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MAP
READING

1.
1.

Contribute
route planning
planning of
of aa Patrol
Patrol hike
hike of
of not
not less
less
Contribute to
to the
the route
than 10 km by being able to read
read aa 1:50000
1:50000 map
map to
to describe
describe
the
the terrain
terrain in
in detail
detail indicating
indicating best
best routes,
routes, obstacles,
obstacles, sources
sources
of
of water,
water, emergency
emergency escape
escape routes
routes and
and possible
possible night
night stops.
stops.
Be able to estimate hiking speeds over different types of
ground
ground and
and gradient.
gradient. If
If no
no map
map is
is available,
available, consult
consult with
with
people
people familiar
familiar with
with the
the area
area in
in which
which you
you propose
propose to
to hike
hike and
and
draw your own sketch map of the Patrol route, to the above
scale
scale and
and detail.
detail.

The
first option is the best, as it gives you
an accurate
of the terrain you would

picture
 
  
cross,
but if
you cannot get a map then
discuss the area
with an expert
up 
 

 and draw
 
your
own
map.
Remember
this
is
only
if
you
cannot
obtain
a
map
of
your
area.
Maps
are
    
obtainable
at R10 a copy from anyTrigonometrical
Survey 
office or by writing to the
Chief
 
  

Directorate:
Surveys & Mapping, Private
X10 Mowbray 7705.
 
Bag


Map
Work

To
choose aa good
good route,
route, you
you need
need to
to make
make friends
friends with
with maps.
maps. Ask
Ask your
your PL
PL to
to
To choose
show
show you
you how
how to
to set
set aa map.
map. This
This means
means simply
simply arranging
arranging the
the map
map so
so that
that itit fits
fits
with
with the
the countryside
countryside round
round you.
you. (You
(You can’t
canʼt move
move the
the countryside,
countryside, so
so you
you move
move
the
the map!)
map!) Take
Take aa map
map of
of the
the area
area you
you are
are in
in and
and put
put your
your finger
finger on
on where
where you
you
are
map.
From
where
you
are,
you
are now.
now. That’s
Thatʼs you
you––standing
standingon
onthat
thatspot
spotononthe
the
map.
From
where
you
are,
can
landmarks.
Perhaps
a church
or a mountain
top or atop
bridge.
you see
can various
see various
landmarks.
Perhaps
a church
or a mountain
or a
bridge.
Find one of those landmarks on the map
(let’s
say the
church).
Now, keep
ing map
your
Find one
of those
landmarks
on the
finger
firmly
“whereNow,
you are”,
turnyour
the
(letʼs say
theon
church).
keeping
map
that on
the“where
line from
finger
to
fingersofirmly
youyour
are”,
turn the
the
the
map
is exactly
the to
same
mapchurch
so thaton
the
line
from
your finger
the
direction
as
you
pointing
towards
the
church
church on the map is exactly the same
on
the ground.
have towards
now “set”the
thechurch
map
direction
as youYou
pointing
to
with .reality.
online
the up
ground
You have now “set” the map
to line up with reality.
You can also set a map by using a compass,
so
map
Youthat
canMagnetic
also set North
a mapon
bythe
using
a agrees
compass, so
with
your compass
compass
that Magnetic
Northpoint.
on the(Amap
agreesdoesn’t
with
point
to True North;
points
to a magnetic
north
your compass
point.it(A
compass
doesnʼt point
pole
which
is
not
in
the
same
direction
is
True
to True North; it points to a magnetic north pole
North.
Your
which is
notmap
in theshould
sameprovide
directionthe
is actual
True North.
deviation.
if your
can deviation.
explain.)
Your map Again,
should see
provide
thePL
actual
Again, see if your PL can explain.)
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Scale
Scale

IfIf aa map
the
map did
did not
not use
use aa scale,
scale, itit would
would be
be the
same
size
as
the
countryside!
All
maps
show
same size as the countryside! All maps show
their
their scale.
scale. For
For example,
example, on
on aa map,
map, aa scale
scale of
of
1:50000
means
that
1
of
anything
on
the
map
1:50000 means that 1 of anything on the map
is
is 50
50 000
000 times
times bigger
bigger in
in real
real life.
life. So,
So, 11 cm
cm on
on
the
map
represents
50
000cm
–
in other
the map represents 50 000cm – in other
words
words 500
500 metres.
metres. Each
Each kilometre
kilometre of
of your
your
hike
looks
only
2
cm
long
on
a
map
of
hike looks only 2 cm long on a map of this
this
scale.
scale.
Measure
Measure your
your proposed
proposed route
route with
with aa piece
piece
of
ing the
of thread
thread or
or thin
thin twine,
twine, follow
following
the curves
curves
of
tains. Then
of roads,
roads, rivers,
rivers, and
and moun
mountains.
Then check
check
the
distance
by
holding
the thread
the distance by holding the thread
against
against
thescale,
linear which
scale, which
is usually
the linear
is usually
at the
at
theoffoot
the map.
Another
method
foot
theofmap.
Another
method
is to is
to
measure
off
the
distance
on
the
edge
of aa
measure off the distance on the edge of
piece
of
paper
or
on
a
ruler.
piece of paper or on a ruler.



Permission

All
to a
a private
private owner,
owner, or
or to
to central,
central, provincial
All land
land belongs
belongs to
to someone
someone –
– either
either to
provincial
or municipal
government.
can’t
just across
go hiking
across permission:
it without
or municipal
government.
You canʼt You
just go
hiking
it without
permission:
that’s
called
trespassing.
It
only
needs
one
Scout’s
thoughtless
ness
thatʼs called trespassing. It only needs one Scoutʼs thoughtlessness to leave
behind
to
leave
behind
a
reputation
damaging
to
all
Scouts.
Ask
your
Scouter
to
help
a reputation damaging to all Scouts. Ask your Scouter to help you obtain the you
obtain
the neces
saryMost
permits.
roads are
public.
Hiking
trails
requireForestry
a permit.
necessary
permits.
roadsMost
are public.
Hiking
trails
require
a permit.
Forestry
only be crossed
the paths.
marked
paths. on
Walking
ontracks
railway
land mayland
onlymay
be crossed
using theusing
marked
Walking
railway
is
tracks
is
illegal
and
dangerous.
illegal and dangerous.

Estimating
hiking
time

For
toto
get
anan
Foraarough
roughestimate
estimateyou
youcan
canuse
useNaismith’s
Naismithʼsrule
ruletotocalculate
calculateyour
yourtiming,
timing,but
but
get
accurate
time
plan
you
need
to
use
Tranter’s
Variation,
both
of
which
are
shown
below.
accurate time plan you need to use Tranterʼs Variation, both of which are shown below.

Naismith’s
Rule
Naismithʼs Rule

Allow
up or
or down.
down. IfIf there
there is
is aa
Allow 5km
5km per
per hour
hour plus
plus half
half an
an hour
hour for
for every
every 300m
300m up
steep
mountain
slope
which
includes
some
scrambling
then
plus
a
whole
hour
steep mountain slope which includes some scrambling then plus a whole hourfor
for
every
every 300m.
300m.

Tranter’s
Variation
Tranterʼs Variation

This
Thismakes
makesallowances
allowancesfor
forfitness,
fitness,weight
weightofofpack,
pack,weather,
weather,and
andconditions
conditionsunderfoot.
underfoot.
Your
Your fitness
fitness level
level is
is the
the time
time itit takes
takes you
you to
to climb
climb 300m
300m over
overaadistance
distanceof
of800m
800mand
and
should
be
established
for
the
weakest
member
of
your
party
on
a
training
hike.
(If
should be established for the weakest member of your party on a training hike. (If itit
takes
takesthe
theslowest
slowestmember
memberof
ofyour
yourparty
party15
15minutes
minutesthen
thenthe
theparty’s
partyʼsfitness
fitnesslevel
levelisis15.)
15.)
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FITNESS
LEVEL
MILES
K/M

TIME IN HOURS AS PER TRANTER’S VARIATION TO NAISMITH’S RULE
2
3.2

3
4.8

4
6.4

5
8

6
9.6

7
11.2

8
12.8

9
14.4

10
16

12
19.2

15

1

1.5

2

2.75

3.5

4.5

5.5

6.75

7.75

10

20

1.25

2.25

3.25

4.5

5.5

6.5

7.75

8.75

10

12.5

25

1.5

3

4.25

5.5

7

8.5

10

11.5

*

*

30

2

3.5

5

6.75

8.5

10.5

12.5

*

*

*

40

2.75

4.25

5.75

7.5

9.5

11.5

*

*

*

*

50

3.25

4.75

6.5

8.5

10.8

*

*

*

*

*

IMPORTANT: NO SCOUT SHOULD HIKE FOR MORE THAN 12 HOURS WITHOUT SLEEP.
Drop 1 fitness level for every 10kg carried. Drop 1 or 2 levels for rough or bushy ground. Drop 1 level for rain, wind or
darkness. Drop 3 or 4 levels for snow or ice.

CAMPING
2.

Have camped away from the Scout meeting place at least 10
nights as a Scout.

3.

Produce a scale drawing of a standing Patrol campsite, making
use of the equipment available in your Troop, and explain
reasons for the layout. Assist in the construction of a Patrol
campsite.

4.

Demonstrate the safety requirements and be able to maintain all
forms of lighting and cooking equipment used in your Patrol.

2.

Have camped away from the Scout meeting place at least 10
nights as a Scout.

You already have at least 5 nights from your Pathfinder, and as each patrol should camp
for at least 2 nights a year and each troop at least 6 nights a year you should have no
problem qualifying for this activity.
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3.

Produce a scale drawing of a standing Patrol campsite, making
use of the equipment available in your Troop, and explain
reasons for the layout. Assist in the construction of a Patrol
campsite.

