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MAP READING
1.

Plan and run an orienteering exercise for the Troop of not less
than two hours and 20 Control points.

You have now reached the point where you should be able to use your mapping skills to plan
and run an orienteering exercise which will let the younger scouts test their mapping skills
while at the same time having fun in the open.
You are required to choose a suitable area plot the positions of all the controls and lead a team
in putting out the controls and running the activity. This could be while you are at Troop Camp
or you could get permission to use a piece of public land, land on a farm or in a reserve.
Once you have decided to carry out this activity, discuss your plans with your Scouter and the
Court of Honour so that it can be included in the programme.
Orienteering is the rather cumbersome name for the sport of competitive wayfinding, usually, but not always, carried out across country on foot, that puts
compass and mapping skills into practice in a fun way.
The best way to understand a map is to go out and use it, in the company of a
Scout who understands maps – perhaps your PL. Most of the signs on the map
make good sense, once you realise that the map is looking ‘straight down’ on the
countryside, while your view is from ground level. So you see the sideways shape
of a hill, while the map sees it from above.
All the types of orienteering described below may be carried out on bicycles, in
canoes or on horseback. To get the parents involved, the candidate could set up a
street orienteering event over a very large area and once the teams have plotted
the points, parents could take them by car to the various controls.
You must plan, set up, run and control the event, but may use volunteers to assist
with the setting out of the controls, timekeeping and marking the results.
There are various types of orienteering such as line, score (point) cross-country,
relay and plotting. These can be played in daylight or at night.
Plotting orienteering is the most popular with Scouts as it uses the largest range
of mapping and compass skills. A map with no controls marked and a sheet with
the directions and distances to the controls are given to each team. They have to
plot the position of the controls on the map before they can look for them. The map
is then cut up and each pair in the team is given a section to find.
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CAMPING
2.

Have camped away from the Scout meeting place at least 20
nights as a Scout.

3.

Explain the importance of conserving wood resources and
build two of the following:
a. Hay box or wonder box
b. Reflector oven
c. Solar box
d. Conservation wood stove.

2.

Have camped away from the Scout meeting place at least 20
nights as a Scout.

Once again these nights are cumulative and should be achieved in the normal course of the
programme.
By this stage you should be taking a leading part in all aspects at camp and should
be making important decisions and living with the consequences of those decisions
to prepare yourself for adulthood.

3.

Explain the importance of conserving wood resources and
build two of the following:
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a. Hay box or wonder box
b. Reflector oven
c. Solar box
d. Conservation wood stove.
You must understand the concept of sustainable resources and the effects of over
use and waste. During training you should cover a wider field than just wood fuel,
and include other fuels and consumable energy. Remember, at the end of the day
you have to demonstrate this conservation of energy by using the items you have
chosen to build from the list above. This means that you must construct two of the
items and use them to cook a balanced meal for your Patrol.
In case this may sound a bit like a science lesson, don’t worry! What you’re being
asked to do is to consider the use and misuse of various forms of energy that we
have available. Then see what you can do, at camp or at home, to use that energy
usefully.
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Power
The sources of energy or power most obviously available are: wind, water and
fire (in the form of the steam engine). Mankind has added the internal combustion
engine, using a petrol or diesel fuel; and many machines are run by electricity.
Most recently, we have tried harnessing solar energy and even nuclear energy.
The world is heading towards an energy crisis as sources of fuels (coal, wood,
petroleum and natural gas) become more expensive or just run out. If we – and
that includes you – could all learn to use the hidden sources of energy more
wisely, we – and that still includes you – could change the world.

Solar Energy
Ever thought of cooking without any fire? Use the sun. Solar energy (from the
sun) is already being harnessed to heat water and homes. Why not use it for your
home and your campsite?
Just to remind you, though: things that are cooked get HOT. Use a fork or tongs to
remove the cooked sausage. Wear sunglasses, in case the concentrated light from
the sun should reflect into your eyes. This could damage your eyesight badly.

A simple solar cooker
Long black
hosepipe
plug

Solar energy can also be
harnessed to provide constant
warm water at home or in camp.
For your solar water heater, half
an oil drum is painted black on the
outside (and scrubbed clean on the
inside) and a sheet of glass placed
on top. Black absorbs heat, glass
intensifies the sunlight and causes
evaporation.
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Solar
heated
shower

Tap
and showerhead are
below roof

Another camp idea is the hose-pipe shower, made very easily by filling
a length of piping (preferably black) with water and resting it on a high
platform facing the sun. When the water has warmed sufficiently, uncork
both ends and enjoy a pleasant shower (with a rose attachment to spray
the water?) from the lower end.

A metal outlet pipe could be soldered into the
side. If you do this, put it a little above halfway
up. If it’s lower, it will only give you colder
water; if it’s at the top, you won’t get much out.

Saving Fuel
You should have come across haybox
cooking already, but have you ever made
one? (And perhaps given it to a home where it
would be appreciated?)
There are commercially made versions (called
‘Wonder Box’), which use cushions filled with beads. But you can make one nearly
as efficient, and create fuel savings as high as 25%. Your insulating material can
be hay, newspapers, or felt and it needs to be underneath the cooking pot, all
round and on top, at least 10 cm thick in all directions.
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Haybox
Once the pot has been brought to the boil on a fire or stove, it can be transferred to
the hay box where it will retain its heat and go on simmering gently for hours. Ideal
for the long slow cooking required for porridge or stew. Set it up at night and the
family can have hot porridge as soon as they get up in the morning.
Your cast iron Dutch oven will also save you
endless wood-collecting trips. Light a good fire
(perhaps using charcoal) on a flat surface of steel
or cement, then place the Dutch oven above
the coals. Put some hot coals on the lid as well.
Regulate the cooking temperature by adding or
removing coals.
Have you tried a reflector oven, which is ideal for
baking biscuits or slow roasting a chicken? Use
small fire to prevent burning, as the foil reflector

Dutch Oven
EXPLORER
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generates most of the heat. On the left (below) is a very simple oven. (Give thought
to how you support the reflector, as wooden props or pegs could burn through.)
Below, right, is a far more efficient oven, which can be used over and over again. It
is made from thin aluminium or galvanised iron sheet.

Reflector Oven

To regulate temperature move reflector
closer or further away from the fire

Another energy/fuel saving idea is to build a conservation stove. Below are two
models. The first one is a portable type made from a large coffee or paint tin and
a 500 gram jam tin for the billy. It is great for making your tea or porridge when
camping over on a hike at an overnight stop that allows fires to be lit.
The second one is made from an old five-litre metal oil tin and can be used in camp
to cook simple meals. It can handle two pots or a large frying pan and saves a lot
of fuel due to the heat being concentrated under the pots. It also conserves the

Conservation Stove
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Hike Conservation Stove

veld as it is raised from the ground but remember, it gets very hot underneath and
must not be used over flammable ground.

Wind or Water Power
Wind power drives the pumps that you see across so much of southern Africa, but
they need angled blades for the ‘propeller’. No one expects you to make them of
steel, but layers of strong cardboard glued together can power a surprisingly effective
windmill instead. A simple mill like this could raise water from a river or well.
If you camp or live near swift-running water, then you could make a waterwheel
(from wood or light metal such as Meccano components). Challenge your Patrol to
find the best way of using such power. Strong drive bands can be cut from old inner
tubes. It will need a sturdy framework, well anchored – pioneering skills tested.
Waterwheels can still be seen in action in South Africa. On the Crafts Green at
Swellendam a waterwheel turns the heavy millstones to grind corn; at Keimoes,
near Upington, waterwheels lift water into irrigation ditches. In Syria, at Hama, are
huge wooden wheels as much as 8 metres high still used to lift water into irrigation
systems which date back to Roman times.

Ideas
•

Why waste torch batteries when a candle lantern is so much cheaper?

•

Why throw away washing-up water when you could filter it for re-use?

•

Why not design your own conservation stove, using an old oilcan?

•

Why not make a solar clock, like a sundial? That’s another way of using the ohso-useful sun, especially at camp.

•
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Why waste the artistic genius in your Patrol when he could be using the sun to
burn pictures or mottoes with a magnifying glass into slices of log? Sell them
for Patrol funds!

