York District Spring Camporee 2008 Activities


GATEWAYS:

Troops are encouraged to built a gateway in keeping with the Camporee theme. Theme idea should honor or remember our Veterans. Be sure they are structurally safe in case of wind.

CAMPFIRE SKITS:

Each Troop is encouraged to perform a skit, song, or recite a brief inspirational or humorous anecdote related to the Armed Services. Troops should preferably to send in ideas before Camporee.  Dave Walker will discuss at the Scoutmaster / SPL meeting on Friday night

ACTIVITIES/COMPETITIONS:

The activities are designed for Patrol groups of 4 boys. The games are designed for team-building, cooperation, innovation and Scout skills, most not favoring size of scout. Most will be scored by highest points, which is easier to tally than best times overall. Announce 1st, 2nd, 3rd and Place for each event at Sunday Awards & Closing. 

1. Snapper Fishing (1 to 2 set-ups at station): Four 5ft walking staffs, some 3ft lengths of lashing cordage and a couple of the very large mouse traps. The staffs must be lashed together to reach across a marked-out “river” about 16ft across and catch the trap on the opposite “bank”. Under 5mins-10pts, 5-6mins-5pts, 7-8mins-4pts, 9-10mins-3pts, 11-12mins-2pts, 13mins or more-1pt

2. Rope Climb (1 set-up at station): Hang a heavy rope from a sturdy tree limb about 15-18ft off the ground. Each team member must climb high enough to touch a knotted scarf near the top. Other team members may hold bottom of rope from swinging. 5pts if all 4 patrol members climb, or 1 pt each for each person making it, or 4pts if 1 or 2 scouts climb for themselves & the remaining patrol members. space req'd approx 20ft diameter circle plus queue for at least 24 people.

3. Mud Flat Race (1 to 2 set-ups at station): Two parallel 2x6 planks approx 6-8ft long with equally spaced rope loops for feet. The scouts stand with left feet looped to left plank, right feet looped to right plank. The team must lift first their right feet and then their left feet in unison in order to make the planks walk 20ft to finish line. Harder than it looks, if team tips over, they must re-organize on spot and continue. Timed Points, 1min=10pts, 2=9, 3=8, 4=7, 5=6, 6=5, etc., 10min or over=1pt, space req'd approx 20ftx30ft plus queue for at least 24 people.

4. Lava Crossing Swing (1 set-up at station): Heavy rope suspended from tree, two small areas approx 36"-42" in diameter set in line about 10ft apart in line with swing. Team must all start standing within one circle without touching surrounding ground, and each swing across to other spot until all are standing inside the other circle, still without touching the ground at any spot, holding for at least 5seconds. If any member falls outside the circles, the team must start over. If a member lets the rope slip out of reach, they must retrieve it without leaving their circle. (tip: may use clothing) Timed points, 1min=10pts, 2=9, 3=8, 4=7, 5=6, 6=5, etc., 10min or over=1pt. space req'd approx 10ftx30ft plus queue for at least 24 people.

5. River Crossing (1 set-up at station): Two 2x8 or 2x10 planks, 4ft long, 8 concrete blocks with 8x16 surface area, laid out in a zig-zag pattern, approx 15-18 ft across. Planks are laid from one block to the next, leaving room for the next plank to be laid down. Team starts by all standing on first plank between "stones", laying down the second plank, crossing over so all are standing on the next, picking up the first plank, passing it forward to the first member in line, who lays it across to the next stone. The team continues this relay until across the "river". If a member "falls in", the team starts over. Timed points, 1min=10pts, 2=9, 3=8, 4=7, 5=6, 6=5, etc., 10min or over=1pt. space req'd approx 10ftx30ft plus queue for at least 24 people.

6. Ravine Crossing (1 set-up at station): Need a heavy rope tied tautly between two trees approx 9-10ft from ground, 20 ft apart and a step ladder or equivalent. Team must cross "ravine" using the rope without touching ground or dropping off too soon. Timed points, 1min=10pts, 2=9, 3=8, 4=7, 5=6, 6=5, etc., 10min or over=1pt,, space req'd approx 10ftx40ft plus queue for at least 24 people.