You are required to make a scale drawing or scale model of a campsite, which you design,
and then help to construct that site at your Troop or Patrol camp.
How you arrange your campsite will depend on the surroundings and how long you
are camping. A sensible layout is shown in the illustration.
Some points to remember:
–

Keep the fire well clear
of the tent and food
store. Think which way
the smoke is going to
blow.

–

Your chopping block and
woodpile should not be
in the main pathway.

–

Decide how you are
going to dispose of
rubbish. If you dig a
wet pit, don’t make it a
booby trap! All tin cans,
plastic cartons, etc. must
be collected in proper
litterbags and taken home
for disposal.

–

Latrines should be
positioned downwind and
away from rivers or other
water sources.

–

If you are using a river
for your water supply
remember to take the
drinking water upstream,
then comes the swimming
area, and the washing
area should be furthest
downstream.



Scale Model

Scale Drawing of Camp Site

ADVENTURER

105

4.

Demonstrate the safety requirements and be able to maintain all
forms of lighting and cooking equipment used in your Patrol.

In forestry/conservation areas and on some private lands no open fires are allowed, so other
methods of cooking have to be used. Most Troops are now using gas equipment for lighting &
cooking but some are still using paraffin lamps and stoves. Gas equipment if not handled properly
is very dangerous, so safety rules must be followed at all times. Before you start to handle any
of this equipment ask your Patrol Leader to demonstrate the correct way to light and use it.
Different methods are required for different types. Below are a few examples and general rules.

Gas Safety
General Rules
-

Carrying Handle
Gas Outlet

Valve
Key

Store upright in cool dry place, remove key.
Fit carry handle or cover thread while in storage. Filler
Plug
Check for rust on bottle before use.
Check washer, mantle and jet before lighting.
Check thread and blow dirt from neck of bottle.
Check appliance is tight on bottle before lighting.
Do not use or store any gas appliance near fire or heat.
Make sure it is on a firm, flat surface before use.
Gas Cylinder
Key must be in place during use but removed when stored.
Do not light in a confined space and never cook in a tent.
Do not over-tighten tap as this may damage the seat.
Light match before opening gas.
Never leave a gas appliance unattended while in use.
If appliance does not work properly or starts to burn at any other point than the
correct one, switch off immediately and look for the fault or take it to an expert.
Always ensure that the correct jet is used to replace a blocked one.
Never play with a gas appliance.

Operation of a gas appliance
1.
2.
3.
4.
5.
6.
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Remove the bottle and lamp or stove from its container.
Check for rust or dents on the bottle and blow the thread clean.
Check the jets and washer are in place on the lamp or stove.
Check that the mantle and glass is not broken in the case of a lamp.
Screw the lamp or stove on to the gas bottle without cross-threading it and fit
the key.
Stand bottle on a firm surface and light the match before turning on the gas.

7.
8.

When lamp or stove lights remove match and adjust for best flame.
After use allow the appliance to cool before cleaning and packing away.

Faults on Gas Appliances
1.

Gas leaks between appliance and bottle.
a. Check appliance is tight on the bottle.
b. Remove appliance and replace washer.

2.

No gas coming through appliance.
a. Shake bottle to see if it has gas in it.
b. Remove appliance and replace jet using the correct spanner and making 		
sure that the new jet has the same number as the old one.

3.

Appliance burns on for some time after turning off but eventually goes out.
a. This is probably due to a partially blocked jet. Replace the jet.

4.

Gas appliance does not go out.
a. This is probably a damaged tap, and is a dangerous situation. Take the 		
bottle to the agent as soon as possible.

5.

Smell of gas when bottle is closed.
a. Probably the same as 4. Take the bottle to the agent
as soon as possible.

6.

New jet blocks as soon as appliance is switched on.
a. Check for dirt in the neck of the gas bottle.
b. The gas bottle could be overfilled. Move far away
from heat or flames and let the gas escape for
about 5 seconds then try again.

Changing Canisters
If you use equipment with replaceable canisters
such as “Camping Gaz” then follow the instructions,
given with the appliance, on how this should be
carried out. Below is the general method but check
with your Patrol Leader before carrying out this task.
1.
2.
3.
4.
5.
6.
7.
8.

Turn off tap and allow to cool.
Move well away from naked flames.
Shake to hear if it is completely empty.
Separate appliance & cartridge container.
Remove cartridge and fit new one.
Check sealing washer on appliance.
Screw appliance back on to container.
Light in normal way.



Burner

Unscrew burner completely
before removing cartridge
Burner

Control
Valve
Canister

Hiker’s “Gaz” Stove
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To replace a broken mantle
1.
2.
3.
4.
5.
6.
7.

Dismantle the lamp following the
instructions for your type of lamp.
Remove remains of old mantle and
blow the lamp stem clean.
Tie new mantle in place making sure
the ties are in the stem grooves.
Fit lamp to bottle after checking that
the washer is still in place.
Burn new mantle with a match while
slowly turning on the gas.
Once the mantle has taken shape,
turn gas off & let the lamp cool.
Assemble lamp making sure that
you do not break new mantle.

Double tie mantle
Lamp glass

Pressure Lamps

Mantle stem
&
Burner

Control
valve
Gas
cartridge

These are similar to gas lamps and the same care and precaution must be
taken. The main difference is that the fuel container is filled with paraffin – never
methylated spirits or petrol – which is vaporised by heating the neck of the
mantle stem. Before switching on make sure that all connections are tight.

Method of use
1.
2.

Fill fuel container with paraffin.
Fill preheating bowl round stem with
methylated spirits.
3. Open release valve on fuel container and
close control valve.
4. Light the methylated spirits in the bowl.
5. When methylated spirits has almost burnt
out, close the release valve.
6. Give the pump a few pumps and open the
control valve slowly and the lamp should light.
7. After a few seconds turn automatic pricker to
clear jet and then reset to its normal position.
8. Pump up pressure in container and adjust
light with control knob.
9. Stand lamp on a firm, flat surface or hang it in
a safe place. Remember it gets very hot.
10. Make final adjustments to control valve and lock pump
by rotating it to the right till it stops if it is the locking type.
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Mantle
Glass
Mantle Stem
Methylated Spirits
Bowl
Pricker
Pump
Fuel
Container

Tilley Lamp

Primus Stoves
These operate on the same principle as the pressure lamp but without a mantle.
Stoves do not have automatic prickers, and a normal pricker must be used to clear
the jet.
Burner
Burner

Pricker

Jet

Wind shield

Methylated
Spirits Bowl

Jet
Pressure
Relieve Valve

Paraffin fuel
container
Pump
Pricker

Primus stove



Jet

Method of use
The same as for pressure lamps. Make doubly sure the stove is standing on a firm
base before starting to cook, and remove the pot if the stove requires pumping
during use.
To switch off both pressure lamps and stoves, release the pressure valve slowly
and the appliance will go out. Allow cooling before packing away.

Faults on pressure lamps and stoves
1.

2.

3.

Lamp or stove will not light.
a. Check that the fuel tank is full of paraffin.
b. Check Pressure release valve is fully closed.
c. Check that jet is clear or clear with pricker.
d. Check that auto pricker of the lamp is down.
e. Check that the pump is working and the tank is pumped up.
Lamp or stove spits paraffin when pumped after pre-warming.
a. This indicates that the neck of the lamp or rose of the stove is still too
cold. Release pressure and reheat with methylated spirits.
Lamp pops on and off during use.
a. Check for dirt in the paraffin. Change paraffin and clean jet.
b. Fuel tank may be almost empty. Fill with clean paraffin.
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PIONEERING
5.

In a practical exercise determined by the Troop Scouter,
demonstrate the ability to make and put into use:
a. Sailmaker’s and West Country whippings;
b. Diagonal, square, round and sheer lashings;
c. Prussic knot, marlinspike, taut-line and rolling hitches.

5a. Sailmaker’s and West Country whippings
Whipping is used to prevent the end of a rope fraying and must be done before the rope is
used for the first time. It got its name from the fact that if a piece of rope whips in the
wind it frays out very quickly. You are required to whip ropes using both types of whipping
and then use those ropes to make the knots and lashings in b. & c. above.

Sailmaker’s whipping
The best for 3-strand ropes, especially those used for lashing. Open the strands a
little and place a loop of twine round one strand. (See the illustrations, below)

(1)

1.
2.
3.
4.

(2)

(4)

Twist the rope back into shape again by twisting the strand clockwise and
laying it back in an anticlockwise direction. Hold the loop down and wind the
free end tightly round the rope, working up towards its end.
Raise the loop and slip it over the end of the strand of rope it is around, then
pull the short end of the twine to tighten this up.
Tie the two ends of the twine with a reef knot in the middle of the lay of the
rope.
Trim the end of the rope and the twine, and wax or paint the whipping.

Now there’s a job you can be proud of!
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(3)

West Country whipping
West Country whipping is not used for working ropes but
it makes a good decorative whipping on ropes used on
knotting boards or as guide rails etc.
You require a piece of whipping twine about 50cm long to
whip a 9mm rope.
Place the centre of the twine around the rope about 2 cm
from the end.
Tie the two ends together with an overhand knot and pull
tight around the rope.
Cross back to the other side and repeat the overhand knot
pulling it tight.
Continue this process till the length of the whipping
is about twice the diameter of the rope that is being
whipped then tie off using a reef knot.
Trim the end about 3mm beyond the whipping.

West Country
Whipping

Overhand
Knot



5b. Diagonal, square, round and sheer lashings
Once you have learnt to make these lashings they should be evaluated while you are helping
to build a project. This could be part of the programme, at a Patrol or Troop camp or for a
pioneering demonstration. The project could be a tower, bridge, raft, a fence or a frame for
a shelter. Large poles are not required for this project and Scouts at Pathfinder Level who
need to be evaluated for the use of the axe or panga could help you to cut down Port Jackson
or other alien vegetation for the project if your troop does not have enough staves.

