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Scout Uniform

The Scout Uniform consists of the following;
» Scout Shirt

» Scout Trousers

» Scout Belt

» Group Neckerchief

» Scout Woggle

There are three further optional items as follows;
» Scout Lanyard

» Scout Jacket

» Sea Scout Sweater




Introduction

You've decided to join Scouts?
You're most welcome!

You can achieve anything you put your mind to in Scouts.
There is a world of possibilities available. The door is wide
open and you don't need to pass a test to walk in. If you've
been a Cub Scout, then you already know about the fun and
adventure that's waiting for you, but if not, then come on in!

Scouts is all about doing something fun and challenging
with your friends. You, with your Patrol and some help
from your Scouters, organise enjoyable activities. Use your
imagination, the sky is the limit. You could climb to the top of Ireland's
tallest mountain, sail to the Isle of Man, make a difference to your local environment,
cycle to Spain, camp within the Arctic Circle, lead by example and make your community a better
place. Add your own ideas to the list!

This book describes the Scout section of the ONE Programme of Scouting Ireland. You'll get useful
details and encouragement on your Personal Journey through the Tom Crean Awards, Adventure Skills,
Special Interest Badges, Nautical Badges, and your Chief Scouts' Award before moving onto further
challenges in Venture Scouts.

Scouts traditionally collect badges, but that's been re-invented in the ONE Programme. You will chart
your own Personal Journey and your achievements on that journey will help you in your future life.

Have you heard of Tom Crean and his race to explore Antarctica and reach the South Pole with the
Scott and Shackleton expeditions? Just as he faced challenges on his journey, you too are about to
embark on a Personal Journey of discovery, growth, adventure, and above all, fun in Scouting!

By journey's end, you will have learned new skills and achieved your goals. Most importantly you will
have gathered great memories, friends, and stories along the way.

This is the start of something new, something that is action packed with

FUN, ADVENTURE, CHALLENGE, FRIENDS, OUTDOOR ACTIVITIES, A SOCIAL SCENE and
GREAT CRAIC!
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Hello my name is Tom Crean
You might have heard of me. But i not, let me introduce myseH:.

Jwas born in 1877 in Annascaul, Co. Kerry.dts a small vi”age onthe Dingle Peninsula,
between Ding]c and Tralee. | came from a {:arming Familg with ten children and mone
was tight. I wanted to cxPIore the world and I loved the sea, so ljoined the Roga] Navy
at the age of 152 J
For seven years | worked hard and learned all about sailing on the seas. | moved u
the ranks and in 19011 seized my chance to sail on Captain Robert Falcon Scott’s shi
“‘Discovery”. She was headed for Antarctica, the most Southern continent, with the
British National Expedition.

Disaster struck in the winter of 1902 when the “Discovery” was trapped in the ice.

I headed a trip inland with a few others. We carried all we needed with us; food,
medicine, ancrcampinggear. We were exhausted in the Frcezing cold and many of us
suffered from frostbite.

We tried cvcrything to free our ship, but didr’t succeed until sPring 1904. We headed
home and I returned to normal clutg in the Navy. In 1910 Captain Scott asked me to join
him on his second cxpcdition to the South Po ) this time onboard “Terra Nova”. But
now a Norwegjan team, lead bg Rolf Amusson, was racing us to the Pole!

CaPt_ain Scott did make it to the South Pole this time, but the Norwegjan cxPcdition
beat us to it. On the return lcg of our 'ourneg, traged struck. Scott and four of m
crewmates died ig the Freezing cold. The remaining team returned to F:ng]and in 1913 to
a huge welcome. King George Prcs'cntccl us with Polar Medals. | got the Albert Medal
witb jnotl'xcr sl’yiPmatc, for saving the life of our friend Lt. Evans. We werejust cloing
our utg.

One year later, I made my final voyage to Antarctica on the “Endurance” with Sir.
Ernest Shackleton. This fellow Irishman and explorer was known to all of us on the
crew as “The Boss”. We aimed to cross continental Antarctica from coast to coast.
Umcortunatclg this wild land defeated us again when our ship was sunk bg ice floes in
1915.

The entire crew of 28 men set out across the endless ice sccking sa)cety and survival.
Eventua”g we were rescued, and I returned to England in 1916 and continued to sail
with the Navy, until 1920 when | returned to my native Kerry.

Just as | embarked onjournc s full of excitement, cha”enges, and Pcrsonal growth
when I joined Scott and Shacﬁlcton in Antarctica, you too are about to embark on an
amazing Scouting Journey. You'll learn new skills, cxPcrience excitin cha”cnges, make
adifference in your community, make new friends, and create sPccia memories of
your voyage.

Throughout your Journeg, you can collect awards and badgcs‘ These are the outward
sign of honour and achievement for any explorer. And remcmbcr, adventures can
£ Shipk

begin angwherc...




l_didn’t understand it at the time, but 1 didr't just learn the basics of how to survive on my
expcdi’cions. I learned to do things for m scﬁl. | kep’c busg and devclopcd‘ my skills even
when stranded on the ice. I saw how worEing in small groups to achieve common goals
saved me ancl my crewmates.

I grew to understand Nature, notjus’c bg 1ool<ir\g after the domestic animals we’'d
brought with us, but also bg observing and writing about the [anclscape and creatures
around us. | valued the suPPort and guiclance of my crewmates. We worked toge’chcr as
ateam. Scrving and respecting my shipmates taught me to do the same with Familg and
friends when Ireturned home.

Evergthingl learned on each exPcclition hclped me on the next. | grew strong in heart,
aswell as skills, and became a true explorer. Above all, it was m éeclgc of honour as a
seaman which meant | alwags did my Personal best to fulfil my duty.

Your Scouting Journey bears many similarities to my exPeclitions. Itis dcsignecl for you

to Plot your own Personal Journeg and set out gour own achievements which will stand "
to you in future. By the end of your Journeﬁ, | ope you will have achieved 5ourgoals,
cn'ogecl your adventures, relishecldyour cha en%es, and discovered the tales of our

many brave Irish exPlorers, old and new. All of them heroes like you.

Good luck as you embark on Your Journegl

Yours in Exploring

TJom Crean, Irish Antarctic Explorer




History Of Scouting

Scouting was founded by
Robert Baden Powell (known as
" BP), a commander in the British
Army in Africa at the end of the
~ 19th century. Based on what
he learned from the tribes
there, he wrote a handbook
for young people called
"Scouting for Boys" which
was published in 1908.  *

Before he finished writing
"Scouting for Boys", BP tried
out some of his ideas at a

camp on Brownsea Island

off the coast of southern England in August 1907. The camp
consisted of four Patrols, with twenty Scouts in total, and is now
recognised as the official start of Scouting. He didn't plan to start
a Scouting movement, but the idea caught on very quickly.

A year later, there were more than 60,000 Scouts in England.
By 2007, on Scouting's 100th Birthday, there were 28 million
Scouts in 160 countries around the world. Things had come a
long way from the very first camp on Brownsea Island!

Scouting began in Ireland in 1908. Early Irish Troops formed
the Scout Association of Ireland (SAl). In 1927, Fr. Tom Farrell
formed the Catholic Boy Scouts of Ireland (CBSI). Through the
years, both associations worked closely together; sharing ideas
and jointly attending International Jamborees. In 1965, the
Federation of Irish Scout Associations was formed which allowed
both to be recognised by the World Organisation of the Scout
Movement.