Ideas like these, and many more, can be found in 101 Thrifty Ideas for Energy
Conservation by Vic Clapham, available from your nearest Scout Shop.
Camp should be a place for experimenting. A rubbish heap can be a source of
wonderful apparatus and ideas. (A pair of tin-snips is useful for cutting up oilcans;
a pair of pliers for bending, twisting and holding metal or wire and hammer and
nails are sometimes needed to fix metalwork and wooden pioneering constructions
together.)
Sketch your best inventions, and send them in for publication in your troop or
another Scout magazine.
INTEREST BADGES RECOMMENDED Metal Worker, Model Engineer
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PIONEERING
4.   Explorer Incidents. Lead a Patrol in crossing at least five
outdoor obstacles, pre-determined by your Scouter, employing
pioneering skills in which you have to plan the method and
gather the necessary resources. At least one is to be a rescue
involving the use of First Aid.
Wouldn’t it be wonderful if accidents never happened? We all hope that. Unfortunately they
do happen and mostly as a result of carelessness. You’re in a hurry to get a meal ready
– you knock over the frying pan, the fat catches alight, and the kitchen is on fire. You’re
in a hurry to get home – you accept a lift from a stranger, you are taken away, perhaps
molested.
“Be Prepared” is the Scout Motto. If you are prepared, every accident may be prevented.
This activity will evaluate your planning, leadership, problem solving and decision-making
skills. The obstacles you will face will require a lot of pre-thought and decision-making. They
will vary from items that tax the mind to others that are physical in nature. Pioneering
skills will be required at most of the obstacles and at least one will involve a rescue requiring
First Aid and some physical effort. The obstacles could involve crossing a river, building a
simple tower to get to something high above the ground, repairing a wooden fence using
lashings or getting over an electrified fence.
The First Aid obstacle could involve a rescue from a car, water or cliff, treating someone
injured in the home or trapped under rubble.
You need to prepare yourself by revising your pioneering and First Aid skills.
You will also need to practice your leadership skills and brief your patrol on the
procedure to follow in an emergency situation. These should include items such as
the reason for not panicking and for standing still. Evaluate before jumping into a
situation that may make you or someone else an additional casualty. Some of the
important points are repeated below:
a. Do not panic as this only creates more panic and more people may get
hurt.
b. Assess the situation. Do not rush in to a dangerous situation and add to the
number of victims.
c. Make the area safe or remove the casualty to safety if there is further danger
in the position where they are lying.
d. Help (if you know how) to attend to breathing, bleeding (wear rubber gloves),
and shock by delegating to your patrol or bystanders jobs they can do and
handling the others yourself.
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e.
f.
g.

Send someone to call or telephone for help and ask them to report back to you
when they have completed the task.
Complete a secondary inspection of the casualty and treat any other injuries
found, but move the casualty as little as possible.
Monitor the casualties till you can hand them over to medical help. (During this
exercise your Scouter will advise you when he/she is happy you have done
enough and can stop.)

For more detail on handling an emergency refer to section 9 of the Pathfinder
level and the other First Aid and emergency sections, especially section 5 of First
Class for the treatment of the specific injuries. Refer also to the various sections on
pioneering.

Examples of Incidents
Below are a few examples of incidents you may meet:

Fire
Wherever it is, check first whether you and your mates can put it out and if it is safe
to do so! The quicker you jump into action, the more chance you have of putting
out the fire, but do not put yourself in danger. Always assess the situation first. Use
branches or brooms as beaters. Wear shoes, and cover your arms as protection
against flying sparks.
Not a great coolant - smothers good for electrical, fuel
and general fires

Water
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Dampened Beater
for Bush Fires

Fire
Triangle

Air

He
at

Coolant - good for most
non-electrical, or non-fuel fires

Switching off main
electrical supply
Greatly reduces risks
A coolant - good for
electric and fuel fires Affects Air to Combustion

Fuel

Remove any one of
these elements and the
fire will be extinguished

“Check First whether you
and your mates can put it
out and if it is safe to do so...”
EXPLORER
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Summon the fire brigade
When you phone the Fire Brigade, the person on duty will ask for your name and
address and your parents’ telephone number. Be prepared to give this information.
In a house: shut doors and windows to prevent draught, and to cut off the supply
of air to the flames. Check in each room for any injured or unconscious person.
Tie a wet handkerchief or your shirt (wet) over your mouth to act as a filter against
smoke and fumes. In thick smoke, keep flat on the floor as you investigate and
rescue anyone.
If a person’s clothing has caught fire (and nylon burns very easily) force them to lie
down and roll their body in a blanket or carpet or curtain to extinguish the flames.
In the veld: check the wind direction to see the likely path of the fire. Collect
beaters (properly clothed) in a line and beat upwind of the burning area to prevent
it spreading, using green branches or wet towels, etc. If a hose or water is
available, think first of what is not burning and might catch fire next, and soak that
first. Beware of burning trees, which can fall and trap you.

Bomb
Parcels left in waste bins or at prominent points
may contain bombs (or explosive devices). Do
not touch them. SUMMON THE POLICE or any
security guard in the area.
If there has been an explosion, check to see if
there is any First Aid which you can administer.
If not, provided help has been summoned, leave
the scene of the explosion. Don’t stand around
gaping and getting in the way. In any case,
there might be a deliberate second explosion.

Suspected Bomb - Summon
Police, or Security,
Evacuate Area

Flood
Do not try to do anything on your own. Flooding water has a greater power than
you can imagine. In shallow water, you may be able to help rescue objects of
value. Beware of people intent on looting. In deeper water, form a chain (gripping
wrist to wrist, not hand to hand, or else roped together) to help someone in trouble.
To cross a flooded or swollen river, work as a team. Anchor a rope to a tree or other
firm point near the bank. The Second wades/swims across with the rope looped
under his armpits, and fastens his end to a strong point on the other side of the
river. Subsequent team-members hitch themselves to the fixed line with a loop of
rope round them and the line.
The last person (usually the Patrol Leader) ties himself to the main rope and is
helped across by the others. You can practice this in a swimming pool.
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When floodwaters subside, beware of broken glass and hidden dangers under the
mud. The greatest danger is often that of infection, from broken sewage pipes and
drains. Boil any water used for drinking, cooking or washing for at least 5 minutes.
(If in doubt, use water purification tablets.)

Car/boat/air accident
Any vehicle with an engine presents an immediate danger of a petrol explosion.
Never use a water hose, as water only disperses petrol it does not put out the
flames. If petrol is leaking out, cover it with dry sand and make sure that no one is
smoking or lights a match.
Do not move any injured person if there is a possibility of an internal injury
(broken bones, damage to lung, stomach, heart, etc.). By moving them, you may
in increase the injury and the pain. Better to make the victim of a car accident as
comfortable as you can, and redirect the traffic round the scene of the accident.
If you see a boat, which appears to be in difficulties, or someone on a surfboard
or air mattress being carried out to sea, keep it in sight. Send someone else to
summon help – from a lifesaver if available.
In an aircraft, the cabin crew are highly trained in emergency procedures. If anything
appears to be going wrong, stay in your seat and await instructions. You should pay
careful attention, at the start of the flight, to the method of using oxygen masks.