Your first pioneering
What are you going to build? Something light, to start with (if you’re wise!). How about
staves and light cord to make: a trestle, some camp gadget or furniture, or even a
travois. Browse through camping/pioneering books for ideas and discuss with your
patrol leader what useful gadgets you could build for your next patrol camp.

Square lashing
This is used whenever two poles or spars touch each other, even if they are not
‘square’ to each other. (If they need to be pulled together, you will need a Diagonal
lashing, which is described after the Square Lashing.)
The pictures show clearly how to do it. Start with your first clove hitch on the main
spar (the firmer one of the poles). As you go round, lay each lashing outside the
previous turn on the cross spar, and inside the previous turn on the main spar.
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Make at least two frapping turns round the middle. If possible use a mallet or wooden
tent peg to tap these into position and so make the lashing as tight as possible.

(1)

(2)

(3)

Square Lashing
Remember that the lashing turns go the ‘longest’ way and the frapping turns go the
‘shortest’.

Timber hitch
This starting knot for the diagonal
lashing is delightfully easy to tie and,
with the addition of a half hitch, will
help you haul many a log or bundle
of firewood as is shown in the sketch.
When the Timber Hitch is used with
the addition of a Half Hitch it is called
a Kilick Hitch.

A Timber Hitch
with a Half Hitch is
called a Killik Hitch

Let’s add now to your knowledge of pioneering.

Diagonal lashing

Timber Hitch

This lashing is needed whenever two spars that you are lashing need to be pulled
together. (The strain on them would normally make them spring apart.)
Start with a timber hitch, diagonally across spars. Then make three tight lashing
turns, side by side, across the diagonal, in so doing preventing the timber hitch
from rotating; followed by three across the other way. Tighten these with two
frapping turns, and complete the lashing with a clove hitch on any spar but below
the cross on a trestle.

Diagonal
Lashing
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Sheer lashing
This is needed when two
crossed spars have to stand
with a strain on the ‘V’ between
them – as in an outside tent rig
or monkey bridge.

Wooden Wedges/Spacers

Frapping

Sheer Lashing
Start by laying the two spars
side by side with two wooden
wedges (or anything handy)
Sheer
keeping them slightly apart,
Lashing
otherwise you won’t be able
to do the lashing at all. Start
with a clove hitch round one
spar. Twist what’s left of
the running end round the
Monkey Bridge
standing part, then make 6 to
10 turns round both spars, laying the
turns neatly side by side. (Do not make them too tight, or your ‘Sheer legs’ will never
open.) Remove the wedges and make two frapping turns after opening the sheer
legs to their correct position. (If you don’t do that the lever action can snap the rope.)
Finish with a clove hitch on the opposite spar to the one on which you started.



Round lashing
Required when you’re joining two spars together
end to end – e.g. when making a long flag pole from
short spars. Normally you will do two round lashings
for strength, so the spars need to overlap by about
a quarter of their length. Tie a clove hitch round both
spars, twisting the running end and the standing part
together after. Take 8 to 10 tight turns round both
spars, and finish with a clove hitch round both spars
again. No frapping turns are used here.
Below (and over) are some useful pioneering projects
you could help to build.

A Travois

Round Lashing
A travois is the traditional
American Indian transporter:
originally pulled by dogs,
it was later used behind
horses. Useful at camp, and
fun for races as well!
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Easy to Build - Keeps
food cool and away
from animals, ants...
And all Kitchen gear
in one place!

Washstand

Lash with Sisal String

Suspended Net Bag
for suitable dry foods
(onions, potatoes)

A Kitchen Dresser

A little neat Jeyes Fluid
on base of Upright to
keep ants at bay

5c. Prussic knot, marlinspike, taut-line and rolling hitches.

Prussic knot
The Prussic knot is
used to help in the
climbing of a rope
especially if you
have to climb a long
distance. It is tied by
passing a loop of rope
around the climbing
rope and through its
own loop twice, as
shown in the sketch.

Splice or
Sheetbend

Prussic Knot & ‘Prusikking’

Three prussic knots are made on the climbing rope and then one
is placed under your arms and the other two are for your feet. Lift
one of your feet and slide the prussic knot up the rope then repeat
for the other foot. You will now be higher up the rope and you must
move the upper prussic knot up as far as you can ready for the next round of
movement up the rope. If the climbing rope is not fixed at the bottom then attach
a weight such as a kit bag, large rock or heavy piece of wood. This will slow
down the swinging of the rope and also make it much easier to slide the knots up
the rope as you progress to the top.
Remember all the safety rules for inexperienced climbers, and have someone at
the top belaying the climber with another rope.
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Marlinspike hitch
The Marlinspike hitch was originally invented to attach
a marlinspike (used for splicing wire rope) to a rope
while working on a sailing ship. We now use this
simple knot to make rope ladders for pioneering
projects.
1. Start by making a loop in the rope.
2. Put your fingers through the loop and grip the 		
standing part.
3. Pull the bight through the loop.
4. Place the step through the loop and pull tight, making
sure that the twist of the knot is below the step.



(1)

(2)

(3)

(4)

Marlinspike Hitch
Make a succession of these knots equally spaced on two
ropes and make a rope ladder you can use to get to the top of a pioneering tower,
tree hut or other structure.

Taut line hitch
A taut-line hitch, as the name suggests, can be
tied on a line that is taut – like tent guy lines.
It’s a stronger version of the round turn and two
half hitches, except that you make two turns for
the first half hitch. With this knot you can adjust
the tension on a sheet used as a dining shelter
or flysheet. It slips easily up the rope but locks
when under tension.
1. Put the rope round the peg or through the eye
of the sheet you wish to tension and make a
half hitch around the standing part of the rope.
2. Pass the rope a second time through the
loop.
3. Make another half hitch round the rope
outside the loop.
4. Pull tight and adjust tension.

Taut Line Hitch
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Rolling hitch
This is another version of the clove hitch which has the advantage of being able to
withstand a pull almost in the direction of the spar without slipping down or along.
This is very useful when putting up a flagpole or tying guys on to a pole to hold up
a shelter. Another use is when attaching ropes to a tower to pull it up. It can also be
used to attach a rope to the footrope of a bridge to keep the tension while changing
the block and tackle.

Rolling Hitch

Note:
Second Turn
jammed inside
the First

Fastening a Smaller Rope
to a Larger Rope

1&2. Place the rope over the spar and wrap

it round.
3. Make a second wrap crossing over the first.
4. Cross over the standing part of the rope and over the spar.
5. Make a half hitch with the end of the rope.
6. Pull tight and check for slip by pulling the standing part to the right.

If the pull is to be in the other direction then make the knot the other way round.
SCOUTCRAFT BADGE RECOMMENDED: Pioneering
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FIRST AID AND EMERGENCIES
6.

7.

8.

6.

Demonstrate knowledge of methods of drawing attention to
yourself in an emergency:
a. Ground to air signals using body and panel methods;
b. Whistle and smoke signals.
Explain and where appropriate demonstrate your knowledge
of health hazards caused by extreme weather conditions,
including the causes, symptoms, signs, prevention and
treatment of the following:
a. Hypothermia
b. Hyperthermia
c. Sunburn/sunstroke
d. Dehydration
Explain the signs and symptoms of, and demonstrate the
treatment for shock, sprains, epilepsy, choking and fainting.



Demonstrate knowledge of methods of drawing attention to
yourself in an emergency:
a. Ground to air signals using body and panel methods;
b. Whistle and smoke signals.

You can complete this activity by carrying out a demonstration for your Patrol or as a
section of a Troop incident hike, or it could be combined with a candidate completing his/her
incident hike for first class.

Ground-to-air signals
All types of ground-to-air
signals must be large enough
for the pilot to see in the
few seconds that he/she is
overhead and must be in a
contrasting colour to the ground.
You are required to demonstrate at
least the following signals:
“Require a first aid kit’, ‘require a doctor’,
‘require a compass & map’, ‘I do not
understand’, ‘require food & water’, ‘all is
well’, ‘I am proceeding this way’, ‘negative’, ‘affirmative’ and ‘unable to proceed’.
ADVENTURER
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Here
Hereare
are the
the signals
signals you
you should
should know:
know:

Each strip for making these signs should be at least 2m long by 1m wide.
Each strip for making these signs should be at least 2m long by 1m wide.

and
smoke
signals

Whistle
Youshould
should be
be able
able to
to demonstrate
demonstrate the
the
You
following
whistle
signals:
following whistle signals:
a. S.O.S
S.O.S…
…—
—…
…
a.
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b.
c.
d.

Distress signal if lost on a mountain — — — —
(Two pairs of long blasts, with a pause in between,
like a telephone ringing, repeated.)
Reply to b) …….. (This signal is to be used to acknowledge a distress call.)
Recall signal to call search parties back to their base ____ ____ ____ (3 long).
Each party hearing this call should repeat it for parties further away.



Whistle Signals

Smoke Signals

Smoke signals are mostly used to show your position. Covering and uncovering a
fire can make the signals above. You should demonstrate how to produce smoke
by adding green leaves to the fire during the day and demonstrate the need for a
pile of small twigs next to the fire at night to make flame when an aircraft passes
overhead or a search party is in the area.

7.

Explain and where appropriate demonstrate your knowledge
of health hazards caused by extreme weather conditions,
including the causes, symptoms, signs, prevention and
treatment of the following:
a. Hypothermia
b. Hyperthermia
c. Sunburn/sunstroke
d. Dehydration

During the programme or while at camp your Scouter will stage all these health hazards
and you will be required to diagnose and treat the casualty. You must also have a very good
knowledge of the causes & prevention of these hazards. Refer to the latest books from a
first aid society for up-to-date treatment.
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a.