In 1988, both associations
began talks about forming a
new association for the young
people of Ireland. They created
Scouting Ireland in January 2004.

The journey
of Scouting
in Ireland
continues...

Tom Crean




Sea Scout
History

Sea Scouting effectively
began at Baden Powell's third
and final camp in 1909. He held
the camp at two sites, ashore at

Beaulieu in Hampshire, England
and afloat on the training

ship "Mercury" on the River
Hamble.

While at Beaulieu,

Scouts learned

camp craft, cooking,

pioneering, hiking,
nature study, First Aid,

etc. On board Mercury, they
learned rowing, sailing, signalling,
knots, splices, and boatswain's work and wore sailors' hats
emblazoned with the term "Sea Scouts".

The Beaulieu-Mercury Camp is now recognised as the
beginning of Sea Scouting. BP asked his older brother,
Warington, to plan a Sea Scout training scheme and to write
their handbook.

Sea Scouts today use this with the core elements of
Scouting to offer a Scout programme with a uniquely
maritime flavour.

;’ ® 1*.3;*\;
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ile I was away in the Antaretic a
marvellous orgamsatlon was l)e:lng formed
called Scoutlng On our return to Brltaln,

I and other members of the erew met Baden Powell at

a talk on our adventures 1n the Royal Geographical
Society in London. I was most impressed l)y the man and
what he had achieved for young people.

The ‘Boss’ (Sl'lacldeton), was keen to have close
links with this new venture and fully understood the
great benefits of creatmg young people of character to
undertake adventures in the future. Shackleton had a

W

Scout Marr Story

After the First World War,
Shackleton planned another
expedition to the Antarctic in
the Quest. Right from in its
inception, this voyage was

wrapped up in symbolism
and expectation. Shackleton
believed that by choosing
his crew from different
nationalities he could
demonstrate unity of
purpose and break down
barriers. He needed a

cabin boy, and he knew
where to look.

On July 9th, 1921, Shackleton wrote;

For many vears, | have been an admirer of the Boy Scout
Movement, which | may say appeals to me particularly
because it seems to give every boy a grounding in the practice
of exploration.”

Baden-Powell had often told stories to young people of
explorer-heroes, including Scott and Shackleton. BP gave
Shackleton a list of six Scouts from whom the explorer could
pick one as cabin boy for the expedition. He chose Patrol
Leader James Marr.

. James was described as a "bluff, big-hearted fellow from
Aberdeen”. He'd earned the Silver Cross and the Humane
Society's Medal for Life-Saving. He was 18 years old and on his
Scout uniform he wore his Scout National Service Badge. He
wrote later;

“Imagine how my heart leapt when the news was told!
Oh yes, it was good to be young, ambitious, and chosen."

few meetings with Baden Powell and t11ey decided 1t
would be a good 1dea to hold a competition for older
Secouts to become members of the erew on Shackleton’s
next adventure to Antarctica on the “Quest”.

Shackleton was looking forward to revisiting
Antaretica. He wanted me to reJom him with the others
who had voyagecl onour Endurance’ adventure, but my
llfffe was talﬂng a different direction and I declined the
ofter.

oL,



Cub Scout Link

Moving from Cub Scouts to Scouts can sometimes seem like a big step. Many of the Scouts will be
bigger than you, but remember, each one of them was your age and size too! To help with the process of
advancing, you will carry out the Cub Scout to Scout Link towards the end of your Cub Scout journey.

It works as follows;

» The Scout Patrol Leaders and a Scout Scouter will visit your Cub Scout meeting to meet with the Link
Cub Scouts. They will explain what is involved in Scouts and answer any questions you might have.

» The following week you will go to the Scout Meeting with a Cub Scout Scouter and take part in the meeting to see what it is the

Scouts actually do.

» Over the following two weeks you will attend two more Scout meetings and a Scout outdoor activity.

Once the link is completed you will take part in a Departure Ceremony with the Cub Scout Pack before you make

the move to Scouts.




Ceremonies

Ceremonies play an important role in the life of a Scout
Troop. They usually take place to mark special occasions for a
Scout, a number of Scouts or the Troop itself. It is important
to create a sense of Scouting atmosphere for your ceremonies.
This can be done by thinking about the location (a Scout
hall, a campsite) the props you use (a campfire, a pioneering
structure) and the content of the ceremony itself. For some
ceremonies it may be appropriate to invite family and friends
along, while for others only Patrol members may be present.
What is most important is that the occasion is special for all of
the participants.

The following are ceremonies that you should consider
having in your Troop;

Welcome to Scouts

This will be done on your first week or two in the Troop. You
will be introduced to the Troop and this is the start of your
journey in Scouts.

Investiture /| Promise Renewal

You are only invested into Scouting once during your
Scouting journey. So after being part of the Troop for a few
months, having learned about Scouting and having taken part
in Patrol and Troop meetings and activities, you will be either
be invested into Scouting Ireland or renew your promise.

If you join Scouts for the first time, you will participate in an
investiture ceremony. At this ceremony you become recognised
as a member of your Scout Troop and Scouting Ireland. If you
come to Scouts from Cub Scouts your ceremony will see you
renew your promise and recognise your becoming a member of
the Scout Troop. These ceremonies usually take place in your
Scout Den in the presence of your family, but that's not to say
they can't take place up a mountain or on a boat or while away
on camp.

At both ceremonies you recite your Scout Promise while
making the Scout sign with your right hand and holding the
Scout flag in your left hand. You will then be presented with
your Troop neckerchief and Discovery badge. Congratulations
on becoming a Scout!

Scouts Own

These are ceremonies where we reflect on ourselves, our
actions, what we have achieved and on the world around us.
We can have these ceremonies during our weekly meetings or
on activities like a sunrise hike or a Troop campfire. There will
be many of these on your journey through Scouts

Presentation of Awards/Badges

Throughout your journey in Scouts you will have many
opportunities to achieve badges. As you complete various
badges they will be awarded in a suitable way. Sometimes this
will be at a regular Troop meeting, on camp, at a campfire or
at a symbolic location, for example a mountain peak that you
aimed to summit for your badge. You can even organise an
awards night where the presentations will be made by some
Scouting dignitary!! Your achievement may also be recognised
during a Scouts own.

PL/APL Appointments

During your journey with Scouts you may become a Patrol
Leader (PL) or an Assistant Patrol Leader (APL). These are
important roles in the section and your promotion to these
roles will have a suitable ceremony. This ceremony should take
place in an appropriate environment be that in the Scout Den,
at Scout camp, on board a boat or up a mountain, where you
will be presented with your PL/APL badges.

Departure to Venture Scouts

This is a celebration recognising your achievements in the
Scout Troop as you prepare to move forward to Venture Scouts.
This will be the completion of your journey in Scouts and will
be marked by your section. This celebration could involve a hike
to witness the sunrise or a hot air balloon ride. Just let your
imagination go as you pursue the next part of your adventure.




Picking The Crew

You will become part of a Patrol when you join Scouts. Normally a Patrol with have between six and eight members. Each Scout
has a job in the Patrol.