Man overboard
Prevention is always better than cure. If you are a Scout, you will always be
wearing a life jacket in any form of boating activity. Never go boating alone. If
you are in a one-man canoe or surfboard, you will always make sure you are in
company with another craft.
If you see someone else fall over
board, give the signal at once –
“Man overboard!” – and find the
nearest lifeline or lifebuoy. A more
experienced hand than yours may
best throw it.
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Crawl into Dingy or Boat from the Stern

Capsized boat
Accidents in boats can happen very quickly. Obey immediately any orders given by
the person in charge of the craft. If the craft capsizes or starts to sink, never leave
it. It is much easier for a rescuer to spot a boat in the water than a person. In any
case, most craft are fitted with flotation devices to stop them sinking completely, so
you can hang on to them for safety.
You can often tow or paddle a capsized boat to a nearby bank or shore before you
try to right it.
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TITCH TO THE RESCUE
Titch was on his way home from his Scout meeting. He was walking, as his bike was in
pieces being cleaned and checked over in preparation for his Cyclist badge. A car drew
up beside him and a bearded man leaned out.
“I’m looking for Alvin Crescent,” he said. “Do you know where it is?”
“Yes, “ said Titch, glad to have a chance to help, especially as he was in Scout uniform.
Perhaps he could be as helpful as that Scout in London whose ‘Good Deed’ resulted in
Scouting being started in America. “Yes, sir. It’s not far away. I pass it on my way home.
Just two blocks along, then turn left at the robot.”
“That’s good of you,” smiled the stranger. “Nice to see your smart uniform. I was a Scout
myself once. Look, if you’re going that way, I can give you a lift.” He leant across to open
the left side door.
Titch hesitated. “No, thanks,” he answered. “Kind of you, but no, thanks. I don’t really
know you.” “Come on!” insisted the man, grabbing at Titch’s arm.
Just then Butch came charging round the corner on his old rattletrap bike.
“Hey, Butch!” called Titch. “Come here!”
With a sudden snarl, the stranger revved his engine and the car jerked forward. Butch
braked hard. The car hit his back wheel, skidded across a greasy patch on the road and
slammed into a lamp-post.
“Are you OK, Butch?”
“Just about,” gasped Butch, rubbing a sore knee. “What was happening?”
“Nothing much,” said Titch. “But what’s happened now? He isn’t moving.”
They both stood and looked at the car. Its front bumper was badly dented; the
windscreen shattered, and the stranger lay with his head lolling across the steering
wheel. We’d better get him out!” yelled Butch, rushing forward. “The car might explode.”
“Hang on, you idiot!” shouted Titch after him. “If it does, we don’t want to be in the middle
of it. No – I think this is one of those cases where it’s wiser to do nothing. Like our PL
was telling us. Anyway, that bloke may have hurt himself on the steering wheel, and we
might hurt him worse if we tried to move him. You ride back to HQ fast, Butch. Skip’s
probably still there with the PLs. Tell him to come. I reckon we need some adults around
here tonight.”
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FIRST AID AND EMERGENCIES
5.

Visit a local community health centre, discuss with its staff
which issues are most affecting family life in your community,
and report back to your Troop in the form a discussion aimed at
developing an understanding of these issues among younger
Scouts.

6.

Create an incident in which an injured person may need to be
carried, demonstrating to younger Scouts the following points:
a. The dangers of fractures of the spine;
b. The correct method of lifting a person on to a stretcher;
c. Firemen’s lift, walking assist, one-man carry, hand seats, and
two-man carry.

5.

Visit a local community health centre, discuss with its staff
which issues are most affecting family life in your community,
and report back to your Troop in the form a discussion aimed at
developing an understanding of these issues among younger
Scouts.

You could visit the local Clinic, Health Centre, District Nurse, District Surgeon or the local
hospital. Where none of the above exists you should approach someone in your community
who could provide the information. These may not be only medical issues, but could include
other factors that are affecting family life in your community. You should use whatever
visual aids you have at your disposal to make the discussion meaningful to the younger
Scouts. The discussion should last 30 to 60 minutes depending on the content.
This method of communication is an important life skill and you should request your Troop
Scouter to train you beforehand in the best ways of getting your knowledge across to others.
Firstly you need to decide which facility you want to visit and when. The next step
is to contact the person in charge to get permission for the visit. Explain that you
are a Scout and what you wish to achieve from the visit. Set up a date and time for
the visit, which is convenient for them and yourself.
Remember the objective is to find out firstly which illnesses and secondly which
other issues are most affecting the family life in your community, so you need to
hold discussions with the various people dealing with these illnesses and issues in
your community. Once you have gathered all the facts and made notes of all the
important points, you then need to put your presentation together but remember,
with the discussion it should last 30 to 60 minutes. You need to start the discussion
by giving a presentation to the troop using whatever aids or other items you have
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to make it interesting. You should start by introducing your subject followed by a
brief resumé of what you are going to cover. Your presentation should include what
the main issues are, how they were or are being caused and a short section on
what the authorities are doing to improve the situation. You should end with a short
question time followed by opening the discussion to the floor and encouraging
even the youngest Scouts to have their say. You should then call on the group
to suggest solutions other than the ones that you had mentioned during your
presentation, and ways the troop could get involved. Finally end by summing up
the discussion, thanking those who had spoken and closing the subject.
After the discussion you could make up a team of Scouts and help to meet some
of the needs you have discovered in preparing this discussion. This may even form
the basis for your Springbok level service project.

6.

Create an incident in which an injured person may need to be
carried, demonstrating to younger Scouts the following points:
a. The dangers of fractures of the spine;
b. The correct method of lifting a person on to a stretcher;
c. Firemen’s lift, walking assist, one-man carry, hand seats, and
two-man carry.

This is not only an evaluation of First Aid, but it will be used to evaluate your ability to get
information over to a large group by practical demonstration, and some prior training in
these techniques should be requested from your Scouter before you attempt this section.
You are required to demonstrate ‘sand bagging’ (which means padding around the patients
head and body to stop movement) and also the use of a “cervical collar”. You also need to
explain the reasons for not moving a case of spinal injury or even suspected spinal injury.
When a casualty has to be moved due to other dangers, the correct methods, such as the use
of an improvised trauma board, must be demonstrated.

EXPLORER

The spine may be injured anywhere along its length,
from the base of the skull to the coccyx. Injury
His Head hit the
to the spine threatens the spinal cord that runs
ground pretty hard
through it and the nerves that branch out from
the cord. Damage to the spinal cord or nerves
Don’t Move,
are very serious, and can result in complete
I know First Aid,
and permanent loss of feeling and paralysis
Can I Help you?
below the point of injury. Injury to the lower
spine and spinal cord may affect only the
legs; damage to the spinal cord in
the neck could result in paralysis
of the muscles that help control
Use the History to Assess the
chest movement in breathing.
possibility of Spinal Injury

EXPLORER
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In every emergency situation, assess the
possibility of a spinal injury. Often spinal
injuries do not show signs and symptoms.
Rely on the history of the scene especially the
mechanism of injury. (E.g. Was the patient
struck hard from the back or side, or did they
fall far, or fall on anything – rocks, machinery,
brickwork – that could have injured the spine?)
If it is suspected, or the history suggests it
exists, apply First Aid for a spinal injury even if
the signs and symptoms are not present. Get
medical help as soon as possible when you
suspect a spinal injury.

The
Spine

Medical attention within one hour can help avoid
permanent damage following a spinal injury.

Signs & symptoms

Cervical Spine
(Neck)
Thoracic Spine
(Mid-Back)
Lumbar Spine
(Low Back)
Sacral Spine
(Low Back)
Coccyx
(Tailbone)

But remember, sometimes there are no obvious symptoms!
•
•
•
•

Swelling and/or bruising at the site of the injury
Numbness, tingling or a loss of feeling in the arms and legs on one or both
sides of the body
Not able to move arms and/or legs on one or both sides of the body
Pain at the injury site

Treatment
The aim of First Aid for spinal injuries is to prevent further injury, especially to the
spinal cord. Moving the casualty can cause further injury. The First Aid is to prevent
spinal movement. When moving the casualty is necessary, support him/her in a
way that minimises movement of the head and spine.
1.
2.

Check the area to see it is safe, then a quick check of the patient including
airway, bleeding and circulation. As soon as you suspect a head or spinal
injury, tell the casualty not to move.
Steady and support the casualty’s
Hands firmly holding the
head and neck as soon as you can
head with fingers along
(1). Show one bystander how to
the line of the jaw
do this and another how to steady
and support the feet (2). The head
and feet should be continuously
Elbows on the
supported until either the casualty
ground to keep
is fully immobilised or medical help
arms steady
takes over.
(1)
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•
•
•
•

If the casualty is unresponsive,
check for breathing before opening
the airway.
If there is no breathing, open the
airway using the jaw-thrust without
head-tilt.
If breathing starts, hold the airway
open.
If there is still no breathing, give
artificial respiration.

Support the Feet

(2)

Give as much First Aid as possible in the position found. But if you cannot properly
open the airway, assess breathing, or give AR, you will have to reposition the
casualty. Do this quickly, but try to keep the head and neck from moving relative to
each other. If there are bystanders, have them help.
•

Check circulation – look for signs of severe bleeding and shock.

•

Do a secondary survey, but do not move the casualty.

If you expect medical help to arrive at the scene without too much delay, it is
probably best to steady and support the
casualty in the position found and give
ongoing casualty care.
If you have a hard cervical collar, and are
trained to apply it, then consider using it to
stabilise the head and neck.