Hypothermia

Hypothermia is caused by cold and fatigue. (e.g. Hiking in the wind wearing wet
clothes.) Exposure (or hypothermia) is caused by insufficient protection against wind,
cold and rain. Together these three factors are deadly. That means they can kill.
If one of your party starts falling
behind, stumbles, speaks with a
slight slur, these are all symptoms
of hypothermia. They may start
shivering or begin to talk incohe
rently. If they collapse, the problem is
a serious one.
Call a halt and move the person out of
the wind. Try to erect a shelter and if
Hypothermia “starts falling behind, stumbles,
possible help them put on dry clothes.
Cover their hands and head, and give
slurringspeech, shivering...”
them something warm to drink, but not
alcohol. (The idea of St Bernard rescue dogs in the Alps with little kegs of brandy on
their collars for the snowbound traveller, is misleading!) Use an emergency (space)
blanket or a dry sleeping bag for protection. Don’t put the patient into a cold sleeping
bag; they aren’t generating enough body heat to warm it. Pre-warm it by someone
else getting into it first in underclothes and moving around a lot. Look for shelter or
erect it. Use rucksacks, plastic sheeting, etc. to create windbreaks
if rocks or caves are not available. Stay together,
keep calm, make the casualty comfortable,
apply first aid where needed.
Keep everyone warm and give
them something to eat. If light
is failing or the temperature
dropping, look for shelter as
low on the slopes as possible.
Temperatures drop increasingly
Keep everyone warm
at greater heights.

b.

Hyperthermia

Hyperthermia is caused by exertion in very hot and humid conditions. Lack of fluid
intake increases the intensity as dehydration sets in. This could start with heat
cramps, followed by heat exhaustion or the most serious, heatstroke.
Heat exhaustion (hyperthermia) is caused by excessive sweating and thus
dehydration. On a hike you will always sweat more than usual. To avoid dehydration,
you must drink water from time to time, even though you may not be thirsty. During a
hot hike you need about half a litre of water an hour. (Additional salt is not required.)
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Heat Exhaustion

1. Lay Casualty down
in a cool place

2. If sweating, cramps, vomiting add 1/2 teaspoon salt to water

3. Give plenty to drink.
Get medical aid

The main symptom is faintness, usually with a pounding of the heart. The person
feels ill and cold, and complains of weakness and dizziness. Often he has a severe
headache. He may be ashen pale, and his skin cold and clammy. A person who has
collapsed and is sweating freely almost certainly is suffering from heat exhaustion.
Move the person to a cool, shady area. Allow him to rest. Make him lie down with his
legs and feet lifted. If he is conscious, give him plenty of cool water to drink. If he gets
cold cover him with a light blanket or sleeping bag. He should not be exposed to heat
again the same day. Get him to a doctor if possible.



Training and fitness can reduce the danger of heat exhaustion. Take swims on the trail
whenever you can (provided there is no bilharzia danger) and take frequent rests.

HypOthermia & hypERthermia: Here’s a way of remembering which is which. You
know that “thermia” is to do with heat. HypO means “below” – think of a hypodermic
injection, below the skin – and hypER means “above” – think of a hypermarket which is
above, bigger than, a supermarket!). So hypothermia is when body heat is dangerously
below what it should be, and hyperthermia is when it is dangerously above. (“HypO has
a zero, this is freezing temperature.)
c.

Sunburn and sunstroke

Remember the old saying: “prevention is better than cure”. Sunburn should be
prevented rather than treated, but if present it should be handled as you would a
normal burn. Sunstroke is different and far more serious. The danger lies in the
excessively high temperature, which should be lowered as soon as possible. (With
heat exhaustion, the person does not have a high temperature, but is cold and
must be warmed.) Sunburn combined with dehydration causes a sudden rise in
body temperature, often made worse if the person is unfit or overweight.
The victim will be flushed and their skin hot and dry. They may be dizzy, feeling
sick, or rigid and possibly unconscious.
They must be moved into shade as soon as possible, and their clothing removed to
expose the body to air. Small drinks of water can be given if the casualty is conscious,
but no stimulants (alcohol) and no salt. If there is enough, sprinkle water lightly
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Heat Stroke

1. Move casualty to a cool
place and remove clothing

2. Sponge down with wet cloth, fan with a scarf or towel.
Seek medical aid immediately.

over their body. Create a cooling draught by fanning with a shirt or towel. Massage
limbs to promote circulation. Apply mouth-to-mouth resuscitation if breathing
stops. Get medical help to the casualty or the casualty to medical help on an
improvised stretcher, as soon as possible.

d.

Dehydration

Dehydration occurs when fluid is lost from the body due to excessive sweating,
burns, bleeding or illness. This needs to be replaced as soon as possible but
again “prevention is better than cure” – that is, it’s better to see that everyone is
hydrated during an activity by providing plenty of fluids, rather than having to treat a
collapsed casualty. Treat as for Hyperthermia.

8.

Explain the signs and symptoms of, and demonstrate the
treatment for shock, sprains, epilepsy, choking and fainting.

You should know the causes of these conditions, the signs and symptoms, their dangers and be
able to demonstrate the treatment.

Shock
Shock is a condition of inadequate circulation to the brain and other vital organs
and is caused by loss of blood or other vital body fluids or the dilation of the blood
vessels. This may be due to injuries such as bleeding or burns or it may be the
result of fright, pain, nerve injury, heart attack or allergic reaction. Shock can be
fatal if it is not treated correctly.
The symptoms and signs of shock are progressive and usually start with a
general feeling of weakness, restlessness and anxiety followed by pale or blue/
gray cold clammy skin, (the blue/gray colour may not be so obvious on non
Caucasian casualties) and then sweating, weak and rapid pulse, thirst, rapid and
shallow breathing, nausea and vomiting, gasping for air and gradually sinking into
unconsciousness, followed, if not treated, by death.
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1. Immediately reassure
and comfort casualty

2.
•
•
•
•

If conditions allow:
Lay patient down, head low and to one side
Tight clothing to be loosened
Keep warm
Search for and, if possible,
treat the cause of the shock

Anyone involved in an accident is suffering from shock – either from physical
injury, or from a nervous reaction to what has happened. According to how badly
the person is affected, they will be weak, with face pale, skin cold and clammy,
and breathing shallow. There may be shivering and vomiting. The casualties
may seem dazed and not know where they are. In serious cases they may lose
consciousness. Shock may come immediately with an accident, or soon after, or
may be delayed for several hours. It is important to remember this. Someone who
appears to be all right, and wants to carry on, could still suffer delayed shock.



The treatment should be as follows: get medical help to the casualty or the casualty
to medical helps as soon as possible.
Carry out the following until medical help is available: Lay
the casualty down and if injuries permit raise the feet 15 cm
to 30 cm. If they become unconscious make sure the airway
is open. Start artificial respiration or CPR if necessary. Stop
bleeding and get someone to splint any fractures. Reassure
them, treat the cause of the shock but avoid causing pain,
loosen tight clothing, keep them comfortable and at room
temperature. Cover with a blanket, wipe their face, moisten their
lips but give nothing by mouth and speak reassuring words.
Keep them warm. Cover them with a light blanket. Do not use hot
water bottles. Loosen all tight clothing (tie, waistband, shoes)
to help circulation and to assist breathing.
NOTE: If the victim was involved in an accident then:

The
Recovery Position

DO NOT Move them unnecessarily, as this will
increase shock;
DO NOT Give them anything by mouth (i.e. no drinks),
as this will prevent or delay the giving of an anaesthetic;
DO NOT Allow the victim to smoke.
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Sprains
A sprain is an injury (usually to a joint) where the
ligaments and tissues are suddenly wrenched
or torn. Some sprains are minor, others are
linked with such extensive damage to the
limb that they are difficult to distinguish from
fractures. If in doubt, treat them as fractures
(i.e. as actual breaks to bone or muscle).
A sprain can be recognised by the inability
to use the limb, swelling bruise-discoloration,
and the pain. Whenever in doubt treat as a
fracture. Treat it by applying a firm bandage
(if the casualty will have to walk, e.g. on a
hike, then bandage over the boot.) Apply cold
compress or ice packs and elevate the limb if
possible. Transport on a ‘3-handed seat’ using
the 4th hand to elevate the limb; or use the
human crutch if you are alone with the casualty.
Folded
Triangular
Bandage

Sprains

Reef Knot

Bandaging Sprains

Epilepsy
Epilepsy is a disorder of the nervous system characterized by seizures (sometimes
called “fits”). People who know they are epileptics usually take medication to
control the condition.
The signs of epilepsy vary from a mild faint to a loss of consciousness with
convulsions, grinding of teeth, and froth around the mouth. With epilepsy the
person may feel that a seizure is about to occur because of a brief sensation they
experience, called an aura. It starts with a sudden cry, stiffening of the body and
loss of consciousness causing the person to fall. The breathing becomes noisy and
frothing at the mouth begins. The body jerks. Breathing may stop for a minute and
the victim may turn blue. Sometimes the epileptic may lose control of the bladder
and bowel during a seizure.
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The treatment is to protect them during the convulsions by making the area safeclear away hard or sharp objects that could cause injury. Clear onlookers away to
ensure the casualty’s privacy. Do not forcibly restrict their movements, but gently
guide them, if necessary, to protect from injury. Carefully loosen tight clothing,
especially around the neck and waist if possible it is not necessary to remove
shoes. Place something soft under the head. Do not try to put anything in the
mouth, between the teeth or to hold the tongue.
The convulsions seldom last more than three minutes. When they have ended:
a. Assess responsiveness and do a primary survey. The victim may not
remember what happened and may be confused, and feel exhausted.
b. Place a still-unconscious casualty into the recovery position (see illustration
under Shock) and wipe away any fluids from the mouth and nose and call for
medical help.
c. Do a secondary survey to see if the casualty was injured during the seizure.
(Although it is rare, injury is possible.) Give first aid for any injuries.
d. Give ongoing casualty care, monitoring breathing, keeping the casualty warm
and allowing them to rest. They may need up to an hour’s rest. Don’t give any
liquids during or immediately after a seizure.