» The Patrol Leader (PL) is the leader of your Patrol and is responsible for and guides the Patrol. A Patrol Leader should be both
respectful and receive respect.

» The Assistant Patrol Leader (APL) supports the Patrol Leader. If the PL is not present then the APL takes over.

» The Quartermaster is a member of the Patrol who is responsible for looking after all equipment owned or borrowed by the
Patrol (camping equipment, stationary, etc).

» The Scribe is a member of the Patrol who keeps a record of the Patrol's activities in the logbook.
» The First Aider is a member of the Patrol who is in charge of safety, hygiene and First Aid.

» The Cook puts together menus for activities having had input from the Patrol and organises rotas for cooking.

]

rall our egpeditions, there was a selection A Scout Patrol 18 essentially a group of friends.
process to find the best team. Bgth Secott and T}lat sa good basis for a team, but you .also need the
Shackleton told us that they tried to select I‘lgllt mix of people You will see that in your own

people of e}laracter, over people of skall. While expertlse Patrol. Some wall l)e good at skalls like cookmg or knots,
1$ important, 1t 1s vital that people can get along and have whereas others can 1nsp1re the group, lead or organise.
the alnllty to adapt endure, lead, and can be relied upon And some you will follow 1n all eircumstances.

1n times of hardship. How do you pick the rig}lt group

of people to work on a crew?
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The Patrol - a working unit

Patrol Activities are planned and run by Patrol members. The activities can be anything, but should always accommodate the
abilities of all the Patrol members.

Patrol Branding is the logo or symbol that identifies your Patrol. Some Troops will have traditions wherein Patrol names and logos
were decided years ago and will remain the same. In other cases, the name of the Patrol and its logo can be created. Every member
of the Patrol can offer their ideas in this discussion. Patrol logos should appear on badges, flags, boxes, notice boards, etc.

The Patrol Leaders' Council is a meeting for the PL's and a Scouter to discuss the running of the Troop. Sometimes the APL's are
invited. An agenda, a list of things to be discussed, should be written out before the meeting. Minutes (a list of decisions made)
should be taken during each meeting and circulated to PL's before the next meeting.

e Patrol isa group of-s_cgqts Worl(-i-ng toget}ler on t}leir adventure. [t 1s a 'struéan"‘e'l
know well, havmg worked in crew-teams called “Watches on my expgdltlons. I see
Sea Scouts use this term too. - | "

OI.I a sh.ip. or exploring new lands, 1t 1s importqnt to have a good team. You need a leader to
prov1de direction, encourage the team, and organise the work. WluLg the Pa‘bgl Lehder%&kes

this role, they can give members of their Patrol their own l_eaclersl'lip chances too.

The “Boss™ was great at this and woulgl give resp_onsil)le jol)s to each meml)e;r of the crew.
He'd check to see how they got on and give t}le_m blgger challenges the.next time. Lool(mg back
now, I can see we all had a chance to shine and 1t helped us to move up 1n the ranks of the Navy.







The Scout Method

Promise Oo &
& Law e
Outdoor & Indoor Young People
Activities /‘\ & Adults together
» &
2§
o® ,e Small Group The Scout Learning by
System 1
%e® Method g
Symbolic
Framework ' Leadership &
Responsibility
Personal /
Progression ﬁ
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direction for their adventures. It 1s called the

Scout Method. It has elgllt parts, each equauy
important, just like the points on the compass | brought
with me on my journeys.

: ;coutmg has a great way to glve young people

The eig}lt parts of the Scout Method are; the Promise
and Law, Learnmg by Domg Adults helplng Young
People Wor]ung n Small Groups (llke your Patrol)
Personal P rogressmn througl'l challenges Aectivities
(both indoors and outcloors) Responsﬂnhty and
Leadership, and a Syml)olic Framework to build the



The Scout Method is the thow’ of Scouting.
Outdoor and Indoor Activities

You will undertake many fun and adventurous activities, indoors and especially in the
great outdoors.

Small Group System

The Patrol is your gang, and this is headed up by a Patrol Leader. Most of your adventures
will be with this gang.

Symbolic Framework

This is where your imagination comes into play! Whenever you are taking on adventures
try, to build a story around them to add to the excitement.

Personal Progression

You will progress through a series of challenges in Scouts. The Tom Crean Awards,
Adventure Skills Badges, and Special Interest Badges are all there for you to achieve.

Promise and Law

When you join the Troop you make a Promise to live by the Scout Law. Always remember
both your Promise and Law as you go about your adventures in Scouting.

Adults and Young People

Your Scouters are there to advise you about how to do things and to help you on your
adventures. But they won't do everything for you ... it's your Scout Troop after all!

Learning by doing

The best way to learn anything is by trial and error. In your Scout Troop you won't
be told how to do something, you'll be asked to try it for yourself.

Leadership and Responsibility

As you move along your Scouting journey you will have many responsibilities.
Eventually you will also have the chance to lead others.




Promise And Law

The Scout Promise

On my honour | promise that | will do my best, to do my duty
to God, to serve my community, to help other people and to
live by the Scout Law.

Alternative Scout Promise

On my honour | promise that | will do my best, to further my
understanding and acceptance of a Spiritual Reality, to serve
my community, to help other people and to live by the Scout
Law.

The Scout Law

» Scouts are Friendly.

» Scouts are Kind.

» Scouts are Honest.

» Scouts can be Trusted.
» Scouts are Respectful.
» Scouts are Brave.

The Scout Principles

Adherence to spiritual principles, loyalty to the faith that
expresses them and acceptance of the duties resulting there
from.

Loyalty to one's community in harmony with the promotion
of peace, understanding and co-operation.

Responsibility for the development of one's self.

Participation in the development of society with recognition
and respect for the dignity of one's fellow beings and for the
integrity of the natural world.

Use of a method of progressive self education, known as the
Scout Method, comprising programmes adapted to the various
age groups.

at is_e}laracter? I don't thinl{ you’re born with character, but I
do think you can develop 1t to become a well-rounded person with

traits admired by others. These noble traits are contained within

the Scout P romise and Law.

I've explored these traits within myself and others. I believe that tl‘ll‘O\lgl‘l your
own Personal J ourney in Scouting you’ll discover many of the l(ey qualities
within you which make a person of character. T}lings like concern for other
people, kindness, strength, l)ravery, an upl)eat attitude, aqtive citizenry n your
community, proteetion of our environment, and respect for the rig}lts of all people.

The Scout Sign

The Scout Sign is made with the right hand.
It represents the three parts of the Scout Promise; ﬂf\
y,

N

..-'l

1. Doing your best.

2. Helping others.

3. Doing your duty to God.
The Scout Sign is used;

» When making

the Scout Promise.
» During ceremonies.
» As a greeting between Scouts.

The Scout Salute

The Scout Salute is given;

» When the national flag is being raised or lowered.
» When the national anthem is being played.
» When flags are carried ceremonially past you.



The Scout Handshake

Scouts exchange handshakes using their left hand. This
originates from BP's army days. BP extended his right hand as
a token of friendship to the Ashanti Chief after his tribe had
surrendered to BP's army. The chief insisted that they shake
with the left hand, as in order to do so they must throw away
their shield. Scouts shake hands with the left hand as proof of
good faith and true friendship.

