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Filipino Diagonal Lashing

Step 1—Start with the middle of the rope, tucking  
the running ends through the middle loop after  
going	around	both	spars.	Use	the	loop	to	pull	the	 
spars together.

Step 2—Proceed as for a diagonal lashing, taking  
the running end around both spars, keeping both  
ends together.

Step 3—Separate the ends and take frapping turns 
between the spars, pulling the rope tightly.

Step 4—Finish with a square knot. The Filipino lashing 
is a good alternative for the diagonal lashing.

Figure-of-Eight Lashing

Step 1—Lay three spars along-
side each other, butt to butt, 
tip-to tip.

Step 2—Tie a clove hitch around 
the outside spars, and twist the 
end around the rope.

Step 3—Alternate the rope over 
and	under.	Use	six	or	more	
loose-turns.

Step 4—Finish with a 
clove-hitch.

Step 5—Make frapping turns 
between each pair of spars.

Step 6—Open the three legs to form an equilateral tri-
angle at the base, with spars an equal distance from 
each other.

Step 7—To complete the tripod, square-lash three extra 
spars across the butts a foot or so from the base. For 
greater security, heel the butts into the turf.

Japanese Square Lashing

Step 1—Start as if for a square lashing, but with about 
30 percent more rope. Double the rope and pass the 
bight to the lower spar.

Step 2—With the two parts of the rope side by side, and 
never overriding, take two complete turns around both 
spars, the same as for the traditional square lashing.

Step 3—Take the two parts of the double rope and 
make frapping turns by taking two ropes between the 
spars in opposite directions. (One advantage is that it is 
easier to pull these turns very tight.) Two or three turns 
are sufficient.

Step 4—Finish	the	lashing	by	joining	the	two	running	
ends together with a square knot and tucking in the ends.

Balloon Launch

Another summertime event is the balloon launch, in 
which	the	objective	is	to	get	the	other	patrol	members	
wet. Each patrol is given a launch site separated from 
the others by at least 50 feet and is instructed to stay 
within the boundaries. 

Each patrol receives 10 feet of surgical rubber tub-
ing, a 4-by-6 piece of leather, 25 balloons, and a bucket 
of-water.

Two Scouts hold the ends of the tubing, and a third 
Scout pulls back the balloon in the leather pouch and 
attempts to aim it at the other patrols.

1 2

3 4

5

1

1 2

3 4
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mechanIcs
Troop meeTIng pLan

Date ______________________ Week 1

 acTIVITY DescrIpTIon run bY TIme

Preopening Have Scouts demonstrate rope whipping or fusing synthetic 
rope and splicing rope.

______ minutes

Opening Ceremony •	 Form	the	troop	into	a	horseshoe.

•	 Hold	a	uniform	inspection.

•	 Repeat	the	Scout	Oath.

•	 Repeat	the	American’s	Creed	(Boy Scout Handbook).

______ minutes

Skills Instruction •	 New	Scouts	practice	tying	clove	hitch,	square	knot,	and	
bowline. Do Rescue Race. (See the Games section of the 
Troop Program Resources.*)

•	 Experienced	Scouts	can	see	a	presentation	by	a	mechanic	
or go to an auto repair center or school to see how engines 
work and are maintained.

•	 Older	Scouts	work	on	the	Venture	program	or	practice	knots	
and study ropes needed for rappelling (Fieldbook).

______ minutes

Patrol Meetings Discuss plans for the outing this month. Make sure everyone 
knows his assignments. If it is to be an overnighter, begin 
planning meals, the patrol duty roster, equipment distribution, 
and tent needs. Any Scouts who have not been camping will 
need extra help. All other patrols work on plans for activities 
toward rank advancement.

______ minutes

Interpatrol Activity Play Hot Isotope Transport. (See the Games section of the 
Troop Program Resources.*)

______ minutes

Closing •	 Scoutmaster’s	Minute.

•	 Retire	colors.

•	 Sing	“Scout	Vespers”	(Boy Scout Songbook)
______ minutes

Total 90 minutes of meeting

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

SM

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

Date ______________________ Week 2

 acTIVITY DescrIpTIon run bY TIme

Preopening 

______ minutes

Opening Ceremony 

______ minutes

Skills Instruction •	 New	Scouts	learn	basic	lashings—square, diagonal, and 
shear. Make a simple camp gadget.

•	 Experienced	Scouts	continue	to	work	with	engines,	return	
to the auto center, or visit a different machine maintenance 
area.

•	 Older	Scouts	work	on	the	Venture	program	or	make	plans	
for a fishing expedition at the troop outing; plan to prepare 
the fish for a meal.

______ minutes

Patrol Meetings Review assignments for the campout. First-time campers con-
tinue working on procedures for hiking and camping. All other 
patrols continue work on activities for advancement for the 
outing. Practice interpatrol activities.

______ minutes

Interpatrol Activity Do Roman Chariot Race. (See the Games section of the  
Troop Program Resources.*)

______ minutes

Closing •	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

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

SM

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

Date ______________________ Week 3

 acTIVITY DescrIpTIon run bY TIme

Preopening 

______ minutes

Opening Ceremony 

______ minutes

Skills Instruction •	 New	Scouts	review	basic	hiking	skills	and	what	to	do	if	they	
get lost. Learn how to pack a backpack.