Choking
Something stuck in the throat, blocking the air passage, can stop
breathing. This can cause unconsciousness and death within
minutes. A choking person will clutch their throat and cough
and wheeze. The breathing could stop and the casualty falls to Universal Choking Sign
the floor unconscious. (They may be embarrassed and leave
Airway may be blocked
the group when choking. Follow them in case they collapse.)
by inhaled piece of food
Assess the obstruction, call for help, bend the casualty over
so that the head is lower than the waist, give up to four thumps between the
shoulder blades and if this is not successful perform the abdominal thrust (the
Heimlich Manoeuvre) or chest thrust in the case of pregnant women. If the person
becomes unconscious ease them to the floor on their back. Carry out the finger
sweep of the mouth to remove any foreign bodies. Open the airway using the ‘head
tilt-chin lift’ method. Try to ventilate the lungs,
and if not successful give the abdominal thrust.
Repeat finger sweep, ventilation and the thrusts
till breathing starts or medical help arrives. In
the case of an infant put them face downwards,
supported on your thigh with head lower than the
chest. Give five back blows followed by 5 chest
thrusts repeated till the obstruction is cleared.
Heimlich Manoeuvre In all cases stay with the casualty until they
Manual
Thrusts
to upper abdomen with one
are handed over to a medical practitioner, an
fist
held
in
other
(Thumb just above navel)
ambulance or a hospital.
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How to Treat Choking

Stand behind the Casualty and
Thump him between the Shoulder
Blades - Up to Four Times
Treating A Child

The Unconscious Casualty
Give Up to 5 Quick inward and
upward thrusts each with the
intention of removing the Object

Fainting is a brief loss of consciousness caused by a temporary shortage of
oxygen to the brain. It is a “blacking out” caused by insufficient blood going to the
brain. It may be caused by hunger, fright, bad news, pain or just by standing too
long, especially in the sun. The person turns pale: they may wobble or suddenly fall
to the ground. Before the fainting attack, the person may feel dizzy, become pale
and start to perspire.
Treat them by sitting them down with the
head between the knees or laying them down
with their feet 15 cm to 30 cm higher than
their head. Loosen tight clothing at the neck,
chest or waist. If they remain unconscious,
ensure the airway is open and they are
breathing. Loosen tight clothing. Place in
the recovery position and make comfortable.
Make sure they remain lying down for 15
minutes after regaining consciousness and
escort them to a doctor.

Fainting - Sit Patient Down
With Head Between Knees

If a person is just feeling faint and has not
actually collapsed, sit them down with their
head between their knees. This will increase
the supply of blood to the brain. (Do the same if you’re feeling faint yourself at any
time.)

If the person has collapsed or appears to be on the point of doing so, encourage
them to lie down until they feel better. Loosen any tight clothing (at the neck,
particularly). Raise the level of the feet above the head and keep the person
warm, unless the cause of the fainting was heat. In that case, cool them down by
sponging or fanning, and (if they are conscious) give them small sips of cool water.
Remember the general rule: Never try to force water or any other liquid down the
throat of an unconscious person.
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OBSERVATION
9.

Prepare a list of the five dominant bird species in your local
area. Choose one of these species and observe it at morning
and evening for three days. Tell the story of why this bird
species behaved as it did.

10. Stalking and tracking:
a. Demonstrate the progression of stalking.
b. Camouflage yourself and take part in a stalking wide game.
c. Take part in solving a tracking story.
9.

Prepare a list of the five dominant bird species in your local
area. Choose one of these species and observe it at morning
and evening for three days. Tell the story of why this bird
species behaved as it did.



This activity requires some research to identify the birds of the area and their habits. You
could get a book from the public or Troop library or school or ask your teacher or an expert
to show you how to recognize the different species. You are also required to use analytical
skills to interpret the results of your observations.
Once the area where you are going to observe the birds has been chosen a “hide”
should be found or constructed to conceal your
presence from the birds being watched. You
need to observe the birds in this area for
at least an hour each morning and
early evening for three days.
(These need not be consecutive,
but should be complete in a
maximum of two weeks.) As a bird
of the chosen species flies over the
area, make a note of its flight path,
where it settled and what it did, together
with the date and time. At the end of the three
days a pattern should emerge which then needs to be analysed and a conclusion
drawn as to why the birds behaved in the way they did.
Once you have completed the task you must present the findings to a Scouter and
your Patrol where the Scouter and Patrol Leader will evaluate the effort and results.
This whole exercise could be built into a Troop camp programme, but you would
have to prepare in advance and find out the bird types of the area where the camp
is to be held.
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Points of Identification
10. Stalking and tracking:
a. Demonstrate the progression of stalking.
b. Camouflage yourself and take part in a stalking wide game.
c. Take part in solving a tracking story.
You should carry out this activity in conjunction with a candidate who is completing
the observation theme at First Class Level, who would set up the wide game and
the tracking story.

10a. Demonstrate the progression of stalking.
You are required to demonstrate the progression of stalking, showing each position and
explaining when it is used.
You could be evaluated during a wide game or some stalking exercise.
The positions are as follows:
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Cautious approach: Walking calmly and quietly, arms folded or in the pockets,
keeping off the skyline and making full use of natural cover. Use this method when
you are far from your quarry and there is plenty of cover.
Upright Crouch: Hands on knees, knees slightly
bent, feet pointed straight forward, feet lifted cleanly
and set down evenly, body poised. This is used
when moving through shoulder-high bush. Move
from one piece of cover to the next, avoiding dead
twigs that may snap as you step on them.
Feline crawl: On hands and knees, exploring the
position with the hand
before bringing up the
knee to the same position
where the hand was.
Move slowly always
keeping your eyes on your
objective.
Flat Feline crawl: Lie
flat and bring up the
knees sideways.
Keep the heels
down. This is used
where the cover is
sparse.

Seal crawl: Lie flat, head
and back down, feet splayed, as for flat feline
crawl, but lever body forwards with the forearms
only. Make use of natural noises (wind in trees,
etc.) to cover sounds of approach. Used where
there is no cover.

Upright
Crouch

Feline
Crawl



Flat Feline
Crawl

Seal Crawl

10b. Camouflage yourself and take part in a stalking wide game.
You will be told in advance of the activity so that you can prepare by gathering props or
making a camouflage suit. Hessian or natural materials may be used and your face could
be striped or blackened to break the contours. Time will be given to go over the stalking
attitudes before the game starts.
The game could take the form of two teams each stalking the other team’s flag, or
each Patrol stalking to a point with the Scouters as observers who eliminate those
that they can identify.
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Patience! That’s the secret. You will practise these skills as part of a game – but
you are learning how to do it ‘for real’. Few of you will need to creep past another
human being undetected (except in a game), but all of us would like to be able
to approach close enough to birds and wild animals to observe them properly
(perhaps to take photographs).

Camouflage
“You walked right past me and never
saw me!” There’s a proud boast. But
your dog would have known you were
there. How? Because what you can see
is only part of the game. Here are the
first three S’s: Sight – Sound – Smell.
Most animals are experts at camou
flage. The leopard’s spots, the zebra’s
stripes, the chameleon’s changes are
all intended to blend in with the back
ground. That’s what you have to do:
first study the countryside you are
trying to hide in. It’s no good sticking
leaves all over yourself if you’re on a
grassy plain!
Sight – Choose clothes that blend in
with the general colours (dull green,
brown or khaki). Perhaps make your
A Simple Homemade
self a loose robe of hessian (sacking)
Stalking Suit
so you can fasten bits of vegetation on
to it. Cover your shoulders and back,
and don’t forget your legs. Don’t decorate your stomach – it’ll only get in the way
when you crawl. A headband can carry leafy twigs to disguise
the shape of your head. Don’t try to look like a Red Indian! And
no camouflage is of any use if it falls off as you go through
the bushes. Dark-skinned faces do not need camouflaging
as much as pale skins. For body paint, you’ll have to
stripe yourself (arms and legs too) with dark lines about
two fingers wide. Diagonal stripes are better than
spots. Choose dark colours that fit with
the scenery: powder paint is good, but
so is the local mud! At night it’s better
to blacken your whole face. Cork ash is
good for blacking, especially when mixed
with Vaseline.

Find the man hidden in the open
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Sound – You can make noises that will give you away. Fix a code of signals with
your mates so you don’t have to call out. Try not to cough or sneeze! Watch where
you are going to move next – each step. Move dead twigs and piles of leaves
aside, anything that might crack or rustle. Remember: you’re not in a hurry. And
remember too that at night, sounds will give you away even quicker than sight.
Smell –You can smell such scents as perfume, toothpaste, body sweat (and
deodorant!). Animals have a far more acute sense of smell than humans. They can
pick up human scent from very far away. So when stalking wild life, you must stay
‘down wind’ of your quarry – make sure the wind is blowing in your face, from the
creature towards you.

Movement
Now you’re ready to
go into action, and
there are three more
S’s to think about:
Silhouette – Shadow
– Secrecy.



Plan each stage of
your journey before
you move, and these
three points will help
you stay unseen.
Silhouette – If you are on a
crest of ground with sky or
sunlight behind you, then your
figure will stand out as a dark
shape. Choose your route, along
valleys rather than skylines,
peer round the bottom of trees
and rocks, not over the top!
Shadow – Face paint creates artificial
shadows: in broken shade this can be
close to invisible. Take advantage of
this. Always hide on the shady side of
a bush, rock or tree. Remember that
you cast a shadow too: don’t let that
give you away. At night, moonlight
casts shadows as well. You can stay
quite unseen in shadow, even if it is in
full view of your quarry.
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Secrecy – Stay out of sight as much as, you can: that’s obvious! However well
camouflaged you are, you can be spotted when you move. Even the smallest
movement can be seen from quite far away. Never run across
open ground thinking you are
too far away to be seen.
Move very slowly,
freezing when you
feel the animal or
human might be
looking your
way. Always,
patience!