Hard
Cervical Collar

If medical help will be delayed, or is
not available, gather the materials and
people you will need and immobilise the
casualty on to a long spine board while
continuing to steady and support the head
and feet until the casualty is completely
immobilised.

To make a cervical collar
•
•
•

Place five folded triangular
bandages on a line about one third
distance from the point to the base
Fold the point toward the base
to enclose the folded triangular
bandages
Roll the bandage toward the base
to form a collar about 8-10 cm in
diameter to secure around the neck
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Hard Cervical Collar
on sitting Patient
Five Folded Triangular
Bandages
Triangular
Bandage

Improvised Cervical Collar

EXPLORER
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Improvised cervical collars
•
•
•

Lay out a triangular bandage as a whole cloth on a flat surface
Fold a newspaper or any firm material and wrap it in a triangular bandage or
scarf, or insert it into a stocking or leg of a pair of tights
Bend it over your thigh to form a firm collar

The blanket lift and the log roll must be demonstrated and this must include the rolling of
the casualty in unison to get him/her on to the blanket or trauma board. If a proper trauma
board is not available one should be made from a trestle tabletop, an old door or shutter and
used for this demonstration.

Materials for spinal immobilisation
•
•
•
•
•

Hard cervical collar or improvised collar
A full-length spine board or other rigid flat surface like a door or piece of
plywood
At least 12 triangular bandages or straps, etc.
At least 1 blanket plus two small pillows or another blanket
4 people plus yourself

Place the casualty on the spine board using
the log roll, a method of rolling a casualty
on to their side so the whole body moves
as a unit. This reduces the chance of further
tissue damage. Get the casualty ready by
tying their wrists and legs together. This
makes it much easier to roll them as a unit.

Tie the wrists, pad between the legs
with a blanket, tie knots off on the blanket
between the legs. Use fig. of 8 at the legs

As you are preparing the casualty for transportation, explain what you are doing and why.
To prepare the spine board: Lace bandages through the holes. Centre a blanket
on the spine board and fold the sides toward the centre so you can move the spine
board, bandages and blanket easily.

Log Roll
Give detailed instructions on how the log roll will proceed:
Position the prepared spine board beside the casualty. Position the assisting
rescuers and yourself as follows:
•
You, the first aider, will pay particular attention to the neck and upper back for
the entire procedure.
•
Rescuers should already be positioned at the head and feet.
•
Position a rescuer beside you at the casualty’s hips and upper legs. (1)
•
If you have another rescuer, he/she can be positioned beside the spine board,
ready to move it into position.
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•
•
•

•

Tell the rescuer beside you that on the command, “roll,” he will roll the casualty
toward himself, using a firm grip to control the movement.
Tell the rescuer at the spine board that on the command, “spine board,” she
will position the spine board alongside the casualty.
Tell the rescuers at the head and feet that they will apply gentle pull (traction)
at the command, “pull.” This traction will be maintained until the casualty is
finally secured to the spine board. On the command, “roll,” they will lift and
turn the head and feet as the rest of the body rolls, so that the whole body
turns as a unit.
Tell the group that when the spine board is in position, you will give the
command, “roll,” and slowly but firmly, you will all roll the casualty back on to
the spine board. Emphasize that the casualty must always be turned as a unit.
Ask the rescuers if there are any questions.

Tell the rescuers to get ready, making sure each has a good, firm grip on the casualty,
then give the command “roll” and roll the casualty and position the spine board. (2)
Once the spine board is
properly positioned, direct
the bearers to roll the
casualty back on to the
board. Position the casualty
in the centre of the spine
board by pulling on the
blanket. (3)
Once the casualty is
positioned on the spine
board, pad around the head
and wrap the blanket around
them. (4) Secure them to
the spine board with narrow
bandages and/or ties. (5)
Although a casualty with a
spinal injury must be trans
ported to medical help as
soon as possible, remember
that more harm may result
from a fast, rough ride than
from a slow, smooth one.
Give ongoing casualty
care. Monitor breath
ing often. Get them to
medical help quickly and
as smoothly as possible.

The First Aider Controls the
Rescue Team from his position
at the Casualty’s shoulders

(1)
EXPLORER

(2)
(3)

(4)

(5)
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Blanket lift with four bearers
This is the correct way to load a
stretcher using a blanket when a neck
or back injury is not suspected.
Roll the blanket or rug lengthwise for
half its width. Position bearers at the
head and feet to keep the head, neck
and body in line.
Kneel level with the casualty’s
shoulder and position another hearer
at the waist to help log roll the casualty
on to the uninjured side. Turn the
casualty as a unit so the their body is
not twisted during the log roll.
Roll the casualty back over the blanket
roll to lie face up on the blanket. Unroll
the blanket and then roll the edges of
the blanket to each side of them. Get
the bearers to grip the rolls at the head
and shoulders, and at the hip and legs.
Keep the blanket tight as the casualty
is lifted and placed on the stretcher.
The rescuers step off on opposite feet
– walking out-of-step is smoother for
the casualty.
Before using a blanket, test it to
ensure that it will carry the person’s
weight.
Do not use this lift if neck or back
injuries are suspected.
You must demonstrate these lifts
and carries to the Troop with an
explanation of when each should be
used. The dangers of lifting a heavy
casualty should be emphasised.
In the case of the fireman’s lift one
of your arms must be left free to
enable the negotiation of a ladder if
necessary.
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Drag Carries
Only use drag carries in the most extreme cases when there is an immediate threat
to life, because of the risk of aggravating any injuries.

The Drag Carry
This carry is used by the single rescuer to drag a casualty who is either lying on
his back or in a sitting position. The drag carry provides maximum protection to the
head and neck.

If time permits, tie the casualty’s wrists together across their chest before
dragging.

Fireman’s Drag
This is used to drag an
unconscious patient out
of a smoke filled room.
Other injuries are not
important at this stage as
the patient will die from
asphyxia if not moved
to fresh air. Do not drag
the patient further than is
absolutely necessary to
get away from the danger and make the
treatment possible.

EXPLORER

Pick-a-back
This carry is used for a conscious
casualty who can hold on with their
arms. Support the person’s legs and
use your leg muscles to stand keeping
your back straight. It is useful for
bringing a patient who has hurt their
ankle out of the mountain.
EXPLORER
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Cradle carry
Use the cradle carry to lift children and lightweight adults.
Kneel on one knee at the casualty’s side.
Place the casualty’s arm around your neck as you support
the back and shoulders.
Pass your other arm under the knees to grasp the thighs.
Ensure a solid footing and place the feet apart for good
balance.
Lift using your leg muscles; keep your back straight, and your
abdominal muscles tense. (If you use your back muscles for
lifting, you could cause yourself a back injury. An injured first aider
becomes another casualty!)

Human crutch
This is used if a leg or foot is injured to help the casualty to
walk on their good leg while you give support to the injured
side.
Take the weight of the casualty’s injured side on your
shoulders by placing their arm on the injured side around
your neck and grasp the wrist firmly. Reach around their back
with your free hand, and grasp their clothing at the waist.
Tell the casualty to step off with the inside foot in time with
yours. This lets you take the casualty’s weight on the injured
side at each step.

Fireman’s lift
This is used for casualties who are helpless and are not
too heavy for the rescuer.
Stand in front of the casualty with your toes against their
toes. Grasp their wrists and pull upward and forward.
Bend your knees and turn to catch their upper body
across your shoulder. The lifting manoeuvre is a smooth
motion to bring the casualty through the sitting position to
an upright position, finishing with them draped over your
shoulder.
Adjust the weight across your shoulders and pass your
arm between their legs and grasp their wrist. This will
secure the casualty on your shoulders and leave your
other hand free.
266

Two-hand seat
Two rescuers can carry a casualty, who is unable to
support their upper body, using the two-hand seat.
Each rescuer reaches across the casualty’s back to
grasp the clothing at the waist or under the arm on the
opposite side and
passes their other
hand under the thighs,
keeping the fingers
bent and holding
padding to protect
against the fingernails.
Hook the bent fingers
together to form a
rigid seat. A better grip is for the
rescuers to hold each other’s
wrists.
The rescuers lift with their legs,
keeping their backs straight and
adjust their hands and arms for
comfort. When the casualty is
securely positioned, the bearers step off together, each using the inside leg.

