouts may do one or both of these activities while waiting for everyone to arrive:
Listen to a Tree

* Find a deciduous tree in your area at least 6 inches in diameter with thin bark. Have Scouts stand
near the tree and listen to the leaves and branches moving in the wind.

e Atree is a living, growing thing. It eats, rests, and has circulation just as we do, as water comes
in through the roots, moves through the trunk, and then goes out the leaves. The “heartbeat” of a
tree—that is, the water and sap moving through it—is a wonderful sound. The best time to hear that
heartbeat is in early spring when the tree sends the rst sap upward to its branches, preparing them
for another season of growth.

* Some species of trees have a louder heartbeat than others. Help the Scouts to press the stethoscope
rmly against the tree, keeping it motionless so they won't hear any interfering noises. They may need
to try several different places on the tree trunk before they nd a good listening spot.

“What Kind of Leaf Am 1?”

« On atable, set out pencils, paper, and samples of leaves from the three basic tree types listed below.
Place each sample in its own bag labeled only 1, 2, or 3. Scouts will reach into each bag and try to
identify the type of leaf they feel without looking at it. On a sheet of paper, have them draw and
identify the leaf as they imagine it. (The samples may be real, plastic, or silk arti cial leaves. Replicas
may also be cut from felt to the correct shape.)

Conifers. These trees can be either deciduous (loses its leaves in autumn) or evergreen (has leaves all
year long)—but most of them are evergreen. Conifer leaves are narrow and sharply pointed (e.g., pines,
rs, juniper).

Broad-Leaved. This means having relatively broad rather than needle-like or scale-like leaves. The
leaves on all broad-leaved trees are arranged in one of two ways: opposite or alternate. Examples
include oak, elm, and eucalyptus trees.

Palms. These trees (e.g., palmetto, Washingtonia, California fan) have divided leaves that grow from a single
stem with no branches. The trees do not increase in girth with age. Though considered part of the broad-leaf
family, palms are technically not considered true trees because they have no wood in their trunks.

OPENING

e Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and, the Scout Oath
and Scout Law.

e Lead the den in singing “This Land is Your Land.”

TALK TIME
e Carry out business items for the den.
* Allow time for sharing among Webelos Scouts.

» Explain that the den will be going “Into the Woods” this month, experiencing the life of trees and
plants, and how they help us.

« If Scouts played the “What Kind of Leaf Am |?” game, review the tree types. Tell Scouts that the game
helped them complete half of requirement 1 as they identi ed different types of trees by feeling the leaves.



e If Scouts did the “Listen to a Tree” activity, tell them that now they know for sure that a tree is a living
thing. Ask them what they think they heard. Explain that this demonstrates the parts of a tree and
how water and minerals move from the roots and through the trunk toward the crown.

ACTIVITIES

< Activity 1: Nature Hike (Requirements 1, 2, and 3)

e Take Webelos Scouts on a walk through the neighborhood, a large backyard, or a nearby park to
observe trees.

* Begin your hike by asking everyone to smell the trees and plants. (Some have very distinctive odors,
especially pines and eucalyptus.)

» Bring pencil and paper to make bark rubbings. Have Scouts determine which type of leaves each tree
has, and see if they can identify the different parts of each tree. Bring a tree and plant book as well, so
the Scouts can take turns looking through it as they make their identi cations. If there is any confusion,
help them come to a consensus about each tree and plant.

e Have Scouts call out when they see something made from wood. How many different things can
they nd?

< Before returning to the meeting place, record how many trees and plants the Scouts identi ed that are
common to your area. Make sure you discuss how both wildlife and humans use those trees and plants.

CLOSING
e Gather the den together and recite the Outdoor Code.

A Do-at-Home Project Reminder:
ﬁ Each Scout will complete requirement 5 before the next meeting—listing useful items in

their home that are made from wood so they can share with the den.

AFTER THE MEETING

* Serve refreshments, if desired.

* Work together to clean up the meeting place.

* Record completion of requirements 1, 2, and 3.

MEETING 1 RESOURCES

ACTIVITIES

< Activity 1: Nature Hike (Requirements 1, 2, and 3)
Bark Rubbings

e At each tree, allow Webelos Scouts to make a bark rubbing by taping a sheet of paper to the trunk
and rubbing a crayon over the paper to copy the texture. Different types of trees have very different
bark—thick and deeply furrowed, smooth with pock marks, etc.

e Make sure the Scouts identify other characteristics of each tree, such as leaves, fruit, nuts, height,
and girth. Together, these things will help them to identify the tree. Tell them: To positively identify
each tree, you have to narrow the possibilities.

e This activity will give each Scout the tools to identify many trees. They may want to create an identi -
cation booklet by putting leaf and bark rubbings from a different tree on each page with the name of
the tree written below the rubbings. The den members could use these booklets on their next hike!

e Another option is for Scouts to photograph the leaves and bark of each tree with a camera or
smartphone, and print those photos to make their booklets or make a digital presentation.

INTO THE WOODS



MEETING 2

PREPARATION AND MATERIALS NEEDED

U.S. and den ags

Items for Gathering activity: pens or pencils, slice of a tree stump, strips of paper, and nalils, pins,
or thumbtacks. Tree “cookies,” or slices, can be purchased from a number of online retailers or might
be donated by a lumberyard or town dump.

Paper or cardboard tree leaves for the Opening—one per Scout, each with a phrase from the Scout
Oath written on it (e.g., “On my honor,” “duty to God,” “and to obey the Scout Law”)

Items for planting a tree or plant: seedlings, water, mulch, and a pot (if needed). Your local nursery or
home improvement center might help you to choose the right plants or seedlings (infant trees). The
Arbor Foundation is also an excellent source for seedlings.

GATHERING
As Scouts arrive, have them play History Stump (from the Cub Scout Leader How-To Book):

Have a large slice of a tree trunk that shows the rings (sanding the slice can help bring the rings out).

Count the rings and calculate what year each ring represents. Scouts write down important events
and the date they happened on small strips of paper. Attach them to the corresponding rings on the
stump with pins or small nails.

You might like to mark birthdays or some dates from Scouting’s history or the history of your pack
along with other historical events.

OPENING

Conduct a ag ceremony of your choosing that includes the Pledge of Allegiance and the Scout Oath
and Scout Law.

Provide each Webelos Scout with a paper or cardboard tree leaf on which is written a portion of the
Scout Oath (if the den is large, you may need to limit each phrase to only a few words). Begin the
meeting with each member of the den reading their portion of the Oath in the proper sequence.

When nished, have each Scout put the leaf in their pocket. They must carry it with them until they do
one of the responsibilities under the Oath during the coming week.

TALK TIME (REQUIREMENTS 5 AND 6)

Carry out business items for the den.
Allow time for sharing among Webelos Scouts.

Discuss how all the elements they see in a tree cutting (outer and inner bark, cambium, sapwood, heart-
wood, thinning, and re scars) tell part of the tree’s life story. (See the Webelos Handbook for diagram.)

Discuss what bark does for a tree and the different types of bark the Scouts found when they made
their rubbings.

Have each Scout report on the useful items they found in their home that come from wood.
Talk about or demonstrate the proper way to plant a tree or plant (see the Webelos Handbook).

ACTIVITIES
< Activity 1: Planting (Requirement 4)

Have Scouts work together to start a tree or a plant, either outdoors or indoors in a pot. (See the
Webelos Handbook for directions.)

After the planting is done, discuss how the plant or tree will help the environment and what it may be
used for.



A Scout may also want to plant a tree at home or in their neighborhood. This will help them to un -
derstand