10c.

Take part in solving a tracking story.

This activity evaluates your observation and powers of deduction and you should be introduced
through the Troop programme starting with simple stories and building up to scenes involving 2
or 3 people and even an animal. The final scenario could include actions such as limping, using
a walking stick, carrying a load, walking backwards, running, sitting down, etc.
You should start by identifying the characters in the story. What kind of animal is
involved? Are the humans male or female? What type of footwear, if any, are they
wearing? Also to be noted is the speed and direction they were moving. Once all
the facts have been gathered you should retreat and put the story together then
return and make sure it fits the signs on the ground.
You must know the basic rules of tracking before you try to decipher a story.
1.

Look towards the sun first to
see the shadows of the spoor.

2.

Move around the area to see
from all angles but never
cross it.

3.

Study the spoor carefully and
make notes.

4.

Try to think like the people or
animals making the spoor.

5.

Don’t look only at the spoor,
but also for broken twigs, items
dropped, wet patches etc.

Look sharply and intently. Look carefully and patiently. Take time to think.
Form a picture of the situation in your mind. Study the tracks. Remember the
four “Ps” of stalking. Patience, Practice, Position, Poise.
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BACKWOODSMAN
11. Cook a simple but balanced supper, backwoods style, on an
open fire without the use of utensils or foil. Explain how balance
has been achieved in the nutritional value of the ingredients.
12. Visit a waterhole, beach or place where spoor or footprints are
evident and:
a. Make negative and positive castings of a variety of
impressions;
b. Develop a bird or animal list from the spoor prints;
c. Interpret any human imprints as well;
d. Tell the story of what is happening in this area from these
prints.


11. Cook a simple but balanced supper, backwoods style, on an
open fire without the use of utensils or foil. Explain how balance
has been achieved in the nutritional value of the ingredients.
This is the first time in your advancement that you have to cook for your patrol without
any utensils for cooking or eating. The only implement you will be allowed is a pocketknife:
check that it is sharp. You should see this as an adventure, and the ideal time to carry out
this activity would be at a backwoods camp run by Scouts advancing to their Explorer level.

Backwoods cooking
This meal should consist of at
least meat, potatoes and
two other vegetables. A
damper or twist should
also be made to learn the
basics of bread making.
A pudding such as
chocolate banana could
be added to round off the
meal. The meal should be
cooked over coals, never over
flame. You should serve it on a
plate made from natural material
Cooking Backwoods Style
with roughly carved eating utensils.
You tried out some unusual cooking as
part of your Pathfinder Badge, but that was only for one person. It might be an
idea to check back on that for a start and think of adapting.
ADVENTURER
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How about:
–

A trench or hunter’s fire, with rows of kabobs (kebabs) cooking?
Perhaps go one better and make them sosaties, having soaked them
overnight in your special secret sauce (called a
‘marinade’)?

–

Potatoes cooked in their jackets, and then
filled with your super invented filling of ...

–

Ever tried a spatchcocked chicken?
The poor bird is split open (when
dead) and held that way with
wooden skewers, rather like a
butterfly, while you grill it over coals.
(It takes longer than you might think.)

–

Slow-grilled spatchcocked chicken

To get some variety you could cook an egg in a potato or onion. Cook minced
meat and peas inside a squash or brinjal. Make a kebab by threading meat,
vegetables and fruit on to a stick and grill it over the coals. Soak a mealie in
water for half an hour, after opening the husk and removing the silk, then close
the husk and cook in hot coals till soft.

To make the perfect twist, mix 250 grams of flour with a tablespoon of sugar, ½
a teaspoon of salt and a teaspoon of baking powder. Add water till the mix holds
together, but does not stick to the hands. Roll in to a sausage about 1cm in
diameter press flat to ½ cm thick and wrap on to a 3 cm diameter stick leaving ½
cm spaces between the coils. Place high above the coals and cook slowly turning
every few minutes. Once cooked, remove from the stick and run butter and jam
down the centre.
If you do not have chocolate for a chocolate banana, then split a banana along its
length, add sugar to the groove and close. Put in the coals till the skin turns black
then open up and eat hot straight out of the skin.
You may also wish to cook a fish, which should be cleaned and folded open and
cooked over the coals on a green stick broiler, made by bending a forked stick into
a circle and weaving a few sticks across it. A fish can also be closed around a stick
and cooked vertically next to a flaming fire but it must be rotated often.
You should know the need for a balanced diet and be able to explain what it should
contain to be balanced. For example, you should know that potatoes contain
carbohydrates, which are required to provide energy. Your choice of ingredients
could be discussed with the evaluator while the meal is being cooked and eaten,
rather than as a separate discussion.
Before the wild ideas start flying (or frying), let’s just check on the task in hand:
–
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It’s going to be food for your patrol, so there’s got to be enough for all. That also
means that they jolly well help! You’re going to be Head Chef, but if they want a

good meal, they must be part of the team that creates it, as well as eats it.
–

The cooking method is going to be experimental. Sure, a gas stove at camp is
a wonderful stand-by, but this time you’re going to surprise them with a way of
cooking they may not have tasted before.

–

Quietly, why not let them learn a bit more about sensible eating while they are
helping you cook and eat? That way the standard of cooking in your Patrol
improves, and you may all even take some wiser ideas home as well.

Preparation
Where you are going to cook will affect what meal you can choose. It could be
disaster if you aim for a meal requiring hours of slow grilling over hot coals, only
to find that the only wood available at camp is pine – which burns fast, brightly,
spitting sparks, giving a scent to the food, and leaving very few coals at all. You
might need to ask your Scouter to supply some charcoal.
That piece of thinking should help you decide what you are going to cook. –
Something that’s going to raise a few eyebrows. So now you can decide on what
the menu will be. It should be a ‘balanced’ meal. Don’t forget to list those little extra
things, which make such a difference like good old salt and pepper. While you’re
in the planning mood, how about the presentation? Why not a touch of style like a
fancy menu card? (Call the mashed potatoes “Pommes de terre a la maison” and
they’ll all be most impressed!)



Balanced diet
All kinds of foods should be included in the camp menus, as with variety it is
unlikely that any of the essential substances will be missed. Camp menus should
be well balanced and should include each of the four food groups given below.

Food Group

Foodstuffs

Functions of Food

Proteins

Lean meat, fish, poultry, offal, game cheese,
white of eggs, peas, beans, lentils, oatmeal,
whole meal, nuts

Necessary to promote all growth and to repair
the natural waste of the body tissues

Carbohydrates

Sugar, starch, such as rice, flour and corn flour,
potatoes, pasta, oatmeal, rice, sago and
haricot beans

Necessary for the production of heat and energy,
and power to carry on the work of the body

Fats

Milk, cream, butter, lard, margarine, fatty meat
or bacon

Necessary for the production of heat

Vitamins &
Fresh fruits and vegetables, yolk of egg milk
Mineral Salts e.g. and water, sardines, kidneys, liver, cheese
Calcium, iron,
and potassium

Necessary for the formation of bones and teeth,
to aid digestion and purify the blood
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A few points to remember:
Foods, which are in season, should be used, as they are cheaper.
•
In cold weather the requirements for heat
heat and
and energy
energy are
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increased, with
withthe
the
•
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so
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(1)

(2)

(4)

(3)

(5)

(7)

Positive and Negative Plaster Casts


(6)
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12c. You
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HIKING
13. Select and explain your choice of personal equipment required
for an overnight hike and show how to pack it.
14. Act as the second in charge on a Patrol hike of not less
than 15 km including taking effective responsibility for
those duties delegated to you by the Scout leading the hike,
including item 1 above. Half of the distance may be done on
water. Write a report on the hike in log format at least two
pages long.
13. Select and explain your choice of personal equipment required
for an overnight hike and show how to pack it.
You are required to lay out the equipment you would take on an overnight hike (e.g. eating
kit, sleeping kit, washing kit, clothes and emergency/survival kit) and justify the choice of
equipment by explaining to the Patrol or the Troop the reason for taking each item and how
it is used. You must also demonstrate the packing of the equipment into a rucksack following
all the rules of packing e.g. items to be used first near the top, no hard objects against the
back, heavy items high and close to the body, easy access to torch, rain gear and emergency
items. All items protected from the weather and nothing swinging outside the pack. You will
use this kit for the hike in section 14.
Your first step is to refer back to the “Camping” and “Hiking” section of the
Pathfinder level to refresh you memory on the equipment needs and the
packing of your rucksack. Remember personal kit is what you need not what you
might find useful. It all has to be carried. Do not go short but leave out the “nice to
haves” Keep the things that will provide warmth, water, shelter, food & direction.
A few things that you need to find out before overnight hike are:
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•

Shelter: Will the patrol be taking a hike tent or do you need to pack a plastic
sheet to make a shelter?

•

Cooking: What is the menu? Do you need to take cooking utensils? Do you
need a stove? Could you cook in your aluminium mug?

•

Ablutions: Do you need a trowel or will the patrol have a small trenching tool
to dig “cat holes”?

•

First aid: What will be in the main first aid kit? Do you need a comprehensive
personal kit or just the basics and personal medication?