Lovn P
— _
A Scout Prayer

Lord, teach us to be generous, to serve You as You deserve, to
give and not to count the cost, to fight and not to fear harm,
to work and not to ask for rest, and to seek no other reward
than that of knowing that | do Your Will.

World Scout Emblem
Ay

= The three tips of the arrowhead in
4 the emblem represent the three

- . :
®  main parts of the Scout Promise.

*

'l‘ The two decorative five-
(a X

;

Pig

¢

&

pointed stars are taken in some
countries to stand for truth and

_-'.'.'..

'i‘ ﬁ . knowledge. Through its shape,
% “ ¢ theemblem reminds Scouts
“‘ ‘.p' to be as true and reliable as a
- :{lﬂ' compass in keeping their Scouting
*#*"*“ﬁ ideals and guiding others

The rope tied with a square or reef knot symbolises the unity
and brotherhood of the movement throughout the world.

The white on the emblem represents purity and the purple
denotes leadership and helping other people.

The Scout Motto

le Ullamh ... Be Prepared
{
|
1
{

[~



Personal Journey

Your Personal Journey involves:
» Deciding what types of things you would like to do with your Patrol.

v

» Taking part in activities with your Patrol.

I~

» Having a look at where you are at in terms of the six SPICES
» Having more experiences taking part in activities with your Patrol.

» Having a look at the SPICES again to see if you have moved
on from where you started thanks to the experiences you have had.

Everyone's Personal Journey will be different because everyone is
starting from a different place and will experience different things on
the same activity.

The SPICES...that 1s the name that provides the basis

of your Personal J ourney.

It easy reaﬂy, Social, P hysmal Intellectual, Character,
Emotional, Splrltual - s1x areas that need to be
discovered and explored

Ask yourself;

How do I think about them? How do t}ley affect me
and my behaviour towards others? What 1s the value of
each? What way do they mix to make up Me?

e all need time to reflect sometimes. Wlule Yes,1t'sa personal J ourney for everyone to make.
on my adventures we had plenty of time to

think when surrounded l)y bad weather or As for me, I made my discoveries on my adventures in
long cold n1g11ts Antarctlca, and throughout my life. I't 1s a never- endlng
Journey and your actions 1n life are driven by your
The "Boss™ (S}tackleton) tried to stop us spendmg too unique collection of qualltles
much time t}unl(mg by keepmg us busy on projects. dome

time spent tlunl(lng 1s good but tallung t}ungs over Wltl‘l Everything that happens has an effect on how you
your friends can be useful for sorting out your hea& too. think and react. Your friends, famlly, SCI’[OOI games,
Y ou will be amazed how different people experlence the and adventures all have an influence. Take time out
same adventure or event 1n very different ways. Your sometlmes to work out what has happened and what

J ourney will be as unique as you are. you ve learned along the way.



The SPICES...a Scout’s definition

Social Character

Developing my interaction with others and the community. Becoming a well-rounded person.
.D Physical Emotional
Being respectful of my body. Being able to express my own emotions and respecting the

emotions of others.

. Intellectual

Receiving and applying knowledge to carry out my activities. Spl rltual

Developing my own beliefs and living by my values in
everyday life. R
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The SPICES

O

Social

Having a sense of belonging in a group, through friendship and
interaction. Developing an understanding of social issues in my
communities, and recognising my responsibility to appreciate
cultural diversities. Having fun.

1. Develop your relationships with those around you.

2. Improve your communication skills.

3. Accept, respect, and learn from other cultures.

4. Be involved in your community.

5. Apply the Promise and Law in your everyday life.

r me, | made all my discoveries through my
many adventures both in Antarctica and
throug}l the various phases of my life. It 1 1sa

never endlng journey, and every action and situation 1n

life 1s decided on and driven l)y the personal collection
of qualltles that make up YO,

;{

Physical

Understanding my body and my physical capabilities, while
developing skills through appropriate physical challenges.

1. Eat well to play [Scout] well.

2.Be aware of your personal hygiene.

3. Maintain a balanced/active lifestyle.

4. Be comfortable with how your body works.

5. Be aware of your physical limits and those of your Patrol.
6. Know the health consequences of your lifestyle choices.

7. Know how to access help if/when a problem arises.

Everything that l‘lappens has an effect on you and how
you think and react. Your parents, family life, school,
frlends}ups, games and adventures all have an influence
and at times you will need to take t1me to reflect on what
has happened and what you have 1earned by your own
personal experlences



Intellectual

Having the ability to create ideas, leading to a plan of action
and carrying it through to its conclusion using common sense.
Being able to plan, analyse, and understand the consequences
of my actions. Having the ability to understand how a team
works, and my role within it. Having the ability to evaluate a
situation and follow instructions as appropriate.

1. Know what information you need to achieve your goals.

2.Be open to new ideas and ways of learning.

3. Develop creativity, imagination, innovation and try new ideas.

4. Learn from the decisions you have made.

5. Work as a team memober.

Character

Accepting myself as | am and recognising what | can become.
Growing in line with my values. Showing respect and
understanding for others.

1. Live the Promise and Law.

2. People are more important than things - value your friends
and friendship.

3. Think before you do.

4. Ensure fairness to everyone.

5.Treat others with respect.

6. Learn how to deal with differences, be aware of other
people's views, realising that differences may lead to conflict,
and learn how to deal with them.

(7. Have a plan to follow your dreams.

8. Live the Scouting Spirit.




The SPICES

V4

Emotional

Having the confidence and security to be aware of and express
my emotions, and to understand and accept them. Learning
how to deal with situations and people | meet every day, while
having respect for other people's emotions and being aware of
the impact of my actions.

1. Be aware of the feelings you experience and their affect on
your life.

2.Don't be afraid to ask for and give help.
3. Take responsibility for your own emotions.
4. Control your emotions.

5. Be prepared to challenge yourself and strive to go one step
further.

6. Be open to change in your beliefs and values.

7.Show your individuality by developing your talents.

Spiritual

Having an understanding and acceptance of myself and my
value as a unique human being, and an equal acceptance of
the value of others. Having respect for myself, others and the
world in which we live. Having a sense of responsibility for

my environment and my place in it. Developing a personal
awareness of a higher being and an expression and exploration
of a faith.

1. Demonstrate that you live the Promise and Law.

2. Ensure that you have a positive impact on the environment
in all you do.

3. Reflect on the wonder of God all around you.

4. Reflect on your experiences and how they change your
beliefs.




Sample Meefting Activity
\ _ patnol/Trhoop
Opening Game, €g- Dodgeball

Social - having a sens¢ of belonging 10 &
\ interaction

1 Develop relationships with those around you
\ 2 Improve communication skills

Physical - the phys'rca\ nature of the game itself

5 Be awar¢ of your physical limits and those

\ of your Patrol
6 Maintain @ balanced/active lifestyle

Patrol Activity Work, €g MapsIChar’ts

Intellectual - planning and preparing for a hike

2 Be open 10 new ideas and new ways of learning

4 Learn from the decisions you have made

SamplLe Day Activity
_ patnok/Troop Hike

Social - Interaction ina different environment with
Patrol/Troop

1 Develop your relationships with those around you
9 Improve your communication skills

Physical - The hike itself
3 Maintain @ balanced/active lifestyle
7 Know how 10 access help iffwhen a problem arises

Intellectual - planning, preparation, map reading
on hike, review
1 Know what information you need to achieve

your goals
5 Work as @ team member

Character - pushing yourself to go further than on
previous hikes, looking out for/after Patrol
) People are more important than things
_ palue your friends and friendships
3 Think before you do

Emotional - pride in the accompl'rshment
1 Be aware of the feelings you experience and the
effects on your life
5 Be prepared to challenge yourself and strive to go one step

further

Spiritual ~ apprec’ration of the wonderment of
surroundings
9 Ensure that you have a positive impact on the environment

in all you do
3 Reflect on the wonder of God all around you
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Pushing Your Boundaries

What do you know about yourself? Do you know what you
like, what you don't like? To decide what you want to do in ~N
Scouts, you should get to know more about yourself. You might
try looking at the following areas;

1. Talents &t abilities - these are things you are especially

good at.
=

2.Things you like doing - these are the things that you enjoy
doing the most.