•	 Experienced	Scouts	continue	to	work	with	machines.	If	pos-
sible, work on a lawn mower motor or other small engine.

•	 Older	Scouts	work	on	the	Venture	program	or	finish	plan-
ning a fishing event for the campout.

______ minutes

Patrol Meetings Finalize menus for this month’s campout and make sure 
everyone knows what he needs to bring. Review clothing 
and equipment needs and collect any necessary fees. Practice 
interpatrol activities.

______ minutes

Interpatrol Activity Play Reactor Transporter. (See the Games section of the  
Troop Program Resources.*)

______ minutes

Closing •	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

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

SM

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

Date ______________________ Week 4

 acTIVITY DescrIpTIon run bY TIme

Preopening 

______ minutes

Opening Ceremony 

______ minutes

Skills Instruction •	 New	Scouts	learn	the	basics	of	tent	pitching.	Review	 
square lashing and practice diagonal lashing (Boy Scout 
Handbook).

•	 Experienced	Scouts	continue	to	work	on	engines.

•	 Older	Scouts	work	on	the	Venture	program	or	assist	younger	
Scouts with tent pitching.

______ minutes

Patrol Meetings Review plans and assignments for the hike-campout. Make 
sure everyone knows the travel plans and equipment needs. 
Go over the patrol duty roster. Practice interpatrol activities 
that will take place.

______ minutes

Interpatrol Activity Do Flagpole Raising. (See the Games section of the  
Troop Program Resources.*)

______ minutes

Closing •	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

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

SM

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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mechanIcs
Troop ouTDoor program pLan

Date ______________________

 TIme acTIVITY run bY

Friday evening Load gear at meeting location and leave for camping area. Plan only a light  SPL 
 meal en route.

 Arrive at campsite, off-load equipment. Set up patrol sites.  SPL/PL

Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First  Cooks,  
6:30 a.m. and Second Class requirements.) assistants

7:00 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out  
 sleeping bags.

7:30 a.m. Breakfast

8:00 a.m. Clean up. Cooks

 Patrols put up the gear for morning activities, clean up patrol site.

8:30–11:30 a.m.	 Work	on	pioneering	project.	 SPL

Noon Lunch

12:30 p.m. Clean up. Cooks

 Free time

1:00 p.m.	 Work	on	pioneering	projects.	 SPL

4:30 p.m. Start dinner preparation. Cooks

5:30 p.m. Dinner SPL

6:00 p.m. Clean up. Cooks

8:00 p.m. Campfire SPL

9:00 p.m. Cracker barrel

10:00 p.m. Lights out

Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First  Cooks,  
6:30 a.m. and Second Class requirements.) assistants

7:00 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out  
 sleeping bags.

7:30 a.m. Breakfast

8:00 a.m. Clean up. Cooks

 Patrols put up the gear for morning activities, clean up patrol site.
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 TIme acTIVITY run bY

8:30 a.m. Worship service

9:00–11:00 a.m. Fishing

11:00 a.m. Break camp.

Special equip- Scout staves, rope, spars, troop camping equipment 
ment needed
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Scouts discover quite a lot about nature in the course of 
camping and hiking. They learn the properties of vari-
ous trees, how to predict a coming storm, how to iden-
tify common birds, and where to find animal tracks.

This month we will try to enhance their knowledge 
of nature with some systematic learning-by-doing, and 
also show them how to conserve our nation’s natural 
resources.

The Nature program feature reminds most people 
of the wilderness. But the natural world is everywhere, 
even in the heart of a big city. In almost any city park, 
the troop can find trees, plants, birds, and probably 
small mammals. So no matter where your troop is 
located,	you	can	find	nature	just	outside	the	meeting	
place door.

The big event will be a nature adventure. It might 
be a weekend campout or a one-day outing. Ideally, the 
site will have a varied ecology—woods, meadows, a 
pond—because the greatest variety of trees, plants, and 
wildlife can be found in such a place.

Activities for the nature adventure might include 
building a nature trail, collecting specimens for a troop 
nature	museum,	performing	a	conservation	project,	or	
learning how to identify birds, trees, or other natural 
phenomena.

scouTIng ouTcomes

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

•	 An	appreciation	of	the	wonders	of	nature	and	possi-
bly a greater feeling of closeness to God

•	 An	understanding	of	how	pollution	affects	the	natural	
world and how Scouts can help to stop it

•	 A	strengthened	resolve	to	do	their	“duty	to	country”	
through good conservation practices

•	 Increased	self-confidence

aDVancemenT opporTunITIes

By month’s end, all Scouts should meet many of  
their basic nature requirements through First Class. 
Depending on the campout activities, they may also 
complete all or part of the following rank requirements:

Tenderfoot

•	 Outdoor—cooking, camping, hiking, nature

•	 Citizenship—flag ceremonies, Good Turn

•	 Patrol/troop	participation—patrol identification

•	 Personal	development—Scout Oath and Law

naTure
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Second Class

•	 Outdoor—cooking, camping, hiking, nature

•	 Citizenship—flag ceremonies, Good Turn

•	 Patrol/troop	participation—leadership

•	 Personal	development—Scout Oath and Law

First Class

•	 Outdoor—cooking, camping, nature, hiking

•	 Patrol/troop	participation—leadership

•	 Personal	development—Scout Oath and Law

Merit Badges. Older Scouts can concentrate on 
the Nature merit badge this month. Depending on 
activities during the campout, they may also com-
plete requirements in Camping, Cooking, Hiking, 
Pioneering, Mammal Study, Geology, Fish and Wildlife 
Management, Insect Study, and Wilderness Survival.

parenT/guarDIan parTIcIpaTIon

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

•	 Asking	qualified	people	to	help	with	troop	meeting	
instruction on nature

•	 Inviting	parents	to	come	along	on	the	nature	adventure

•	 Asking	parents	to	provide	transportation,	if	neces-
sary, for the nature adventure

paTroL LeaDers’ councIL

The patrol leaders’ council should meet during the early 
part of the previous month to plan troop activities for 
this program feature. If you don’t complete all items on 
the following agenda, continue planning at patrol lead-
ers’ council meetings after each troop meeting.

•	 Decide	on	a	site	for	the	nature	adventure.	If	possible,	
choose a place with a variety of nature environments 
so that Scouts will find a wide range of trees, plants, 
and animals. If the site is near a fish hatchery or 
game or forest preserve, the troop might plan a visit. 
Assign someone to secure permissions, if necessary.

•	 Decide	whether	to	make	the	big	event	a	campout	or	
one-day event. Obviously, more activities are possible 
on a campout.

•	 Choose	activities	for	the	nature	adventure.	Consider	
the other ideas on these pages.

•	 Consider	inviting	a	Nature	merit	badge	counselor	or	
a counselor for another nature-related badge to help 
with troop meeting instruction and on the nature 
adventure.

•	 Plan	details	of	troop	meetings.

FeaTure eVenT

Nature Adventure

Since	the	subject	of	nature	is	as	big	as	all	outdoors,	
there is a broad range of possible activities for the big 
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event this month. The patrol leaders’ council should 
make its choices based on the interests of the Scouts 
and their needs for advancement.

As one possibility, the patrol leaders’ council might 
use requirements for one of the nature-related merit 
badges as an outline for the nature adventure. For 
example, if the focus were on the Nature merit badge, 
activities might include bird identification, setting out 
bird feeding stations, plaster casting of animal tracks, 
identifying reptiles and amphibians, collecting insects, 
fishing, and identifying wild plants.

Unless	one	of	the	troop’s	activities	will	be	a	conser-
vation	project,	allow	some	free	time	in	the	program	so	
that patrols can do a conservation Good Turn to help 
young	Scouts	pass	the	requirement	for	a	service	project	
for Second Class rank.

Below are other possibilities for the nature adventure.

Nature Trail
A troop nature trail is an excellent learning device—
much better than nature books—because the Scouts 
can	see,	smell,	and	touch	an	object	while	they	learn.	
Obviously your trail will not be as long, detailed, or 
as permanent as the one in the council’s Scout camp. 
Assuming you will use it for only one weekend, the 
markers	can	be	3-by-5-inch	cards	taped	to	the	object.	
Ask a leader who is an amateur naturalist or a Nature 
merit	badge	counselor	to	choose	the	objects	to	be	
marked along the trail. Label these on the spot. Here 
is an example of a good label: “This lead-pencil tree, 
red cedar, is the favorite wood for making pencils. The 

wood is also used for cedar chests. Smell it!” That’s 
much better than “Red cedar—Juniperus Virginia, 
northeastern	United	States.”

Here are other good signs:

•	 W-H-I-T-E	pine—five letters to the name, five needles 
to the cluster.

•	 Bark	like	alligator	skin?	It’s	dogwood.

•	 Leaflets	three—let it be. Poison ivy!

It is not necessary to identify every tree, plant, and 
rock in the area. Your primary purpose should be to 
identify	the	most	common	objects	of	the	natural	com-
munity and to point to other things in the natural world.

For example, you might have a marker where deer 
have grazed, where a beaver has been at work, or 
where lichens have found a toehold in rock. Another 
might be a fallen, rotting tree that has become a feeding 
and nesting ground for insects and reptiles.

After going over your trail, the Scouts should have 
some understanding of the “web of life” as well as a 
knowledge of common trees and plants. Remember to 
remove the trail signs at the end of the activity unless it 
is to become a permanent nature trail.

Conservation Project

A conservation Good Turn would, of course, be an 
excellent highlight for the nature adventure. A few pos-
sibilities are listed below. Be sure to get permission 
from	the	property	owner	before	tackling	the	job.
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For good advice on these and other conservation 
projects,	see	the	Fish and Wildlife Management and Soil 
and Water Conservation merit badge pamphlets.