Pocket First Aid Kit
A hike kit should be kept as light as possible without leaving out any important item.
Here are some ideas to help you in choosing your kit:
• Take a light sleeping bag and if you like an inner sheet bag which has little
weight but will make you a bit warmer and keep the inside of your sleeping bag
clean.
• Take an aluminium or plastic plate and mug. Avoid the heavier enamel or
stainless steel types.
• Take a small towel and cut your soap in half or take a small tube of shaving
soap, which can be carried without getting other items soapy.
• Sleep in your spare clothes or tracksuit to save taking pyjamas.
• Take light plastic rain gear that can double up as a groundsheet or take a light
piece of plastic shower curtain to sleep on.
• Take a good reliable torch but do not take one of these heavy giant torches.
• In chilly weather or if you are hiking in the mountains never cut down on warm
clothing just to reduce weight. That jersey or anorak may save someone’s life,
even your own.
Survival is a serious business. It means staying alive. Read the newspapers,
and you will see it is not just theory, but reality. However carefully a trip has been
planned, taking all precautions, something can still go wrong – and you and your
fellow Scouts are in danger. Our motto, “Be Prepared”, can mean the difference
between life and death.
Man’s basic needs are water, food, shelter and warmth. Your survival kit should
provide those needs until you are rescued. It is also important to know how to
make contact with (and communicate with) your rescuers, and how to use the
survival techniques to sustain you until help arrives.
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Your survival kit

Essential items at all times:

140

•

Full 1 litre water bottle.

•

A good knife, a whistle, a small magnetic compass, a sheet of transparent
plastic at least 1 metre square.

•

A source of fire (waterproof matches, lighter, etc.).

•

Water purifying tablets (e.g. Chlorflac) 3 m of thin, high tensile steel wire, such
as is used for leaders when fishing), Fishing line, small hooks and sinkers,
Solid fuel tablets, Signalling mirror (steel, with hole in the middle), ‘Space
blanket’ or ‘Emergency blanket,’ flexible ‘wire’ saw, paper and pencil stub,
energy bars, 1 dehydrated hiking meal, ProNutro, barley sugar sweets, biltong
etc. (all food must still be edible after 6 months).

•

All the above, except for the knife and water bottle, must be sealed in a
waterproof pouch or container and must not weigh more than 500 grams.

A pocket first aid kit should contain at least: a small tube of antiseptic, small crepe
bandage, butterfly sutures, plasters, aspirin, needle, 3 safety pins, razor blade, 4
anti-diarrhoea tablets, matches, coin or card for phoning and a small card with your
details. If you have any allergies to stings or bites of insects then include a few antihistamine tablets in your pocket kit.
This kit should be stored in a waterproof container (e.g. a small plastic bag) and
carried in your pocket at all times in case you get parted from your kit.

14. Act as the second in charge on a Patrol hike of not less than
15 km including taking effective responsibility for those duties
delegated to you by the Scout leading the hike, including item 1
above. Half of the distance may be done on water. Write a report
on the hike in log format at least two pages long.


This hike should be the final activity you tackle for your Adventurer Badge before the
Personal Growth Agreement discussion. Once again you’re going to be part of a group of
Scouts (preferably your Patrol) going out on an expedition lasting about ten hours, over about
15 km. But this time you will play a part in planning and help to lead the hike.
The first thing is to refresh your memory on the contents of section 1 (Mapping) of
this advancement level and use that information to plan the route for this hike.
You are required to assist in the route planning and describe to your Patrol Leader
the terrain the party will be crossing either by reading off a 1:50,000 map or by
drawing a map to approximately the same scale, showing contours, obstacles,
sources of water, emergency escape routes and possible night stops. This map
should have sufficient detail of paths, landmarks, etc. to enable the party to follow
the route.
Planning
A Scout hike is not just a walk. It is a walk with a purpose. Decide with your Patrol
Leader what sorts of expedition you all want. (Exploring a particular area? Studying
wildlife? Historical?)
•
•
•
•
•
•

Where you are going? (Any transport difficulties? Permission needed?)
Rough programme and timing, probably from a map.
From this, the equipment you need – and suitable clothing.
Safety precautions. (All details discussed with your Scouter or Patrol Leader,
and given in writing to all parents concerned.)
Take a First Aid kit. (Check contents well in advance.)
Check the weather report. (Cancel or postpone if bad weather is predicted.)
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The hike can be all on foot, if you choose. Or you can carry out half in a small boat,
in which case you’ll obviously cover more than 15 km in the day. It needs a bit of
thought, though. Suppose you want to do the second half by boat – how do the
boats get to where you want them? Are you really going to sail or canoe with your
full rucksack on your back? Plan ahead carefully. In other words, “Be Prepared”!

Planning
Ideas:
RIVER BED HIKE. Rock-hopping between pools or along a dry riverbed. Ask local
advice about danger of flash floods.
COMPASS HIKE. Cross open veld on a compass bearing, keeping as straight as
possible. Check in advance on any dangerous waterways.
BIRD-SPOTTING HIKE. With suitably interested companions, carrying binoculars if
possible, looking for birds, nests, feathers, and droppings.
HISTORICAL HIKE. Follow a pioneer trail, or explore a battlefield, or research a
wreck. There’s history all round you waiting to be discovered.
These ideas – and many others – are explained in more detail in Vic Clapham’s
Veld Lore Scrapbook No. 2, Hiking.
You will also have to work out a timing plan using “Tranter’s Variation” as per the
chart in section 1. Do not forget to allow for tea and meal breaks and allow an extra
hour for rest breaks. You may also be asked to assist with organising transport or
permits or be involved in menu planning etc.
During the hike, as the second in charge, you must take part in the decisionmaking, assist with the navigation and leading of the party. It will be your duty to
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see that the party stays together and get breaks when they are tired.
Should you choose to carry out part of the hike on water you must play a part in
navigating, steering, propelling or some other function while on board. (A holder of
a Water Charge Certificate must be present in this case).
You will have to submit a short log in the format of the First Class logbook to gain
experience in log writing. This log should be at least two to three pages in length
but no strip map is required. Keep the leg distances less than 900m long. The 24
hour clock should be used and bearings should be magnetic.

Sample log page
LOG OF COBRA PATROL HIKE FROM ALPHA TO OMEGA ON 5TH JUNE 2003
Time

Magnetic
Bearing

Leg
Details of the Hike
Distance 		

Total
Distance

07h00
320o
0
			
			

After an hours drive we arrived at Alpha and
started to hike through thick bush towards the
first beacon, which we can see in the distance.

0

07h20
230o
420m
			
			
			

Arrived at the beacon after crossing a difficult
section of loose rock not shown on the map.
John has hurt his ankle and our PL has
strapped it up so he can continue.

.42km

07h55
275o
800m
			
			
			
			

The path up this section is very steep with
proteas on both sides which block the route in
some places. We saw a weaver bird building his
nest in a willow tree overhanging a stream next
to the path.

1.22km

08h20
5o
680m
			
			
			
			

The path has opened out and we are walking
between reeds. Our speed has increased and we
are making up the time we lost on the difficult
section. The patrol is keen to get to our next
stop where we will have tea.

1.9km



When you get home, you should visit a library and dip into some reference books
to find the right names for those plants, insects or birds you saw along the way. You
could even add a page on the flora and fauna you saw to add interest to the log.
The Troop Scouter will discuss the planning and implementation of the hike and the
content of your log, and will advise you how you can improve techniques before
you plan and carry out your First Class hike.
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PERSONAL AND INTERPERSONAL DEVELOPMENT
15. In a skit with another Scout or Scouts, demonstrate the effects
of peer pressure. Using the Scout Law as your guide, bring out
a lesson on peer pressure that will be of benefit to the Scouts in
your troop.
16. Hold a discussion with your Scouter about the dangers of AIDS
and other sexually transmitted diseases and the importance of
chastity. (Once you have completed this activity you may wear
an AIDS awareness badge on your uniform)
17. Research a local, national or world leader and, in the form of a
five-minute yarn to your Patrol, describe how their leadership
improved their community.
18. Find out from your Patrol Leader the functions of the C.O.H.
and explain them briefly to your Troop Scouter.
19. Take part in a community service project, assist other Scouts
to complete their service projects or continue a service project
started by another Scout.
20. Complete a Personal Growth Agreement with your Troop
Scouter as the final requirement for this level.
15. In a skit with another Scout or Scouts, demonstrate the effects
of peer pressure. Using the Scout Law as your guide, bring out
a lesson on peer pressure that will be of benefit to the Scouts in
your troop.
You should show that you understand the meaning of peer pressure and how it could change
your decision on what you should do. Your skit should be based on one of the Scout Laws and
illustrate to the Troop the possible result of bowing to peer pressure. You could carry out this
activity during a Troop meeting or campfire and will be evaluated by your Troop Scouter who
will discuss the skit with you before and sum up afterwards if necessary. All Scouts taking
an active part in this skit will be credited with this activity.
First choose the scouts who are going to assist you with the skit. Discuss your
topic with them and write your script then get them to assist you to improve the skit.
Practice it a few times till everyone knows their part. Discuss it with your TS. When
you present your skit remember to introduce it properly to your audience, then act it
out bringing home the moral of the story.
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16. Hold a discussion with your Scouter about the dangers of AIDS
and other sexually transmitted diseases and the importance of
chastity. (Once you have completed this activity you may wear
an AIDS awareness badge on your uniform.)
This activity should help you to understand the dangers of AIDS and the
importance of chastity and living the Scout Law & Promise. You could have
this discussion with your Scouter alone or as a member of a group of
Scouts carrying out this activity. It could be carried out at your Troop
meeting place or at a Troop camp or other suitable gathering.
Your Troop Scouter will give you a copy of the ‘Scout AIDS
pamphlet’ before the discussion and you should read it and then ask
your Scouter or Patrol Leader to explain things you do not understand. You should
make up a pocket-sized card with all the Help Line telephone numbers.



Your Scouter will evaluate the discussion to see that you understand the facts and
how they relate to the Scout Law. A week later the group will be called together
again and you will be asked questions to see that you are familiar with the contents
of the pamphlet and understand its implications.
The discussion with your Scouter will cover how AIDS can be contracted and how
you can be protected from the disease by abstinence from sex, and injected drugs
and by adhering to safe practices. You should understand
that HIV/AIDS is incurable and
lethal. The discussion
will also cover other
sexual diseases that
could be contracted
from unsafe sex and
ways to care for a
friend who is infected.
Below is a table
showing activities that
Dangers Of AIDS
can or can’t give you
AIDS.
You CANNOT get HIV/AIDS from:
Being with or close to someone with AIDS.
Sharing cups, mugs, spoons or forks.
Swimming in swimming pools.
Wearing second-hand clothes.
Kissing or hugging. Donating Blood.
Tears or saliva. Toilet Seats. Insects.