3.Things you'd like to do - these are the type of things that you Z
have dreamed of doing but haven't tried yet. &

To help you along, we've listed some examples. Have a look
through them, but this list is just a beginning. There are plenty

of other things you'll dream up once you start thinking about it. S




ere’salotin you, 1sn't there? Some qualities
you like, you already possess, and you can try to
improve them. Others you have yet to explore
Y ou will make 1 1nterest1ng dlscoverles along the way. It

will be an adventure, ; just as exeltlng asa physwal one
across uncharted lands.

Within Scoutlng, ancl in your Patrol, you wall
undertake many activities and adventures. They Wln be
physwally demanclmg, c}lallengmg you as a group n many
ways. Y ou will have to work toget}ler 1n all conditions

— wet and windy days, as well as sunny ones. Youwill
have small dlsagreements, JOYyS, and celel)ratlons but
ultlmately you will enjoy your experlence From time to
time you will find yourself n Nature s wonderful wide
open spaces. Through all these experlences you wall learn
many new things about yourself and your Patrol

So, after the adventure the Patrol will sit clown,
perhaps around a campﬁre and explore what has happened:
re-live the adventure and remember all the fun, t]nrills ancl
excitements...and then 1ts time for the next adventure! bk




List Of Talents And Abilities

Art

Acting

Eaking
Carpentrg
Caring
Comedg
Communication
Computer li’cerac9
Cooking
Creativity
Dancing

Dedication
Designing
Fitness

Guitar Plaging
Garclening
Hard—working
lnte”igent
Instructing

J uggling
Leading
Listening

Logical thinking
Logaltg
Organising
Managjng
Mechanical abilitg
Music

Numerical abilitg
Photograp]‘sg
P‘anning

Problem solving

Quick thinking

Languages
Sewing
Self-confidence
Singjng

Sport

Teaching

Team worker
Time management

Writing




List Of Things I Like Doing

Astronomy
Basketball
Bird watching
Boating
Canoeing
Cycling
Charitg work
Cooking
Co”ecting
Drawing

Discovering new
music

Fashion
F‘is]ning

Golf
Gardening
Gymnastics
Hiking,

Horse ricling
Kite ﬂging
Karaoke
Leather crafts

Martial arts

Making robots
Magjc

Mountain bildng
Painting
Photography
Playing PC games
Watching movies
Reading

Rowing

Rock c]imbing
Sailing

- B

Scale modclling
Skateboardi ng
Soccer
Skating
Staying fit
Swimming
Surﬁng the net
Tennis
Trave”ing
Woodworking




Preparing For Adventure

Preparing means getting ready, and there are a number
of things you will need to do when preparing for an
adventure:

» Decide what activity it is you want to
do (the big idea) and look at what is
involved in doing it (the bits and
pieces that make up the big idea).

» Make a list of all the things that
you have to do to prepare for the
activity (a to-do list).

» Decide who will do each of these
things.

» Construct a timetable to show in
detail when you will do all these
things.

» Draw up a list of equipment required for the activity.

» As it comes closer to the time for the activity check your 'to do' list
to make sure that everything that is supposed to happen does happen.

While some Patrol members may have specific jobs, all the Patrol should be involved in preparing for an activity. For example, the
Patrol quartermaster will be in charge of getting the equipment ready, but he or she can have another Patrol member assist them.

And remember, the better you prepare for an activity, the better the activity will be.




Patrol equipment checklist for a backpacking trip:

v

»

™

»

»

»

»

v

»

Lightweight tents (1 two-person tent for every two Scouts)
Trangia Stove (1 stove for every four Scouts)

Fuel for stove in a marked container (1 litre per stove)
Matches in a watertight container

First Aid Kit

Maps (minimum of 2)

Map cases (1 per map)

Safety rope (30 metres of 7mm rope)

hen 1 signed up for Na_val service, I expected
1t would _prowcle me Wltl’l adventures, but
I had no 1(],5321 what tl'ley would be. I jomed

Scott on the “Diseovery because I wanted to see the
Antaretie. I didn’t expect the hards}lips of our ordeal. I
can tell you, Ididn't enjoy all aspects of our adventures!
There were times when we lost our animals and
crewmates. It was very. hard.

‘When 1t was happenmg, I was in very dangerous and
life t}lreatemng situations, but when I look back now, the
overall experience was somet}ung 1 reauy en) oyecl So, an
adventure 1s somet}ung t]1at happens, 1t starts as a journey
or act1v1ty and because 1t 1s taklng place 1n the outdoors 1ts
outcome 1s unprecllctal)le Camplng can bea pleasure on a
green meadow 1n summer, mterestmg on a mountain top or
1n a storm, and extremely cold in the Antaretica, belleve
me.




Plan, Do, Review

As a Scout you will do fun, interesting,
challenging Activities. The reason for these
activities is to increase your knowledge,
skills, or to develop a particular attitude. This
learning works best (and painlessly!) when
you're fully involved in the planning and
doing process in a fun and rewarding way.

Each Scout is involved in planning and
reviewing his/her own programme. You
should decide on the activities and the
objectives you will try to achieve. The
programme cycle works by encouraging
each Scout to participate in the planning of
activities, the running of the activities (or
parts of them) and the review of what has
been done. Each part of the cycle provides
good learning experiences.

ree simple words that sum
up a sensﬂ)le ways to go about
startlng an adventure. Select

1c1eas well; plan the adventure tal(mg

n all considerations; do the adventure
usmg the skalls and expertlse of Patrol;
and later review the adventure. Ask
yourselves - what did we learn together,
what can we do better, what did you
learn about yourself? Record it on paper
and 1n your head. Then start planning
your next adventure. It will be even
better.

Scoutmg prov1des lots of opportumhes
to have all sorts of adventure. Comlng up
with 1deas can be a chanenge




Chadburn

The Chadburn Wheel is used on a ship to send signals from the bridge to the engine-room. You could use this as a tool to discover
what type of adventure you prefer. You can then present your ideas to your Patrol. A pool of ideas gives your Patrol plenty of choice
when planning your next adventure.




24] |
Scouting ‘Chadburn’

Our Scouting '‘Chadburn’ comprises of three wheels that are locked together to make a device of exploration. On the inner wheel
you place eight talents and abilities that you possess - you can look at the list of talents and abilities to help you choose. The
-middle wheel provides space to add in the things you like doing. Again you can have a look at the list provided to help generate
. some ideas. Lastly, the outer wheel is to enable you to write in your dreams of adventure, the things you would like to do.