Three Handed seat
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This is used for a conscious casualty who may need supporting around their back
or may have a limb, which cannot be bent and needs supporting.
This is the same as a two handed seat but the seat is made by linking 3
hands and the forth one is used to steady the casualty or an injured limb. The
loading action is the same, but remember to tell the casualty to hold round your
shoulders.

Four-hand seat
Two rescuers use this for a conscious casualty who
can use his hands and arms
Each rescuer grasps his/her own left wrist with his
right hand, and then grasps the right wrist of the
other rescuer with their left hand to form a square.

EXPLORER
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Tell the casualty to put their arms around your
shoulders and hoist up so that you can pass your
hands under the buttocks to position them under the
thighs at a point of balance.
Instruct the casualty to hold on to your shoulders to
keep their balance and support their upper body.
The bearers step off together, each using the inside
foot.

Chair carry
The chair carry enables two rescuers to carry a conscious or unconscious casualty
through narrow passages and up and down stairs. Do not use this carry for
casualties with suspected neck or back injuries.
The rescuer at the back
crouches and grasps the
back of the chair, while
the rescuer at the front
crouches between the
casualty’s knees and
grasps the front chair legs
near the floor. You move
off by walking out of step.

Fore and aft method
Use this carry when you don’t have a chair and you don’t
suspect fractures of the trunk, head or spine.
One rescuer passes their hands under the casualty’s
armpits and grasps the casualty’s wrists, crossing them
over their chest.
The second rescuer crouches with their back between
the casualty’s knees and grasps each leg, just above the
knee.
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OBSERVATION
7.

Attend a local community meeting, observe the proceedings
and report back to your Troop or Court of Honour on your
observations and interpretation of the democratic process in
practice.

By this stage you should be showing some interest in the governing process and this activity
is designed to let you see the democratic process in operation. The ideal situation would be for
you to attend a meeting of the town council where you live. Due to distance this may not be
possible and you should then attend a meeting of a village management board or other body
of elected members. If this proves to be impossible you should attend a meeting of the school
board or parent– teacher association.
You should sit in the public gallery and make notes of all the proceedings,
decisions that were taken and how the members arrived at those decisions. Within
two weeks of the meeting you must give a 15 minute talk to the Scouter and the
Court of Honour or the whole Troop, in the case of small Troops, on the processes
of democracy you witnessed during the meeting. From your notes you should also
be able to give a short summary of the discussions and how freedom of speech
was afforded to all the members of that council.
Once you have completed the talk you must allow a period for questions from the
floor. During this time your Scouters will also ask you to interpret and explain in a
logical way the democratic process which you had seen in operation
No further explanation is given here, as this is a research type activity and it is up
to you to observe the proceedings and draw your own conclusions.

EXPLORER
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BACKWOODSMAN
8.

Using an imaginative and adventurous scenario, plan, organise
and lead a backwoodsman camp of not less than 24 hours,
away from the Scout meeting place, in which younger Scouts
are instructed in survival skills.

This is not so much an evaluation of your backwoods skills as your leadership and organising
ability. You could delegate sections of the instruction to a Scout who is working on First
Class, as long as you set up the programme and control how it is carried out. Remember, your
planning decision-making and problem solving are a very important part of this exercise.
You would have to find a suitable site away from facilities in open country where
fires can be made and obtain all permissions and permits to use the site yourself.
Your programme, menus, equipment lists, etc. must be submitted to your Scouter
at least three weeks before the camp when the letters and consent forms are
sent to the participants. You are required to supply all the food and equipment,
or to send detailed lists to each participant stating what they must bring. The
planning must be your own work but you may seek advice from your Troop
Scouter.
Your programme must cover all the items required for the backwoods section
of the Adventurer and First Class levels and should be demonstrated practically
during your camp.
This is a practice for emergency survival. It is important to know what to do if
an emergency arises. It is unlikely that any adventure will include all the hazards
described here!
Some additional items you should cover during the camp are described below:

Weather signs
The age-old saying “Red sky in the morning, shepherd’s warning; red sky at night,
shepherd’s delight” still gives a fair warning of the weather to come. There are local
signs as well, such as the ‘tablecloth’ on Table Mountain brought by the southeast wind, and the berg wind conditions which are usually followed by rain. Don’t
dismiss what you consider ‘old wives’ tales’! Listen to the local experts.

270

EXPLORER

EXPLORER

271

Signals
Distress signals
A recognised distress signal is three regularly spaced fires, or piles of anything
available, or whistle blasts, shouts, flare or torch flashes.
In soft sand or snow, the letters SOS can be scratched or stamped into the ground.
To be visible from the air, the letters should be 3 to 4 metres long and 1 metre thick.
Ground-to-air signals
Can be made of clothing, pieces of wreckage, anything that contrasts with
the ground. Use some other means of attracting attention though, as these
communicate specific messages and may not be very visible on their own. First
attract attention and be seen, then convey the specific message.
If in doubt & need help, use SOS.

“Message received and understood.” Aircraft will rock from side to side. At night, it
will flash green signal lights.
“Message received but not understood.“ Aircraft makes a complete right-hand turn.
At night, it will flash red signal lights.
Once sighted by an aircraft, stay where you are. If the pilot is not part of the search
party, he will notify Air Traffic Control, who will activate emergency services.
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Flares
Red or orange are international distress colours. Red flares indicate distress.
Signalling mirror
If you do not have one in your
survival kit, you can improvise one
by punching a hole in the middle of
a jam tin lid or a similar piece of shiny
metal. The reflected sunlight will be seen
from very far away, even in hazy air.
To signal, hold the mirror close to your face
and look through the hole at the aircraft or the direction from which you hear it.
A spot of light (from the sun) will appear on your face or shirt. Move the mirror
until the light disappears through the hole, always keeping the mirror facing the
aircraft. Signals like this have been sighted up to 24 kilometres away. If there is
no hole in the mirror, sight across the top of the mirror to the aircraft or ground
party, using fingers as “sights”.
Important: Do not practice any of the above techniques – especially Ground to
Air Code – in a place where an over-flying pilot may think they are real. Setting the
emergency services into action is expensive, and false alarms cause a great deal
of trouble.

Evacuation by helicopter
Make no movement towards the helicopter until the pilot indicates that you
should.
•
•
•
•

EXPLORER

Approach and leave the helicopter from the front, so that the pilot can see
you at all times.
Keep your head down at all times. The slower the rotor is turning, the lower
the blades will dip.
Never approach or leave the helicopter on an upward slope. You could walk
into a rotor.
Keep well away from the tail rotor. It is often almost invisible.

EXPLORER
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•
•
•

Enter the helicopter carefully only when told to by the pilot, being careful to
keep clear of the controls, cables and the pilot. Fasten your seatbelt.
Do not leave the helicopter until the pilot tells you to.
Over very rugged terrain, water or forest, the helicopter may hover and lower a
sling. In this case:
• Let the sling touch the
ground to release static
electricity. Then put it over
your head and shoulders
so that it rests under your
armpits with the hoist cable
in front of you.
• An injured person may
require a litter. Let it touch the ground to release static electricity. Put the person
in the litter and strap them in. If you have problems, the pilot may send down a
crew member to supervise.
• Do not panic on the way up. You may swing and twist a bit on the end of the
cable – this is normal. Relax and enjoy the ride! Don’t try to board the helicopter
or get out of the sling until instructed (or assisted by the crew).

Dehydrated foods

These are lightweight and nutritious, but the packs made especially for camping
are not cheap. Spend some time in a supermarket looking at the range normally
available, and comparing prices.
CEREALS are light, digestible and can be mixed. ProNutro is available in various
flavours, and other brands offer a bit more to chew. Mix milk powder and sugar in,
so you only need to add water.
SOUP comes in packets, with many flavours. These are easy to serve and
satisfying. Check which are instant and which require longer cooking (and thus use
more fuel). Oxo cubes (beef and chicken) can add flavour to other food, or make a
hot drink on their own.
SOYA preparations (such as Toppers) mix well with rice or pasta. Extra flavour can
be added with your secret mini-store of tomato ketchup or mayonnaise. Discard the
cardboard boxes, retaining the instruction panel! DESSERTS are available in instantmix forms as well. Check which require water and which milk. Sometimes extra sugar
can be added – for extra energy. Glucose sweets are useful on hikes too.
In very cold conditions a triangle of fires may be used to keep you warm if you do
not have warm clothing or a sleeping bag. Face into the wind so that the fire does
not set your back alight.
The Scouter will evaluate the planning of your camp, discuss any shortcomings
with you beforehand and monitor the camp itself to evaluate the leadership and
effort put in to make it a success for the younger Scouts.
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HIKING
9.