•	 Planting	food	plants	for	birds	and	mammals.

•	 Building	a	fence	or	a	“living	fence”	to	exclude	live-
stock from a wildlife habitat.

•	 Building	and	setting	out	nesting	boxes	and	brush	
piles for birds and mammals.

•	 Planting	hedges	or	windbreaks	to	create	winter	cover	
for wildlife.

•	 Planting	a	gully,	road	cut,	fill,	or	eroding	area	to	pro-
vide wildlife shelter and reduce erosion.

•	 Building,	stocking,	or	fertilizing	a	farm	pond	for	fish.

•	 Building	check	dams,	deflectors,	or	cover	devices	to	
provide shelter for fish and reduce erosion.

•	 Protecting	a	stream	bank	with	plantings	or	riprapping.

•	 Building	a	grass	waterway	on	sloping	land.

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

•	 Planting	grasses	or	other	ground	cover.

Troop Nature Museum

The patrol leaders’ council might want to have a nature 
museum to study back home. If so, the nature adven-
ture would be a good starting point.

Keep	the	museum	project	simple	and	have	a	definite	
plan for it. Don’t collect everything in sight for the sake 
of collecting. One way to do it would be to assign each 
patrol to one task, such as:

•	 Collect	the	10	most	common	insects	in	your	area.

•	 Make	plaster	casts	of	four	different	animal	tracks.

•	 Make	a	rearing	cage	inhabited	by	six	caterpillars.

•	 Collect	10	kinds	of	wood	and	mount	for	display.

•	 Collect	five	kinds	of	soil.

•	 Collect	and	prepare	six	common	rocks	for	display.

•	 Plant	six	different	tree	seedlings	in	tin	cans.

Before you begin collecting, make sure that you will 
be permitted to take samples from the site. Some parks 
don’t permit anything to be taken. Ask the landowner 
or land manager for permission.

Nature at Night

Nature never sleeps. Throughout the night the 
 wilderness teems with life. You might hear skunks and

raccoons scurrying for a late supper, a coyote howling, 
or a fox barking. In the summer, insects hum through 
the brush, sampling the foliage. In the distance, a night-
hunting owl hoots.

Getting close to all this wildlife (except insects!) is 
a problem. Nocturnal critters are shy and not easy to 
spot. But it can be done if your Scouts are patient and, 
above all, quiet.

At night, sit quietly at least 10 yards from a tracking 
pit. Remaining absolutely quiet, shine a flashlight on 
the pit at intervals of 5 minutes or so. Curiously, the 
light won’t bother the guests.

It is possible that no animals will appear while 
humans are near, even if Scouts are quiet. But in the 
morning, you are almost certain to see tracks in the 
loose soil of the tracking pit. A light snack might help 
attract animals.

The same idea of spotting nocturnal animals by 
flashlight might work with various baits. For deer, try 
a salt lick—a block of salt from a feed store. For night-
roaming rodents such as mice, use peanut butter, nuts, 
or cereal grains. Raccoons, skunks, and opossums will 
be attracted to any leftover food.

Nature Contests

Below are three games that might be played during the 
nature adventure. 

BRING ME. The leader asks patrols to bring him a sin-
gle leaf from a particular tree. Everyone must bring the 
correct specimen for the patrol to receive credit. Then 
send the patrols out for another specimen.

TOUCH. Play this game in or near woods. The leader 
calls out the name of any tree and the patrols scatter to 
find one. The first patrol with all members touching the 
correct tree earns a point. Continue naming other nearby 
trees until one patrol has earned 5 or more points.

NATURE MARATHON. If you have a nature trail, this 
game can be played after all Scouts have traveled the 
trail. Replace all the trail signs with cards that only have 
numbers on them.

Each Scout is given a pencil and sheet of paper. At 
intervals of about 30 seconds, send Scouts out on the 
trail. At each numbered card, the Scout stops and writes 
on	his	paper	the	identity	of	the	object.	He	then	races	to	
the	next	object.	Time	each	runner.	The	winner	is	the	
Scout with the most correct identifications. If there is a 
tie, the winner is the Scout with the most correct identi-
fications in the fastest time.

If this game is played as an interpatrol contest, the 
patrol’s score is the average number of correct answers 
by all patrol members.
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naTure
Troop meeTIng pLan

Date ______________________ Week 1

 acTIVITY DescrIpTIon run bY TIme

Preopening Have Scouts collect litter outside the meeting location. Then 
have a display of edible plants for Scouts to review (Boy Scout 
Handbook).______ minutes

Opening Ceremony •	 Form	the	troop	into	a	square.

•	 Repeat	the	Scout	Oath	and	Outdoor	Code.

•	 Repeat	the	Pledge	of	Allegiance.
______ minutes

Skills Instruction •	 New	Scouts	work	on	identifying	poisonous	plants	and	rep-
tiles in your area, and learn how to treat contact with them.

•	 Experienced	Scouts	begin	plans	for	a	nature	hike	or	conser-
vation	project.

•	 Older	Scouts	work	on	the	Venture	program	or	plan	a	week-
end canoe trip. Be sure to review the Safety Afloat rules.