The signal arm is used to combine your ideas into a three element idea. So, for exar-nple you might list art as a talent, cycling as
something you like doing and visiting a ruined castle on a distant hill as something you have always want to do. Then by combining




these ideas you might come up with an adventure that involves cycling to the castle and sketching it. By moving the wheels ] ‘1;
and arm it is possible to create hundreds of ideas, all of them containing things you like, are good at, and always wanted to do. [
Similarly, everyone else in your Patrol will do the same and now you have a lot of ideas to choose from.
When the Patrol work together on ideas they should try and find common ground, by perhaps combining and adding elements to
make a great adventure for the Patrol. Have a look at the SPICES. Is there anything you can add into your idea to make it better and
help the Patrol interact with the SPICES and help everyone on their Personal Journey.
On this whe=l you should write
On this whe=l you should writ= %, thinﬂs you k2 Aaimﬂ‘
sixteen tdeas for adventurous
activities
Line up 3
zlements
usin? the
siﬂwa arm

On this whesl you
should writz =zight.
talents of abilitizs
Yyou have

Move all 3 wheels

'*'_ ."-';.j:i



Putting It All Together

Once everyone has come with ideas using the Chadburn wheel, you
need to sit down and decide, as a Patrol, what you're going to do.

» The first Patrol member will explain their idea and how the activity
might work. Let's say in this case it is a night hike to a castle
nearby.

The idea is then added to a chart which can be
hung on the Patrol notice board. This will be
as simple as giving the activity a label

such as ‘Night Hike' so that everyone

can easily remember the activity.

The rest of the Patrol members do

the same, explaining their ideas, and

adding them to the chart.

»

¥

P

¥

When all the ideas are presented and
the names added to the chart, the
Patrol will vote for the idea they want.




t be the easy part,
es some teamwork

we prepared 1, c}leel(ing food supplies, eﬁuipment,
and weather conditions. We had to cross a tough land.
The weather was unpredictal)le. Sudden changes n
wind conditions slowed our progress. Often, we would
spend time ﬁxing sledges, securing our gear on them, and
training the c],ogs for days before departure.

‘We also checked our own equipment and made 5]
claily food packs. Sometimes we learned how to use
special equipment for surveying the land, and map-
making. e s

Your Patrol will have plenty to do before your
adventure, too. Tl‘lings like 1earning new skalls, cl‘tecl{ing
out transport, Worl(ing out menus, packing rucksacks,
and gear. Remember your Scout Method, learning l)y
cloing, and lots of practice, 1s the best way to become an
expert.



Just Do It

» Hill-walking in the Mourne Mountains!
» Orienteering in Dundrum!
» Sailing in Killaloe!

» Camping in Larch Hill!

» Rafting on the River Lee!

» Beach Hike in Tramore!

v

» Backpacking in the Galty Mountains!




ave not plannecl that 1s the nature of an adventure. Don't panie, you are
preparecl remember the Seout motto ‘Be P repared The planmng p}lase
will be helpful you will have the rlght equlpment to cope. Before the adventure you
will have honed your practical skills and now as a team you ean work 1t out.

O{fyou go and en]oy the experlence Many ineidents will happen that you

The Patrol 1s strong and the combined talents of 1ts members make 1t stronger.
There will be fun, 1aughter en]oyment but there may also be pressure, hards]up
and conflict as you overcome each challenge These are opportunities for 1earn1ng
remember what happened how you reacted, how you and the Patrol solved the
prol)lem. You can replay 1t when you look back at the adventure later.




Lets See What Happened

There are three basic types of review that you should carry out:

1. How well did the activity go? Did everything go to plan?
If not, we should ask what we could have done to make it
better.

2.Did we enjoy the activity? This is a simple case of deciding if
you enjoyed the activity and, whether or not it is something
you might like to do again in the future.

dventures are what make up life’s storyboarcl
‘When I was on the Endurance we would sit
round the stove each evenmg and tell stories
of all sorts, reliving our adventures toget}ter. Lauglling
about the time someone fell into the sea or slippecl on
an 1ce floe, or of how scared we where when we heard

the l)lg cracl(ing noise 1n the hull of our ship the nigl'lt

* before.

However, underneath all of the craic and stories we
had all experience& many lafe- c}\anging events. So, we
laug}lec], and we sang songs. But at quiet times, while
staring into the fire, or on our bunks later, we would
think about what we'd really learnt, and how we had
changed.

3.What did | learn from the activity? Look at what you learned
by taking part.

The whole purpose of any review is to become aware of
lessons learned from what you have done. You should then
keep these lessons in mind when you go about planning
your next activity. It's ok to make mistakes when you plan an
activity. But if you carry out your review properly then you are
less likely to make the same mistakes twice.

The Patrol review 1s a bit like that. Sitting down to
re-live the adventure, what went well, what was goocl,
what was l)ad, what did we learn, what do we need to do
better the next time. This 1s a general Patrol discussion.
You can all cl-'lip 1n. You ean talk about the skills you

learnecl an& praise eac]l ot]'lers’ acl‘lievements.

Lastly, you should take a few mlnutes, per}laps later
at home, to see how you are gettlng on, on your personal
Journey Sometimes 1t 1s useful to talk to others about
t}us, perhaps a parent, friend or your Secouter. A gooc],
1dea 1s to make sure you ‘take one step forward’ each time.
Ni) gomg backwards’, 1s a goocl motto for reaclnng your
goal.






Review Techniques

1. Group discussions

Group discussions involve the Patrol sitting down and talking
together about the activity. It is a good idea for a member of
the Patrol to take notes of the important things said during the
discussion. It is also important that everyone has their say and
that everyone's opinion is taken into account.

2. Visual/Active reviews

Visual and Active reviews involve some sort of game or
prop (such as a happy chart). Their main advantage over a
group discussion is that everyone's feedback will be presented
equally. They can also make the review process more fun and
interesting.

It is probably a good idea for the Patrol to use a Visual or
Active review first, to allow each Patrol member to have an
input. This can then be followed up with a Group Discussion
to talk through the results. A good Patrol Leader will include
all the results of the Visual/Active review in the discussion, so
as to ensure that every Patrol member's opinions will be taken
into account.




Active Review - The Horseshoe

The Horseshoe is a way for your Patrol to physically show what
they made of an activity, or part of an activity. It works like this;

» Scouts stand along a line which makes the shape of a
horseshoe.

» One end represents one extreme (the activity was enjoyable)
and the other end represents the other extreme (the activity
was boring).

» The horseshoe shape means that everyone is likely to be in eye
contact with each other, which makes discussion much more
practical.

» When everyone has taken up their position along the
horseshoe a discussion can be had as to why each Patrol
member has decided to stand where they are.

——
-
-

6:

en I think back now on the adventures I
xperlenced the 1dea of Takmg one step
orwar was a very real coneept. You had

to reach your goal 1n our case a food dump to get help
or get back to the safety of a hut and ultlmately back to
eivilisation.

Visual Review - The Happy Chart

A Happy Chart is a clear way for each Patrol member to show
how they felt about the activity. It works like this;

» Break up the activity into about ten sections.

» Each Patrol member gives a score for each part of the activity
from -5 to 5.