With your Patrol, plan and lead an overnight expedition, of one
of the following:
a. To somewhere unusual, or
b. Using an unusual mode of transport, or
c. To raise money for charity (e.g. an overnight sponsored ride),
or
d. To research a subject of your choice.
Half the expedition may be on water. Report back with a written
or audio-visual presentation to your Troop.

This must be the final evaluation for your Explorer Badge before you have your Personal
Growth Agreement discussion with your Troop Scouter. You must already hold the First Class
Badge and have passed all the other sections of the Explorer and only have the PGA with
your TS still to be completed.
If you have completed the First Class, and most but not all the other sections of the Explorer
and an opportunity arises, which may not arise again, to carry out this expedition, then the
DC or his/her nominee may permit the carrying out of this expedition before the completion
of all the other sections.
While the Troop will set a standard as the bottom line, you will be expected to do your best
and use Scouting skills to the advantage of the party, the environment and the community.
If you do not meet these criteria you will be asked to repeat the expedition.
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This is not the usual overnight hike but rather a project to make you think and find out
what options are available in your community or surrounding area. This will also enable you
to evaluate your abilities as an organiser and leader. It must be an expedition, away from
your home or HQ, initiated by you and not part of a project being organised by the Troop,
District or any other body. The patrol must be fully involved in the planning and in the
carrying out of the project and not just tagging along.
The Planning is a very important part of this activity. You are required to decide on
the type of expedition you plan to carry out in consultation with your Patrol and then
research the project and get all the necessary permissions, permits, consent forms
and any other requirements yourself. Remember, this is an overnight expedition,
so a venue and equipment for a sleepover must be organised and a balanced diet
for your Patrol worked out. This is your personal expedition with your Patrol and
you may not delegate the responsibility for the preparation to any one else, not
even your Parents or Scouters. You may delegate tasks to members of your Patrol
to carry out during the planning or during the expedition, but the responsibility
remains yours.
EXPLORER
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At least 30 days before the expedition is to be carried out you must choose the
type of activity you wish to include and get approval from the examiner before
starting the preparation. If approved, you must prepare a document showing the
objective, the resources to be used, the plan of action and any other pertinent
information, which must be handed to the examiner 10 days before the expedition,
and you must be prepared to discuss any part or aspect of this information with
the examiner. This document should have all the information needed to plan and
execute the expedition, so that someone else wanting to carry out the same
activity could use it.
You and your Patrol should be actively involved in the project for at least 15 hours,
excluding sleeping, planning or preparation time. The project could run through the
night or on two consecutive days with a sleepover at the project venue.
Your project should be an adventurous and unusual one, which will create a sense
of achievement for you and your Patrol. It will be evaluated on the choice of activity,
the quality of the planning and leadership, the involvement of the Patrol and the
achievement of the objective. The presentation of the results to the Troop will
also be considered. Correct use must be made of any flip charts, white boards or
audio-visual equipment available. The written report should cover all aspects of
the activity with clear sketches, diagrams, maps or photographs, rather than a log,
and should be presented to the Troop with explanations where necessary. A time
should be allowed for questions from the Troop on any aspects of the expedition.
The COH in consultation with the TS must then decide if you have not only reached
the required standard, but done your best.

The Presentation
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PERSONAL AND INTERPERSONAL DEVELOPMENT
10. Interest Badges:
a. Hold six badges in one of the following categories:
EXPLORER
Advanced Navigation
Backwoodsman
Canoeist
Cook
Farmer
First Aid
Forester
Gardener
Guide
Handyman
Hike Leader
Linguist
Mapping
Patrol Leadership
Pioneer
Public Health
Reader
Scribe
Speaker/Veldcraft
World Conservation

SEA EXPLORER
Advanced Navigation
Astronomer
Backwoodsman
Boardsailing
Boatman
Boatswain
Canoeist
Cook
First Aid
Helmsman
Hike Leader
Lifesaver
Mapping
Motorboatman
Patrol Leadership
Pioneer
Ship Quartermaster
Voyager

AIR EXPLORER
Advanced Navigation
Air Glider
Air Mechanic
Air Meteorologist
Air Navigator
Air Planner
Air Spotter
AirTraffic Controller
Astronomer
Backwoodsman
Cook
First Aid
Hike Leader
Mapping
Model Aero Engineer
Patrol Leadership
Ship Quartermaster
Space Explorer

b. The badges in bold above are compulsory. (See Appendices
for requirements)
11. Alone or with another Scout build, plan, co-ordinate and lead a
Campfire.
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12. Make a static display to be viewed for one month at a school or
library or develop a website for your group and maintain it for
two months, keeping it up to date throughout the entire period,
or lead an active Scouting display with your Patrol or Troop in
a prominent position in your community and get it reported in
your local newspaper.
13. Set up a handicapped awareness trail for younger Scouts to
use and explain why it is significant.
14. Develop and commit to a prioritized plan of action to achieve
your Top Award/ Springbok.
15. Complete a Personal Growth Agreement with your Troop
Scouter as the final requirement for this level.
EXPLORER
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10. Interest Badges:
a. Hold six badges in one of the following categories:
EXPLORER
Advanced Navigation
Backwoodsman
Canoeist
Cook
Farmer
First Aid
Forester
Gardener
Guide
Handyman
Hike Leader
Linguist
Mapping
Patrol Leadership
Pioneer
Public Health
Reader
Scribe
Speaker/Veldcraft
World Conservation

SEA EXPLORER
Advanced Navigation
Astronomer
Backwoodsman
Boardsailing
Boatman
Boatswain
Canoeist
Cook
First Aid
Helmsman
Hike Leader
Lifesaver
Mapping
Motorboatman
Patrol Leadership
Pioneer
Ship Quartermaster
Voyager

AIR EXPLORER
Advanced Navigation
Air Glider
Air Mechanic
Air Meteorologist
Air Navigator
Air Planner
Air Spotter
AirTraffic Controller
Astronomer
Backwoodsman
Cook
First Aid
Hike Leader
Mapping
Model Aero Engineer
Patrol Leadership
Ship Quartermaster
Space Explorer