______ minutes

Patrol Meetings Discuss plans for the outing this month and make sure every-
one knows his assignments. If it will be an overnighter, begin 
planning meals and the patrol duty roster, and make plans for 
equipment distribution and tent needs. Any Scouts who have 
not been camping yet will need some extra help. All other 
patrols plan activities to work on advancement related to 
nature and outdoors.

______ minutes

Interpatrol Activity Play Nature Go-Down. (See the Games section of the  
Troop Program Resources.*)

______ minutes

Closing •	 Sing	“Taps.”

•	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

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

SM

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

Date ______________________ Week 2

 acTIVITY DescrIpTIon run bY TIme

Preopening 

______ minutes

Opening Ceremony 

______ minutes

Skills Instruction •	 New	Scouts	stake	out	a	9-square-foot	area	outside	the	meet-
ing	hall.	They	study	the	nature	objects	within	that	area	and	
identify whatever they find.

•	 Experienced	Scouts	continue	to	work	on	a	nature	hike	or	
conservation	project.

•	 Older	Scouts	work	on	the	Venture	program	or	continue	
making plans for a canoe trip.

______ minutes

Patrol Meetings Review assignments for the campout. First-time hikers con-
tinue working on troop procedures for hiking and camping. 
All other patrols continue to work on activities on advance-
ment for the outing.

______ minutes

Interpatrol Activity Do Nature Scavenger Hunt. (See the Games section of the 
Troop Program Resources.*)

______ minutes

Closing •	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

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

SM

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

Date ______________________ Week 3

 acTIVITY DescrIpTIon run bY TIme

Preopening 

______ minutes

Opening Ceremony 

______ minutes

Skills Instruction Nature Ramble
Patrols are sent out within a specified distance from the  
meeting place to look for conservation work that could be 
used in their rank advancement. Collect items for the  
interpatrol activity.

______ minutes

Patrol Meetings Finalize the menu for this month’s outing and make sure 
everyone knows what he will need to bring. Review clothing 
and equipment needs and collect any necessary fees. Review 
plans	for	any	upcoming	patrol	projects.

______ minutes

Interpatrol Activity Do Nature Memory Hunt. (See the Games section of the  
Troop Program Resources.*)

______ minutes

Closing •	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

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

SM

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

Date ______________________ Week 4

 acTIVITY DescrIpTIon run bY TIme

Preopening 

______ minutes

Opening Ceremony 

______ minutes

Skills Instruction •	 New	Scouts	review	troop	camping	procedures	and	their	
involvement in the troop campout (Boy Scout Handbook).

•	 Experienced	Scouts	finalize	plans	for	the	nature	hike	or	
conservation	project.	If	it	will	coincide	with	the	troop	outing	
this month, make sure they share duties with the troop.

•	 Older	Scouts	work	on	the	Venture	program	or	finalize	your	
plans for the canoe trip. Make sure they have met all of the 
necessary prerequisites.

______ minutes

Patrol Meetings Review plans and assignments for the campout. Make sure 
everyone knows the travel plans and equipment needs. Go 
over the patrol duty roster. Make sure that you have any  
special	equipment	required	for	the	nature	projects.

______ minutes

Interpatrol Activity Play Nature Kim’s Game. (See the Games section of the  
Troop Program Resources.*)

______ minutes

Closing •	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

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

SM

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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naTure
Troop ouTDoor program pLan

Date ______________________

 TIme acTIVITY run bY

Friday evening Load gear at meeting location and leave for camping area. Plan only a light  SPL 
 meal en route.

 At the campsite, off-load equipment and set up patrol sites. Stow gear and  SPL/PL 
 set up camp. 

Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First  Cooks, 
6:30 a.m. and Second Class requirements.)  assistants

7:00 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out  
 sleeping bags.

7:30 a.m. Breakfast

8:00 a.m. Clean up. Cooks

 Patrols put up the gear for morning activities, clean up patrol site.

8:30–11:30 a.m.	 Set	up	nature	trail	or	do	conservation	project.	 SPL

11:30 a.m. Sack lunch

Noon Continue conservation/nature activities. SPL

4:30 p.m. Start dinner preparation. Cooks

5:30 p.m. Dinner SPL

6:00 p.m. Clean up. Cooks

8:00 p.m. Troop campfire SPL

9:00 p.m. Cracker barrel

10:00 p.m. Lights out

Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on  Cooks,  
6:30 a.m. First and Second Class requirements.) assistants

7:00 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out  
 sleeping bags.

7:30 a.m. Breakfast

8:00 a.m. Clean up. Cooks

 Patrols put up the gear for morning activities, clean up patrol site.

8:30 a.m. Worship service
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 TIme acTIVITY run bY

9:00–11:00 a.m. Patrol games—Use	four	games	from	the	Games	section	of	Troop Program  
 Resources.*

11:00 a.m. Break camp.