» A score of -5 means that they really didn't enjoy that part of
the activity and a score of 5 means that they really did enjoy
that part of the activity.

» Each Patrol member plots their scores on to the chart.

» Each Patrol member should use a different colour/symbol on

the chart, so the different Patrol members' happiness levels can
be clearly seen.

-

Havéa goata series of adventures t}lroug}lout the
year using the Plan, Do, Review method. T'ake all that
you learn on each one, and carry 1t forward to your
next one. Over time, your adventures will become more B LA
complex and t}trilling as your skill levels improve. Most L
of all, your experiences and friendships within your i
Patrol will grow with you. sl ‘j



You, The Patrol And The Community

Some Community Service Projects
» Tidy up a local park.

» Put on a Christmas dinner for the elderly.

» Raise money for a local charity.

» Volunteer to assist at a Special Olympics event.
» Do a pick-up of litter in the local area.

» Volunteer to help at an animal shelter.

san individual our actions affect those
around us. As a Scout, you do your best to be

{ service to those in your community. This 1s
a ]{ey part of the Promise and Law.

This area should be approached 1n the same way as
any other adventure. Coming up with 1deas that are
attractive and worth doing, planning 1t out, ad&ing n all
tl’lOS@ extra bits to get the most from the activity (],oing
1t en]oymg 1t havmg fun, overcommg challenges and
ﬁnally reviewing it, and learnlng from the experience.

When I was returmng from the South Pole, Evans
took 111 and we found ourselves in a desperate situation.
We could sit there and die, or I could go for ltelp I was
driven in that situation to get help for my friends. I set

off on a deed of service to others. I was not t}unking o
glory nor was | brave. In fact, I was probably stupld t
try to reach the base camp, but my friend nee (&mg,'t .
succeed. | managed 1t, and as a result everyone was-savecL ‘;..-

-

"',;'i .
Service to others 1s a bt like that. It mlgl’lt not be easy,
but you know you must try. The reward 1s always worth

1t. Not t}ungs like medals, but the great feellng yousgete

inside when you help others.

Later', W]’lel‘l I returnecll to At_mascaul, I involvec],
myself 1n many eommunity projects, helplng my
nelghbours where I could and mal(mg tlungs better
for all, 1n the common goocl I en) oyecl every moment

of 1t ancl the frlenclsh}ps I made 1n the process made
everytl'ung worthwhile.






The \XYorld About Us

The Principles of Leave no Trace

1. Plan ahead and prepare.

2. Be considerate of others.

3. Respect farm animals and wildlife.
4. Travel and camp on durable ground.
5. Leave what you find.

6. Dispose of waste properly.

7. Minimise the effects of fire.

IHELAND

leave no trace

e world where we live 1s a very special plaee. You would
think that notlﬁng lives 1n the cold of Antaretica, but
'you,d be wrong. It 1s filled with wildlife. There are no

trees, and few ﬂowers, but when the snow melts they pop up their
heads and show their colours.

Every place on Earth has its own unique environment. Fven 1n
cities, you‘ll find wildlife surviving. In Antaretica we wouldn't
have survived with the native w11d11fe Even n my home county of
Kerry we live off the land, grovvmg grams for bread, vegetables and
fruit to eat, and grass for our animals.

On your adventures you will pass, as Idid, through open wild
places These are places you will learn to love. Each of these places
18 spemal and over time you wiall understand 1ts unlque place on our
planet and become a champlon to ensure 1t 15 not destroyed There 1sa
journey that starts with fear of unknown places, becomes knowle&ge
of a place, and grows into a love and desire to protect that place

Keep these promises 1in mind. Explore any opportunity to act on
them.




The World Scout Environment Badge

The World Scout Environment Badge will help you develop your
awareness of your personal responsibility for the environment.
It encourages you to connect with nature, think about how we
interact with the environment and take action to protect it.

The badge is carried out in two stages: Explore and Reflect and Take
Action. The first stage involves finding out about environmental issues
through experimental activities. The second stage involves picking an
environmental project, planning the project and carrying it out.

Further details about this badge can be found on www.scouts.ie.




Adventure Skills

By their nature, the Adventure Skills require specific skills to be learned and practiced regularly. These skills are designed to help
Scouts to progress to more adventurous Scouting activities such as hill walking, sailing, rock-climbing and kayaking, to mention but
a few, with the ability and knowledge to do so safely. They tie in with the “Personal Journey" as they require some determination and
dedication to achieve. The Scouter will be able to help and guide the Scout to set out what “personal challenges” they will be doing
when working on any of the Adventure Skills.

Further details on the Adventure Skills can be found in the Adventure Skills Book.




Learmng by Do1ng 1s 1mportant When you learn to tie
our first knot, perhaps 1t's not tlg}It enough and you lose
s met}ung as a result. Y ou ve learnt that loose knots are
seless. Y ou can study skills from books, but the only way
you reaHy know how to do it, 1s to Do It in the real world.

In my case, I joinea the Navy without any skalls. I just
wanted adventure! I learnt how to work on the ships and
became an able seaman which recognised the l(nowle(lge
I'd learned since joining I knew how to walk and was
ol)ocly 1s born knowing 1t all. Every l:)a]:)y has p}lyswany strong, but I knew not}ung about wallung on
to learn first to erawl, then walk, and later to snow and 1ce in Antarctica until I landed there with
run. We learn by taking one step after another, Seott.
sometimes Wobbling a bit! Those steps allow us to elimb to
higher levels. Every day I learnt something new, how to rig a sleclge,

how to eross a erevasse, how to cook our meals on a small

Adventure Skills are like that, you don’t just jump nto stove. Over time, I became an expert. I suppose that last

a (lingl'ly and sail off 1nto the sunset. Nor do you place adventure, cross1ng South Georgla to the W].’la].lng sta 1on,k._:.." A%
crampons on your boots, gral) an 1ce-axe, and.}tead to the was a demonstration of all the skills I'd learnt before .'* -: a5 .‘:'
nearest 1ce wall. You learn the skill bit l)y bat, stage l)y \ the trek. If I'd tried such a venture as a less experlenced

stage. explorer, I am sure I would have failed.




x}
Special Interest Badges

The Special Interest Badges (SIBs) enable a Scout to make progress in an area of special interest to them. SIBs take into account
the personal passions and hobbies of Scouts, allowing a Scout to try new things, or to develop their skills in an area of existing
-interest.

The requirements are simple. The Scout chooses a goal for their badge and sets out a plan of how they want to achieve that goal
with help from their Patrol Leader and/or Scouter. SIBs are earned on the basis of personal effort (doing your best) rather than
achieving a certain grade. They can form a personal challenge to help the Scout on their Personal Journey.

e Boss' (Shacl(leton) was reaHy good at flndlng tlungs for us to do and l{eeplng our minds occupled
He asked each of the crew with spemal 1nterests to present talks and slide shows 1n the hope of 1 mterestlng
others. Some of the crew &evelopecl an interest in photography helped l)y Frank Hurley, the expeclltlon
p}lotograp}ler, others took an interest in astronomy and navigation. Each of the crew had a hob])y and we en) oyec],
s}larlng them.