AIDS Helpline 0800012322		

You CAN get HIV/AIDS from:
Sharing a needle for intravenous drug use with an
HIV-infected person.
Having sex with an infected person.
Infected blood entering your body through broken skin e.g.
while giving first aid treatment to a casualty.
Infected mother to her baby.

Childline 0800055555
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17. Research a local, national or world leader and, in the form of a
five-minute yarn to your Patrol, describe how their leadership
improved their community.
This activity should help your confidence and public speaking ability as well as make you
more aware of the effect good leaders can have on the people around them. This yarn should
be handled in a similar way and at a similar venue to the discussion group above, but your
Patrol Leader will evaluate the effort you have put into the research and into delivering the
yarn. The yarn should cover a description of the leader, what he or she did, and how that
affected and influenced the people around them.
There have been many great leaders in South Africa and around the world and
you need to look for one that had a great effect on those around them. It may be a
community leader who improved the life of those living in the area, or a leader who
changed the lives of a group of people with whom he was associated. You could
look wider and choose a national or world leader who influenced the path of history
by using his or her leadership skills to the benefit of others.
Once you have chosen a leader you need to visit your public or school library and
read about their achievements. You could also discuss the topic with your parents
or teacher and even get some information from a textbook.
When you have all the facts you should make short notes on the key points of the
leadership and its effects and influence. The final step is to give this information to
your patrol in the form of a yarn, with time at the end for the patrol members to ask
questions.

Just like St. George of old, the Scouts of today fight against everything evil and unclean –
B-P.
146

18. Find out from your Patrol Leader the functions of the C.O.H.
18. Find out from your Patrol Leader the functions of the C.O.H. and
and explain them briefly to your Troop Scouter.
explain them briefly to your Troop Scouter.
Your Patrol Leader will explain the various facets of the Court of Honour (COH), such as how
            
the Chairman and Scribe are elected and what they must do. He will also explain how the
     
decisions are made, how the democratic process is used to decide future Troop activities, how
              
it guards the honour of the Troop, and how its discussions are confidential. A week later you
        
will be required to explain to the Troop Scouter what you have learnt about the COH and the
    
democratic process.
    
Remember, the Court of Honour is the meeting of the Patrol Leaders to discuss
Remember, the Court of Honour is the meeting of the Patrol Leaders to discuss
what has been happening in the Troop and to plan for the future. One Patrol
what has been happening in the Troop and to plan for the future. One Patrol Leader,
Leader, elected by the others as Chairman for six months, controls the Court of
elected by the others as Chairman for six months, controls the Court of Honour
Honour meetings in making these important decisions. The Troop Scouter is only
meetings in making these important decisions. The Troop Scouter is only an
an advisor to the Court of Honour and does not have a vote.
advisor to the Court of Honour and does not have a vote.
The scribe, who is also elected by the other Patrol Leaders, makes out an agenda
The scribe, who is also elected by the other Patrol Leaders, makes out an agenda
and writes the minutes for each meeting. Various matters are discussed and a vote
and writes the minutes for each meeting. Various matters are discussed and a vote
is taken to decide what the majority wants, and this is binding on all the members
is taken to decide what the majority wants, and this is binding on all the members of
of the Court of Honour.
the Court of Honour.
Before a COH meeting a Patrol Leader should hold a “Patrol in Council” with his or
Before a COH meeting a Patrol Leader should hold a “Patrol in Council” with his or
her Patrol, which decides its wants and needs. Each Patrol Leader then represent
her Patrol, which decides its wants and needs. Each Patrol Leader then represent
their Patrol at the COH, and votes for the things the patrol members want to do.
their Patrol at the COH, and votes for the things the patrol members want to do.
This whole democratic process is similar to the way our country is run by the
This whole democratic process is similar to the way our country is run by the
politicians.
politicians.



Court of Honour run by Chairperson –

Troop Scouter in Background
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19. Take part in a community service project, assist other Scouts
to complete their service projects or continue a service project
started by another Scout.
At this level you are only required to assist with the project but at First Class & Springbok
level you will have to identify a need in your community and lead a team to meet that
need. You could join an organisation, which serves the community such as St Johns or a soup
kitchen, and carry out your service with them or assist another Scout to complete his/her
First Class or Springbok Project. The key issue is that you carry out at least eight hours of
service to the environment or to those less fortunate than yourself.
Organisations such as the Red Cross, John’s Ambulance Brigade or
Noodhulpliga provide first-hand experience of medical care, and the St Giles
Association helps the physically disabled. The Civil Defence looks at practical
ways of helping in emergency situations. There is a vast difference between
learning the theory of First Aid at a Troop meeting and actually helping to treat
injuries etc. in a real-life situation. The theory, and practising the techniques
with other Scouts, should make you ready and able to do the right things in
a real emergency. As already indicated, the community service outlined in
the requirements represents only a starting point. Whether you work with a
firefighting team, in a hospital, an animal welfare clinic any other organisation,
you will be serving the needs of your own local community. In some way or other,
you will be helping the people in your area to a safer, happier life.
Once you have decided on the service you will give, you must put a plan together
to achieve your objective. Some of the things to bear in mind are:
General: Is this a real need, will it be safe for me to carry out this service?
Resources: Who will help, what equipment will I need, what will the cost be?
Permissions: What permissions do I need, who should I approach?
Recipients: Do the recipients understand what I see as the outcome?
Time frame: How long will it take, how long should
each session be?
Transport: How will I get there, will there be
transport costs?
Once the service has been completed you
are required to have a discussion with
your Troop Scouter on what you did,
what effect it had on the community and
what you learnt from the service.
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20. Complete a Personal Growth Agreement with your Troop
Scouter.
This Personal Growth Agreement (PGA) is the final requirement for this level. It will take
the same form as for the Pathfinder, and will include a discussion of whether the objectives
set at Pathfinder level were met and if not, what you perceive as the reason for this. The
objectives set at this level should include a few outside the advancement system as well e.g.
home, school or sport achievements.
Once again, you will have a Personal Growth Agreement discussion with your
Troop Scouter at the end of the Adventurer level. This discussion will review your
progress through the badge, your achievements in Scouting and in your outside
life, and any problems you may be experiencing. This is a unique opportunity to
discuss any personal problems you may have, in confidence with your Scouter.
Remember that he has a wealth of experience in working with boys of your age,
and is sure to be able to help you to find a way of sorting out any problems. You
can always count on him giving you the best advice.



This Personal Growth Agreement discussion will focus on how you are developing
as a person. Prepare yourself beforehand by thinking over:
–

Do I live up to the Promise and Law in everything I do, whether at Scouts, at
home, at school, on the sports field, or just walking in the street?

–

Am I sincere in fulfilling my religious observances?

–

Am I an active member of my Patrol, and doing my fair share towards the
Patrol’s successes?

–

Do I listen to my Patrol Leader, and how do I get on with the other members of
my Patrol?

–

Do I take part in Patrol and Troop activities whenever I can?

–

Have I developed healthy habits to keep myself fit, both physically and
mentally?

–

Do I remember to thank my Patrol Leader or Troop Scouter after a particularly
enjoyable meeting or outing? A quick note, perhaps, or a phone call is always
greatly appreciated.

–

Am I beginning to appreciate that I am a member of a worldwide organisation?

ADVENTURER
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Growth Agreement
Agreement
Personal Growth
Thank my P/L or
S/M
good
S/M for a good
meeting or outing
outing

Live up to the
Promise

DO I...
Keep
Mentally
Keep myself Mentally
and Physically Fit

Observe My Religious
Observe
Religious
Requirements

Take Part in Troop and
Patrol Activities

Listen to my P/L

Take an Active Part
in my Patrol

After you have finished
finished chatting
chatting over
over points
pointslike
likethose,
those,you
youwill
willwant
wanttototalk
talkabout
aboutthe
requirements
for the
FirstFirst
Class
level.
Once
again
you you
will set
dates
as as
the
requirements
for the
Class
level.
Once
again
will yourself
set yourself
dates
goals, and look at the choices offered
offered in
in the
the badge
badge work.
work. You
You can
canalso
alsomention
mentionany
any
Interest Badges that you are ready to
to tackle,
tackle, and
and work
work out
out suitable
suitable occasions
occasionswhen
when
to learn and pass these. Your Scouter will suggest any Area or District courses that
you should apply to
to attend.
attend.
Well done! Now that you have completed
completed the requirements to become an
Adventurer Scout, the experience
experience and
and knowledge
knowledgeyou
youhave
haveacquired
acquiredwill
willhelp
helpyou
youto
to
even
more
useful
in your
Patrol.
Now
know
all the
basic
skills,
bebe
even
more
useful
in your
Patrol.
Now
thatthat
youyou
know
all the
basic
skills,
youyou
can
can
an imporpart
tant part
all your
Patrol
activities,
assisting
Leader
play play
an important
in allinyour
Patrol
activities,
assisting
your your
PatrolPatrol
Leader
wherever possible.
The First Class level that lies ahead
ahead will
will mean
mean aa sharpening
sharpening up
up of
ofall
allyour
yourScouting
Scouting
skills. This will prepare you to
to take
take on
on aaleadership
leadershiprole
roleininthe
thePatrol.
Patrol.You
Youwill
willbe
bewell
qualified
to train
younger
Scouts
and pass
your your
knowledge
on toon
them.
This is
theis
well
qualified
to train
younger
Scouts
and pass
knowledge
to them.
This
Scout
brotherhood
really
at itsatbest.
Make
suresure
you are
ʻwith‘with
itʼ! it’!
the
Scout
brotherhood
really
its best.
Make
you really
are really
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