7. Rescue Race (1 to 2 set-ups at station): Need two sturdy 6ft poles and one horse blanket per set-up. Team must make a blanket stretcher, place a "wounded victim" on it and quickly transport the victim to "safety" approx 50 ft away (or use U-loop 25ft long x 10ft wide, 20ft wide overall). Next, pair into two's and use Fireman's carry to travel back to beginning. Next two-man "chair" carry back across course. Timed Event, 15min limit?, space req'd approx 20ftx60ft plus queue for at least 24 people.

8. Styrofoam Cup Race (1 to 2 set-ups at station): Place a bucket 30ft away from a tub of water or lakefront and give each team a Styrofoam cup. Team members take turns to fill the cup with water, race to the bucket to empty it, and return to give the cup to the next Scout. Three minute event, scored with how much water gets into the bucket, space req'd approx 10ft x50ft plus queue for at least 24 people.

9. Log Pull Relay (1 set-up at station): 10ft rope, heavy log about 6ft long Teams are arranged with two Scouts at each end of the course. The first Scout ties the rope to a log with a timber hitch and pulls the log to the other end of the 30-40ft course to be pulled back by the second Scout, and so on. Tip: The timber hitch is a fast knot to tie but, if they make it a single, they must keep on the tension at all times. Timed Event, 10min limit?, space req'd approx 10ftx60ft plus queue for at least 24 people.

10. Fire Starting/ String Burn (2 set-ups at station): kindling/laid fire must be under 12", string is at 18". Use cotton, not nylon string. Timed event with bonus points for using only one match, more points for using flint/steel. Timed Event, plus points, space req'd approx 15ft x20ft plus queue for at least 24 people. *Event subject to fire conditions-see 11.

*11. Rope Rescue (1 to 2 set-ups at station): Substitute for Fire Starting Need a rope approx 25-30ft long and a "victim". The Team stands behind a line 20ft from the victim (who can only move his arms) and must accurately coil and throw the rescue rope to within the victim's reach. Only 2 throws per team member, scored as number of successful throws divided by number of team members. Highest ratios win. (Alternate: use five 6ft ropes which Scouts have to attach with square knots first), 2pts each scout for successful throw first try, 1pt each scout for successful throw with two or more tries. space req'd approx 10ftx35ft plus queue for at least 24 people.

CAMP-WIDE EXPOSITIONS 1PM-4:30PM

Preliminary suggestions below…pick some from what’s shown and/or give us more ideas.

Adults Turn: Leaders & Guests get to try the courses after the boys have finished up. 

Camp-Wide Tug-of-War: Navy Yard is supplying tug-of-war rope rope. All troops are paired off by size, and can be evened out for fairness. Scarf tied in middle must be pulled about 4ft off center to win. Can be run like playoffs for an ultimate winner.

Navy Expo: Scale Model of Modern Nuclear Submarine, Security Training Gear Demo

Marines: Hummer & Trailer

Air Force-ANG: Mini plane KC-135

Coast Guard: Rigid Hull Inflatable Boat

Army: Foxhole mortar emplacement, (TBC)

WWII Period Command Tent display: Jeff Fregeau

WWII memorabilia display – Larry Aiello

Revolutionary War Re-enactment Camp: Sponsored by Second Regiment of York County. 

French-Indian War period re-enactment: Blaine Porter

Rocketry : Expo of rocket models, the basic information on how to get started. Part of Space Exploration merit badge.

Orienteering/Geo cache course in Forest (TBC)

Saturday evening service: Camporee Chaplain Father Bob Cordery. Class A uniforms req'd.

Flag Folding Ceremony at Saturday Night Retreat: (see separate document) Class A uniforms req'd.

Campfire ceremonies: MC, opening, anecdotes & skits, open for suggestions, contact Dave Walker. Class A uniforms.

Flag Retirement Ceremony to close Campfire (see separate document)

Taps at end of Campfire, Sat morning Reveille: Need to secure 2 buglers (one for echo) and a third backup to be safe.
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