Special equip-	 Cameras,	pens,	tools	for	conservation	project,	troop	camping	equipment 
ment needed

*Troop Program Resources for Scout Troops and Varsity Teams, Supply No. 33588
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Finding your way in the woods or on a mountain trek 
can challenge the abilities of the most experienced out-
doorsman. In America’s early days, the frontiersmen 
who opened the unmapped western lands traveled by 
highly developed powers of observation and memory. 
They could read the signs of mountain ridges, rivers, 
vegetation, wind direction, cloud movements, and the 
position of the sun, moon, and stars.

Today we have topographic maps and compasses for 
pathfinders. Being able to read maps, use compasses, 
and figure heights and widths are the skills needed for 
orienteering. The sport also requires thought, planning, 
decision-making, and stamina. As you plan for this 
program feature, make sure you provide challenges for 
Scouts of all skill levels.

Once your Scouts learn the secrets of orienteering, it 
will help them on all outdoor expeditions. Orienteering 
makes it possible to use shortcuts to trim travel distance 
and time. It also will lead them to explore out-of-the-
way places of special interest.

The highlight this month will be an Outback 
Weekend. It might be held at the council’s Scout camp 
or a large park. Plan a weekend of map-and-compass 
activities that will test Scouts of all skill levels in  
the troop.

scouTIng ouTcomes

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

•	 Enhanced	outdoor	skills,	especially	in	map	and	 
compass reading

•	 A	greater	understanding	of	how	to	plan	and	 
make decisions

•	 An	understanding	of	some	of	the	principles	 
of orienteering

•	 Increased	self-confidence

aDVancemenT opporTunITIes

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

Tenderfoot

•	 Outdoor—cooking, camping, hiking

•	 Citizenship—flag ceremonies

•	 Patrol/troop	participation—patrol identification

•	 Personal	development—Scout Oath and Law

orIenTeerIng
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Second Class

•	 Outdoor—cooking, camping, hiking

•	 Citizenship—flag ceremonies

•	 Patrol/troop	participation—patrol identification

•	 Personal	development—Scout Oath and Law

First Class

•	 Outdoor—cooking, camping, hiking

•	 Citizenship—flag ceremonies

•	 Patrol/troop	participation—patrol identification

•	 Personal	development—Scout Oath and Law

Merit Badges. Experienced Scouts can concentrate on 
the Orienteering merit badge. Depending on activities 
during the campout, they may also cover requirements 
in Camping, Cooking, Hiking, Wilderness Survival, and 
other outdoor-related merit badges.

parenT/guarDIan parTIcIpaTIon

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

•	 Asking	qualified	people	to	assist	with	instruction	 
for orienteering

•	 Having	a	family	campout

•	 Asking	people	to	provide	transportation	 
to the campsite

paTroL LeaDers’ councIL

The patrol leaders’ council should meet during the early 
part of the previous month to plan troop activities for 
this program feature. If you don’t complete all items on 
the following agenda, continue planning at patrol lead-
ers’ council meetings after each troop meeting.

•	 Decide	on	a	location	for	the	Outback	Weekend.	
Remember that you will need an area large enough to 
lay out an orienteering course, or at least have access 
to enough area to set the course.

•	 Plan	the	special	activities	for	the	campout.	See	the	
ideas on these pages.

•	 Inventory	the	troop	camping	equipment,	if	that	has	
not been done recently.

•	 Get	permission	from	the	owners	before	laying	out	an	
orienteering course.

•	 Plan	or	review	the	details	of	troop	meetings	for	the	
month. Assign patrol demonstrations for the month, 
covering skills that will be needed for the campout 
activities.
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FeaTure eVenT

Outback Weekend

There is fun and satisfaction in mastering map and 
compass skills. Orienteering is the art of traveling cross-
country by compass and map and doing it so accurately 
that you arrive at specified points (called “controls”) in 
a minimum length of time. The winner of an orienteer-
ing meet is the one who locates all controls and arrives 
at the designated destination in the shortest time.

Troop and patrol meetings this month give Scouts 
basic instruction in the use of a map and compass. The 
Outback Weekend gives them the opportunity to apply 
these skills in a very practical way.

The following are some suggestions for laying out 
the orienteering course at the campout:

•	 Have	the	course	test	the	skills	of	map	reading,	use	of	
compass, and brainpower rather than running power.

•	 Keep	the	course	within	boundaries	like	streams,	 
railroads, and highways. Point out these landmarks  
to the patrols before the event. Make sure the map 
and terrain agree before placing controls.

•	 Youth	leaders,	other	than	patrol	leaders,	can	set	up	
the course and oversee the controls. Each control will 
have a code letter or number that the checker will 
record on a card carried by each Scout.

mappIng probLem

Each patrol is to plot an accurate triangle from a known 
baseline; they may not leave the baseline.
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Method: Before the event, leaders plot a setup in the 
field as shown in the triangle diagram. The three corner 
points are represented by Scout staves secured upright 
with a shear lashing and visible from all points within 
the diagram. The baselines Pine-Spruce, Oak-Ash, Elm-
Maple, and Cedar-Fir are made by stretching twine 
between the stakes at the extreme end of each line. 
These lines and the corner markers can be located by 
measuring as well as by sighting along the edge of the 
diagram when it has been correctly oriented in the field.