b. The badges in bold above are compulsory. (See Appendices
for requirements)
At the PGA held at First Class level you should have decided on the path to follow and chosen
the appropriate badges. At that stage your Troop Scouter would have started to look for
competent examiners if they were not already in place. Activities such as survival camps,
orienteering competitions, navigation hikes, etc. would also help you to prepare yourself for
the outdoor badges. Scouters are not experts in all subjects, so external help may be sought
to assist in your training and you should attend all the appropriate District or Area Courses.
Your Scouter will create opportunities for your evaluation and advise you, but you must
contact the examiner and set the date and time yourself.
You have decided which category of Explorer Badge to specialize in. Each
category requires you to hold six Interest Badges from the lists above. You can
make your own choice, though in each category three are compulsory.
The aim of doing these badges is to show that you have advanced skill in some
field of activity such as Scoutcraft, farming, public service, education, water or air
activities. You will have started earning Scoutcraft and Interest Badges as soon
as you were invested as a Scout, but the ones here are intended for more senior
Scouts – which is what you are.
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11. Alone or with another Scout build, plan, co-ordinate and lead a
Campfire.
This activity will help you to gauge your organising ability, build up your self-confidence and
your ability to speak in public, which is an important life skill.
You could share this activity with another Scout at the same advancement level as you are,
and you could both qualify for this activity at the same time by each one carrying out half
of the building, planning, co-ordinating and leading of the campfire. One could give the yarn
and the other the prayer.
As part of your Pathfinder Badge, you took part in some form of skit at a campfire.
Now it’s your turn to play a major role in planning and preparing and running a
campfire. Give pleasure to others by enjoying yourself. You’re going to need a
place to perform, and an audience. Make it a special occasion. Why not a campfire
with a theme? For example, all the songs and sketches to have a seaside flavour
or something to do with food? Have a notebook in which you collect details of
campfire items, and browse through such books as Vic Clapham’s Veld Lore
Scrapbook on Campfires, or the two Gilwell Camp Fire Books by John Thurman
and Rex Hazlewood.
You must plan a structured campfire with a balanced programme. The fire itself
should be lit in an appropriate way, there should be an opening, some fast and
lively songs and yells followed by slower songs, a yarn, then quiet songs closing
with ‘Taps’ and a prayer.
Aim always for VARIETY. Yells – easy choruses – action songs – old favourites –
story songs – music by itself – games and sketches. Campfires aren’t all singing.
Don’t forget that they can be the ideal place for a yarn or story – a Scouting
memory with a lesson woven in, or a bit of spine tingling! You could call on others
to lead a few songs or yells, but you must be fully involved in the co-ordinating.
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The campfire should last for about an hour and include a few skits, preferably
staged by younger Scouts who require that activity for their advancement. The
choice of songs should be in good taste and appropriate for the occasion. All Troop
Scouters and Scouts must attend. Parents or Scouts from another Troop should
also be invited where possible.
List your planned items on a postcard so you don’t forget them. But allow space
for spur-of-the-moment requests too. Give due warning (“Your story after the next
song – OK?”) to contributors.
Give thought to the setting and the sitting. By the edge of a dam, to provide reflections
and a memorable view? Some cushions for special guests? Someone whose job it is
to keep the fire going, and someone else ready to get the cocoa brewing. A campfire
needs teamwork. You’re not just aiming to entertain your own Troop. So it’ll need
quite a gang of you in action, because any show has to have those vital backstage
blokes like the fire stokers or leaders of individual songs and skits.
EXPLORER
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So what’s it to be? A Troop Campfire for your Scouts and their parents or a District
campfire to collect tinned food for the poor or some charity? A special campfire
for the old folks from a local home? Talk over the possibilities with your Scouter.
Whatever you decide, it’s got to have ‘class’! And that means REHEARSING. The
more you practice, the better you’ll be – and the more your confidence will grow.
Ideas for your campfire:
• Music – A Scout band, a traditional or tribal band, a guitar group, country-style
singing, full choir, harmony group
• Sketches and skits – Campfire type, parodies of TV adverts, mock interviews
of famous people
• Choral verse – Group speaking, percussion/music in background
Have a short demonstration of traditional, tribal or folk dancing. If near Christmas,
end by singing carols by candlelight. Do as much as you can yourselves, but don’t
be afraid to ask for adult help.
A specially planned Scout Campfire is needed. Campfires provide the most
excellent entertainment of all kinds so this time it’s going to be unforgettable!
Special invitations to special guests – you might invite the Mayor or people from
a home, a hospital; a school or a church and entertain your audience at your
Troop HQ. From the suggestions above, you can see that your audience might
be the Troop parents, invited guests or special people you have set out to provide
entertainment for. The children’s ward at your local hospital or orphanage might
love an hour of fun at your campfire. Ask them and see!
Check where your guests will be sitting: a horseshoe shape rather than a full circle
might leave more room for the performers. The most important things to check on
are that the audience can SEE and HEAR the performance, and be sitting fairly
comfortably!

A Scout Campfire
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12. Make a static display to be viewed for one month at a school or
library or develop a website for your group and maintain it for
two months, keeping it up to date throughout the entire period,
or lead an active Scouting display with your Patrol or Troop in
a prominent position in your community and get it reported in
your local newspaper.
The static display should be an advert for Scouting and could consist of a general Scouting
display or a display of sketches, photographs and memorabilia from a Scouting event such as
the ‘National Senior Scout Adventure’ or ‘SANJAM’. It should be assembled in an aesthetic
way, with captions to explain each item and a summary of the history of Scouting for the
general display, or an outline of the event.
If the website is chosen it should have the same content as the static display but must also
include current events and must be kept up to date on a daily basis for the entire period.
If the active display is chosen it must depict some aspect of Scouting, be in a prominent
position and remain active for at least 10 hours. It could take the form of a pioneering or
First Aid display, or an enactment of ways the Scout Laws are put into practice. The only
criteria are that it must show Scouting to the public, must involve at least your whole Patrol,
last at least 10 hours, be in a prominent place and be reported by your local or national
newspaper.
This activity gives you a chance of informing people who don’t know about
Scouting just what it is that Scouts do. Think first where it can be displayed: a
library, a school, church hall or empty shop window? How safe will it be? You don’t
want valuable exhibits going missing. If possible, you should be available beside
the display to answer questions and explain.
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Don’t try to illustrate what Scouting can do: emphasize instead what Scouting does
do. What has it done for YOU?
If you choose the display, you might illustrate your own progress through
scouting – photos – copies of log books or bits of your own diary – books held
open with elastic bands to show certain pages or pictures. Or you might choose
to illustrate all your Troop has done in the community during the past year.
Visit your nearest Scout Shop to see what leaflets or posters you can obtain.
Displays are not all paper, though. Use items of Scout equipment to illustrate
activities –your own boots to show hiking? Some Patrol camping equipment?
A small example of pioneering, or a knotting board? Evidence of your Troop’s
involvement with other cultural communities or charitable projects. It might
be a display from a national or international event such as the Senior Scout
Adventure or a Jamboree.
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All items will need firm fixing (to some framework or display board) and clearly
written captions. Provide clear information about how new recruits can join, and
where they can get more information about Scouting.
The local store where your Troop buys equipment or clothing might co-operate with
you, since such a display would be good publicity for them as well as for Scouting.
Pay them a visit and ask for an appointment with the manager. Wear full Scout
uniform, and be on time.
If you choose to make a web page, this should be a living up-to-date advertisement
for your Troop or Scouting in general.
You need to start by deciding on what you want to put on the web page and the
amount of space you will require. Next is to obtain a web site for the display.
Your Scouter may be able to help you if your Troop does not already have a
site. If it does, you will have to completely redesign it and update it with pertinent
information each day. You may be able to get a company to sponsor a site for
you if you include an advertisement for them in your page. Remember, you need
to be knowledgeable about the computer programme you are going to use and
the correct form a web page should take. The page must be updated and kept
interesting for the full two months.

A Static Display
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If you choose the active display, this should depict Scouting in action.
You will need to set your objectives well in advance, gather your resources and
make an action plan. You then need to get permission to stage it at the chosen
venue and inspect the site before organising your programme. Transport for
your Patrol and the equipment needs to be arranged early and a loading plan
formulated. The press must also be advised well in advance.
The next stage is to train your Patrol so that the display will look professional and
go off without any hitches. Make sure each Scout knows his role and is able to
carry it out, whether it be making a lashing or acting as a casualty.
The Scout Movement suffers occasionally from silly, ignorant comments. You
are taking a positive step towards informing ‘the public’ correctly. Make it good
whichever activity you choose!
INTEREST BADGES RECOMMENDED Designer, Journalist

13. Set up a handicapped awareness trail for younger Scouts to
use and explain why it is significant.
This activity is to enable you to let younger Scouts experience the problems faced by people
with disabilities, and you should set up situations that a disabled person might have to cope
with in their daily life.
Where possible you should visit a home or hospital, which caters for the “physically
challenged”, and discuss with them the problems they encounter in their daily lives
and how they would like to interact with others. This will give you a good insight
into the difficulties they face on a daily basis. Be aware of the different words that
people use, and how some of them are less acceptable, and should be avoided:
disabled þ, handicapped ý, physically challenged þ, crippled ý, “the blind”
ý, “blind people” þ, partially sighted þ, hard of hearing þ, profoundly deaf þ,
mentally deficient ý, cerebral palsied þ, spastic ý, etc.
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You should design the trail in such a way that it gives the Scouts those experiences
which will increase their ability to understand the problems of physically and
sensorily (i.e. sight, hearing) challenged people and how to best help and befriend
them. The trail should be fun to follow and could start with items like a leg being
disabled (e.g. foot pulled up and tied to the belt) and moving about carrying out
tasks on sticks or crutches, followed by a blindfolded string trail where articles
hung on the line have to be identified by feel. Further down the trail tasks could be
carried out with first one arm disabled and then two, even a game of one-armed
volleyball.
Writing and drawing only using the mouth is another option. Try tasks like the
setting of a table, washing plates or pots, cooking an egg or feeding someone while
blindfolded.