Next, place a piece of plain white paper over the 
diagram on this page. By tracing, draw the exact Pine-
Spruce line and mark one end Pine and the other end 
Spruce. This is all that should appear on this paper. On 
another paper, trace the Oak-Ash line, and so on, until 
you have four sheets of paper with four lines. Give a 
sheet to each patrol.

Each patrol stations itself along the line shown on its 
paper and, without leaving that baseline, plots the three 
points—A, B, C—represented by Scout staves. Patrol 
members do this by sighting or by compass. When 
plotted, they mark the point on the patrol’s sheet of 
paper in exact relation to the original baseline already 

drawn. When all three points are marked, they can be 
connected to form a triangle. The paper is given to the 
leader, who checks for accuracy by comparing it with 
the original triangle shown on this page. If desired, you 
can work out your own triangle and baselines to fit the 
terrain in which your troop will be working.

Instructions given to the patrols: 
Drawn on your sheet is a baseline 20 meters long called 
“___________.” Your assignment in this exercise is to 
plot a large triangle in the field. You will be able to see 
the three corners of the triangle. They are marked by 
lashed tripods with colored flags at their tops.

Using	your	compass,	and	without	leaving	the	base-
line, draw the triangle on your paper. You can do this 
by standing at the ends of the baseline and sighting to 
the nearest corner markers. Write down the bearings in 
degrees.	Now	using	your	compass	as	a	protractor,	join	
the corners of the triangle and you have the three sides 
of the triangle.

You	will	be	judged	on	how	accurately	you	sight	with	
your compass, how correctly you draw the lines, and 
how quickly you complete this exercise.
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orIenTeerIng
Troop meeTIng pLan

Date ______________________ Week 1

 acTIVITY DescrIpTIon run bY TIme

Preopening Without using a map or compass, work on finding a location 
(Boy Scout Handbook).

______ minutes

Opening Ceremony •	 Conduct	a	troop	flag	ceremony.

•	 Conduct	a	uniform	inspection.
______ minutes

Skills Instruction •	 New	Scouts	work	on	how	to	use	a	compass	and	learn	basic	
map reading skills. Play Silver Dollar Hunt. (See the Games 
section of the Troop Program Resources.*)

•	 Experienced	Scouts	study	maps	of	the	area	to	be	used	for	
the Outback Weekend and begin plotting a 2,000-meter 
course with at least five controls.

•	 Older	Scouts	work	on	the	Venture	program	or	work	with	
younger Scouts on map and compass basics.

______ minutes

Patrol Meetings Discuss plans for the outing this month and make sure  
everyone knows what he will need to bring and what his 
assignments are. New Scouts will need an orientation on  
basic camping procedures. Plan additional activities that are 
not orienteering-related. Plan menus for the weekend.

______ minutes

Interpatrol Activity Play Blindfold Compass Walk. (See the Games section of the 
Troop Program Resources.*)

______ minutes

Closing •	 Closing	Ceremony.

•	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

After the Meeting Patrol leaders’ council reviews the next meeting and plans  
for the troop campout. Begin work on next month’s program 
feature.

SM

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

Date ______________________ Week 2

 acTIVITY DescrIpTIon run bY TIme

Preopening 

______ minutes

Opening Ceremony 

______ minutes

Skills Instruction •	 New	Scouts	practice	reading	map	signs	and	do	Direction-
Finding Relay. (See the Games section of the Troop Program 
Resources.*)

•	 Experienced	Scouts	continue	work	on	plotting	a	2,000-meter	
course. When that is completed, plan another course of 
3,500 meters with seven controls.

•	 Older	Scouts	work	on	the	Venture	program	or	continue	to	
work	with	younger	Scouts.	Prepare	any	projects	that	you	are	
working on for this month’s campout.

______ minutes

Patrol Meetings Review assignments for the campout. New Scouts should  
prepare materials they will need for the campout. Decide  
on menus and make necessary patrol assignments for meal 
preparation.

______ minutes

Interpatrol Activity Do Map Symbol Relay. (See the Games section of the  
Troop Program Resources.*)

______ minutes

Closing •	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

After the Meeting Patrol leaders’ council reviews the next meeting and plans for 
the troop outing. Troop committee conducts a board of review. 
Continue work on next month’s program feature.

SM

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

Date ______________________ Week 3

 acTIVITY DescrIpTIon run bY TIme

Preopening 

______ minutes

Opening Ceremony 

______ minutes

Skills Instruction 

______ minutes

Patrol Meetings 

______ minutes

Interpatrol Activity BEELINE HIKE
In Scouting, a beeline hike draws upon the lore of the old bee 
hunter.	The	object	of	the	hike	is	to	go	directly	from	one	point	
to another, regardless of obstacles in the path. One or more 
beelines may be determined in advance by the troop leaders. 
If only one line is decided on, then all patrols will follow it. 
However, it is more fun to establish a different beeline for each 
patrol, starting from widely separated points and converging 
at a common meeting place. Liven up the hike by having a 
pizza	as	the	objective.	Or,	the	objective	could	be	a	historic	
site, hidden treasure, etc. Patrols should take the most direct 
route possible, surmounting obstacles in the path by climbing 
or bridging. If there are insurmountable obstacles, the patrol 
will make four 90-degree turns, and then continue on the 
original course.