EXPLORER
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Lead a Patrol that
cannot hear or speak
carrying out a simple task, or
communicate with them without
making a sound. Press the “mute”
button on the TV and see how much
you can follow what is going on (a) in
a news bulletin, (b) in a feature movie
or comedy series. The variations are
endless. They will soon learn that tasks
and activities assume a very different dimension when you are handicapped.

in

Once the group of younger Scouts has experienced the trail, you must discuss
what they have learnt and explain to them the significance of following such a trail.
You should also discuss the way in which they should act when dealing with a
person who is physically or mentally challenged, remembering that they wish to be
treated as you would treat any other person wherever possible. You should also
tell them some of the ways the community has modified things such as changing
steps to ramps or lowering door handles and light switches to accommodate the
physically handicapped.
Your Scouter will monitor the trail and sit in on the discussion,
and may ask you questions about various
aspects of interacting with disabled people.

284

14. Develop and commit to a prioritized plan of action to achieve
your Top Award/ Springbok.
Detailed forward planning is vitally important in anything you tackle in life and if you can
set realistic targets and stick to them then you will have achieved one of the key activities
to a successful and ordered life as you go out into the world. In the short term this will assist
you to set up your path to Springbok Scout in such a way that it fits in with school and home
commitments and avoids having to rush things at the end.
You should set out in detail all the aspects of how and when you plan to carry out
each activity, the other people who would be involved and the resources you would
use. In other words this would be your “action plan” to achieve the Springbok Award.
Once the plan is complete your Scouter will satisfy him/herself that the objectives
are realistic. The pros and cons of the plan will be discussed and you should make
the necessary adjustments. Your Scouter will then get you to commit to the dates
you have set for yourself.
The path to your Springbok Badge must not be seen as a separate “badge
passing” activity, but should become an integral part of all your Scouting activities.
There are numerous ways of linking your badge progress to the Troop Programme,
and combining this with other Interest Badges. Also, look for opportunities to
involve your fellow Scouts – either doing the same requirement, or one linked to
it. There are many ways of making badge requirements into full Patrol activities,
which could then count towards your Star Patrol Award.
All requirements for the Advancement Badges (First Class, Explorer, Springbok) are
designed so that they can be passed as part of your normal Scouting activities. There
should be minimal need for special “evaluation” sessions as in previous years, as these
have now become activities or requirements. Look at your Troop programme to identify
opportunities where you can pass requirements. Outdoor activities, like camps and
hikes in particular, offer a vast potential for passing badge requirements.
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Look out for opportunities for passing Interest Badges or Challenge Awards
simultaneously. The Scout Trail recommends certain badges to consider for each
badge requirement. The same activity can be used to complete parts of different
badges, provided that the specific requirements are met. The Backwoodsman
Badge can then also count towards the Bushman’s Thong (a Challenge Award).
In addition, the Survival Camp could qualify as an expedition for the Gold
Shield Award (another Challenge Award). Any activity that forms part of a Scout
badge requirement or any other Challenge Award may also count towards the
requirements of a Gold Shield Award if it meets their criteria.
Most badge requirements include some involvement by other Scouts. In these cases,
see whether there is scope for the other Scouts to complete certain of their own
badge requirements at the same time. Numerous opportunities exist to link activities
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in this way, for example the requirements for camping, hiking, cooking, veldcraft,
nature conservation, etc. In many cases Scouts can link up to do the same badge
requirement on a joint activity. Alternatively, other Scouts may wish to complete other
sections at the same time. You should link different badge requirements to yours to
help your Patrol advance in their badges by using these opportunities to the full.
As you progress further towards the Springbok Badge, you will note that many of
the requirements can be used as the basis for a full Patrol activity. Here is another
great opportunity to be giving your Patrol quality Scouting, while completing your
own badge requirements at the same time. Link these Patrol activities in as part of
your Star Patrol Award.
This plan will be looked at again during your PGA, to make sure you
understand your commitment and how to carry it out.
Once the plan has been finalized during your Personal
Growth Agreement the Springbok registration form
should be completed and sent to the Assistant
Area Commissioner Scout Programme via your
District Commissioner.
Below is the form to record your plan.

Once the Plan is Finalised
send copies to your D.C.
and A.A.C. Scout Programme

PATH TO SPRINGBOK
NAME:

TROOP:

COMPLETION DATES

PROPOSED ACTUAL

HAVE CAMPED 30 NIGHTS AWAY FROM THE HALL			
MAJOR CONSTRUCTION PROJECT			
THREE-COURSE HOT MEAL FOR SIX PEOPLE			
THIRTY-KILOMETRE, TWO-NIGHT EXPEDITION			
A TWO-NIGHT CAMP FOR TWO PATROLS			
FORTY-HOUR COMMUNITY SERVICE PROJECT			
RUN & EVALUATE A SCOUTS’ OWN SERVICE			
ATTEND THREE COURT OF HONOUR MEETINGS			
LEAD A MUTUAL RESPECT DISCUSSION			
ORAL PRESENTATION TO PARENTS OR NON-SCOUTS			
FINAL PERSONAL GROWTH AGREEMENT WITH TS.			
AREA PANEL INTERVIEW
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RESOURCES/PLAN

13. Complete a Personal Growth Agreement with your Troop
Scouter as the final requirement for this level.
This must be the final item before you start the Springbok Level.
This PGA will be conducted in a similar way to the one at First Class level, but the scope will
be widened to cover your expectations and what role you plan to play in and out of Scouting
over the next year.
Any objectives set at First Class that were late or not achieved will be analysed and you
should discover where things went wrong and how repeats of the same problems could be
avoided. The objectives and plans for achieving the Springbok level of advancement set in
activity 14 will be discussed. You must also set and record other goals outside the Movement.
The Explorer level has been a time when you ventured along new paths of the
Scouting trail. Your Scouter will want to discuss how successful you have been. This
section of your advancement does not set out to cross-examine you and try to find
out your strengths and weaknesses. But you should be prepared to cross-examine
yourself. Ask yourself some leading questions and see how you measure up.
a.

Do you consciously strive to make this world a better place for all to live in?

b.

Do you have a healthy balance in the time allotted in your life to the demands
of Scouting, your home life, studies, sport, relaxation and hobbies?

c.

To what extent have you provided a useful service to others?

d.

Do you continuously live and promote the ideals of Scouting, both inside and
outside the Troop?

e.

How involved are you with the running of the Troop?

f.

Are you developing sound leadership qualities?

g.

How well do you interact with your Scouters, your peers, and your juniors?

h.

Are you prepared to listen to other people’s point of view, even if it conflicts
with your own?

i.

Can you argue your own point of view in a mature manner (without losing your
cool)?

j.

Do you have a mature relationship with your parents? How well do you
communicate with them?

k.

Do you appreciate the value of time and money, and are you learning to budget
how to spend these effectively?

l.

Have you started to think beyond your schooldays, about possible future careers
or further studies? Have you thought about new arrangements that may need to
be made when you leave school?

EXPLORER
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Be prepared to cross-examine yourself
The final level lies ahead of you – the Springbok Award. Hopefully you will
have left yourself sufficient time for this level without having to rush through the
requirements. When you revisit your programme to complete these, remember
that what you do for some parts of the badge must be approved by the Area
Commissioner (or his appointed representative) before you tackle them. These
are: the service project, the construction project, the expedition and the discussion.
If you can agree on suitable activities with your Troop Scouter at this meeting, he
will be able to request approval from the Area Commissioner in good time. You can
also discuss the feasibility of earning additional Challenge Awards, to broaden your
Scouting activities further.
It is a real achievement to qualify as an Explorer Scout. Well done! The final
Springbok Award level will consolidate everything you have learned and done
in Scouting, and will provide you with a firm foundation for your adult life. If you
feel that you may have fallen short in any part of Scouting’s ideals, you have the
chance still to master them during the next level. Your Troop Scouter will help you
determine the best way of achieving this. It is a great honour to earn that Springbok
Award, and it will be essential that you measure up to the qualities of a top Scout in
every respect.
On your path towards the Top Award you will prepare for your life as a responsible
citizen. Explore all opportunities for furthering the ideals of Scouting outside the
Troop, and consider the preparations necessary for your career or studies. “Be
Prepared” is our motto. Live up to that motto now. Be Prepared for your life ahead.

288