______ minutes

Closing •	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

After the Meeting 

SM

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

•	 New	Scouts	work	on	packing	a	pack	and	basic	tent	pitching	
techniques. Do Knot-Tying Relay. (See the Games section of 
the Troop Program Resources.*)

•	 Experienced	Scouts	continue	work	on	a	3,500-meter	course.

•	 Older	Scouts	work	on	the	Venture	program	or	finalize	 
plans	for	special	projects	you	will	be	working	on	during	the	
campout this month.

Finalize the menu for the outing this month. Make sure every-
one knows what to bring. Review clothing and equipment 
needs and collect any necessary fees. Remember that some 
groups will take longer to travel the orienteering course; you 
may want to consider a sack lunch.

Patrol leaders’ council reviews the next meeting and plans  
for the troop campout. Continue work on next month’s  
program feature.
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orIenTeerIng
Troop meeTIng pLan

Date ______________________ Week 4

 acTIVITY DescrIpTIon run bY TIme

Preopening 

______ minutes

Opening Ceremony 
______ minutes

Skills Instruction •	 New	Scouts	work	on	measuring	heights	and	distances.	Do	 
the Scout Pace Contest. (See the Games section of the Troop 
Program Resources.*)

•	 Experienced	Scouts	review	plans	for	the	orienteering	 
course. Designate someone to arrive at the site early to lay 
out the course.

•	 Older	Scouts	continue	work	on	the	Venture	program	or	 
get	necessary	equipment	for	the	projects	they	will	work	on	
during the campout.

______ minutes

Patrol Meetings 

______ minutes

Interpatrol Activity CRASH LANDING
Equipment: One topographic map for each patrol. All maps are 
of the same area.
Method: Announce that a plane has crashed at a certain point 
shown on the map. The crash site is some distance from a 
road. Give a map to each patrol and tell patrols to complete the 
following instructions within a given time:
1. Locate the scene of the crash on the map.
2.  Determine the route to be taken by car to a point nearest 

the crash scene.
3.  Determine the route to be taken on foot from the car to the 

crash scene.
4. List first-aid materials to be taken to the crash site by a patrol.
5. List other equipment to be taken.
6.  Make up a quick-cooking, lightweight menu for one meal, 

including food suitable for possible survivors.
Scoring:	The	patrol	that	does	the	best	job	on	the	total	project	wins.

______ minutes

Closing •	 Scoutmaster’s	Minute.

•	 Retire	colors.
______ minutes

Total 90 minutes of meeting

After the Meeting Patrol leaders’ council reviews the next meeting and plans for 
the troop campout. Finalize work on next month’s program 
feature.

SM

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

Review plans for the campout. Make sure everyone knows the 
departure time. Fine-tune your map and compass skills. New 
Scouts should make sure they have the proper clothing and 
personal gear for the campout.
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orIenTeerIng
Troop ouTDoor program pLan

Date ______________________

 TIme acTIVITY run bY

Friday evening Load gear at meeting location and leave for campsite. Plan only a light meal  SPL 
 en route.

	 Arrive	at	campsite.	Off-load	equipment	and	set	up	patrol	sites.	Unload	canoes		 SPL/PL 
 if a canoe trip is planned.

Saturday Cooks and assistants up. Prepare breakfast. (Cooks should be working on First  Cooks,  
6:30 a.m. and Second Class requirements.) assistants

7:00 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out sleeping  
 bags. Pack canoes for trip, if planned.

7:30 a.m. Breakfast

8:00 a.m. Clean up. Cooks

 Patrols put up the gear for morning activities, clean up patrol site.

8:30–11:30 a.m. Travel 2,000-meter orienteering course. Estimate heights of trees and widths of  SPL/PL 
 ravines or creeks.

11:30 a.m. Sack lunch

Noon Continue on orienteering course.

4:30 p.m. Start dinner preparation. Cooks

5:30 p.m. Dinner SPL

6:00 p.m. Clean up. Cooks

8:00 p.m. Troop campfire SPL

9:00 p.m. Cracker barrel

10:00 p.m. Lights out

Sunday Cooks and assistants up. Prepare breakfast. (Cooks should be working on  Cooks,  
6:30 a.m. First and Second Class requirements.) assistants

7:00 a.m. Everyone else up. Take care of personal hygiene, air tents, hang out  
 sleeping bags.

7:30 a.m. Breakfast

8:00 a.m. Clean up. Cooks

 Patrols put up the gear for morning activities, clean up patrol site.
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 TIme acTIVITY run bY

8:30 a.m. Worship service

9:00–11:00 a.m. Patrol games—Use	four	games	from	the	Games	section	of	Troop Program  
 Resources.*

11:00 a.m. Break camp.

Special equip- Topographic maps, compasses, troop camping equipment 
ment needed

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