There are 5 Special Interest Areas:

1. Personal Skill - This can be any new skill e.g. technical, mechanical, music, drama, arts
& crafts.

2. Physical/Recreation - This can include any physical pursuit or activity.

3. Adventure/Journey - This should include something completely new, a new location or
a new method of travel.

4. Community Involvement - This should be a service type project and the plan should
outline who will benefit and how.

5. Environment - This can be any project that improves the environment.

The SIB should:

» Challenge a Scout to learn new skills or develop existing ones.
» Help a Scout increase his/her knowledge of the particular area of interest.
» Contain a practical element which will benefit others.

After talking to their Scouter,.the Scout will decide which SIB they want to do. The Scout
will have a Mentor for this task. The Mentor can be their Scouter, another Scout or Scouter
from a different Section, or a parent with a relevant skill to share.

The Scout uses the Plan, Do, Review method when working towards their SIB. They plan,
do their Personal Challenges, and look back later at what they've achieved. The Scout can

use many ways to record their SIB journey; poster, diary on paper or video, e-mails, Web
site, etc. o

L




Helmsman Badges

The Helmsman Badges offer you and your Patrol the chance to develop maritime skills. There are 3 levels in the Scout Helmsman
badges. Listed below are a set of eight competencies.

1.1 have begun to display increased competency in the core skills required for seamanship.

2.1 can demonstrate increased competency in how | keep myself and others safe afloat.

3.1 have started to build up my technical skills base for water activities that form part of seamanship.
4.1 have started to gain an in depth knowledge of marine navigation and chart work.

5.1 have started building up a deeper knowledge of signalling techniques and know why they are used.

6.1 have started to an active role in the nautical heritage of my own Group and local community, and with wider nautical history
and terminology.

7.1 have started to take the lead in boat maintenance with my Group.

8.1 have improved my knowledge of weather and tides and how they influence my local sea area and activities that take place
there.

For each of the 3 badges there are a number of requirements to be completed for each of these competencies.
Full details of these can be found on www.scoute.ie.

Wom o'
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Helmsman 1

Helmsman 3




The Crean Awards

The four Crean Awards

1. Discovery Award - Get to know the basics before your
investiture or, if you have come up from Cub Scouts, the
renewing of your Promise.

2. Terra Nova Award - Grow your knowledge now that you
are a fully fledged Scout.

3. Endurance Award - Use your experience to develop your
role as a Scout.

4. Polar Award - Becoming a leading member within your
Patrol and Troop.

- The four parts of each Award

1.Yourself - Develop your own identity, learn about Scouting,
and grow to understand the Promise and Law better.

2.Patrol and Troop - Develop your role in your Patrol. Take
part in a number of activities, taking on more responsibility

over time.

3.Citizenship - Find out about your role in your environment.
Participate in community projects.

4.Skills - Try a wide variety of Scout Adventure Skills.

Tools to help you complete the
Crean Awards

Journey Planners - This chart is a starting point for your
journey. Develop your ideas and complete one section of the
chart for each of the four sections of the award.

Journey Maps - Track your journey here. Plot the grid
reference for each requirement of the award here as you
complete them. A Master Map is presented to show you one
possible journey route through the four awards. Each award
Journey Map is an enlargement of the relevant section of the
master map.

Food Stations - (found on Terra Nova, Endurance, and Polar
awards only). You visit two of these on your journey to gaining
an award. The first is at the halfway mark. This is where you
review the SPICES using the SPICES Review Chart. The second,
before you progress onto your next award, gives you a chance
to finish answering the questions on the SPICES Review Chart
now that you've learned and experienced more on your journey.

Having completed the requirements of the award and having
reviewed the SPICES for the second time you will be presented
with the award badge.



ecogmtlon of what you ve achieved clurlng your year of adventures.

r I ‘1e Crean Awards are des1gned to show your progress. There are a number of levels. Each level 1s a 1 —
& i

As you move through your Scouting adventures you will learn many new things Each year you SR
approach adventures from a different perspectlve, you are older, you have new skills and expertlse, you take on more
respons1]3111ty Asa result when you review your own personal development at the end of each award you wiall see
how you have progressed as an individual.



Discovery

SECTION 1 - YOURSELF
Badges and SPICES. . . ... ...t i ittt 030 070

1. Find out what is involved in the various badges you can earn during your time in Scouts.
2. Show that you understand what is involved in each one of the SPICES.

3. Own a Scout uniform and know how to wear it correctly.

Promise and Law ... ...ttt et e naa s 040 060
4. Gain an understanding of the Scout Promise and Law.

5. Explain what the Promise and Law mean to you.

Scouting Knowledge. . ... ...t i s i 050 070
6. Know and explain the Scout Motto.

7. Know a little about the history of Scouting.

8. Demonstrate and understand the Scout Handshake.

9. Demonstrate and understand the Scout Sign/Salute.

SECTION 2 - PATROL and TROOP
Patrol System. . . ......ciiiiiiii L 050 070

1. Explain the various roles in the Patrol.

2. Have a knowledge of the Patrol Leaders Council.

Patrol and Troop Activity . .........ciiiiii ittt ennnnnnnnns 060 070
3. Participate in one Patrol activity.

4. Participate in one Troop activity.

SECTION 3 - CITIZENSHIP

i eREnvironmente. . Fo e e e R e o o e T o s i s e 060 080
1. Know the main elements of Leave no Trace.
S e AT T e R S e Wi o 060 100

2. Know about community groups and the roles they play in your locality.

. SECTION 4 - SKILLS ,

1. Attempt three new skills stages from different Adventure Skills. ........... 070 110




Terra Nova

SECTION 1 - YOURSELF

Your Interests. . . ... s 075 115
1. Give a presentation to your Patrol about a personal interest of yours using different types of communication skills.
Promise and Law . ... .ottt e it e 085 111
2. Demonstrate how you apply the Scout Promise and Law in daily life.

Scouting Knowledge. . .. ... ..ottt 077 097

3. Get to know about your Group's history and structure.
4. Get to know about your Scout County's history and structure.

5. Get to know about Scouting Ireland's history and structure.

SECTION 2 - PATROL and TROOP

Patrol Involvement. . .. ....... ... . . . i i i i, 082 088
1. Take on a task/role in the Patrol given to you by the PL.
2. Learn a new skill from a member of your Patrol.

3. Understand the implications of the Patrol Leaders' Council for individuals and the Patrol.

Patrol and Troop Activities. . . ..o v i i ittt e i e 089 099

4. Help prepare for and participate in a minimum of 4 activities.

SECTION 3 - CITIZENSHIP

Environment. . . . ... oo i i 109 102
1. Demonstrate how you implement Leave no Trace in your Patrol activities.

2. Get to know your local environment.

T Py A0 R . . . . . - - . .« oc--rssamisrasasrraan. 115 088

3. Participate in a Patrol based community project.

SECTION 4 - SKILLS
1. Attempt four new skills stages from different Adventure Skills. ............ 115 082
2. Go up a stage in at least three different Adventure Skills. ............... 103 087

= i



Endurance

SECTION 1 - YOURSELF

Planning. .. ... oo it i i s e s e e s e s s T 119 072
1. Demonstrate how you can find and evaluate information to help plan an activity.
Promise and Law . ... ..ottt et 125 069

2. Implement the Scout Promise and Law and lead by example to others.

3. Participate in a sunrise/sunset/star gazing reflection.

Scouting Involvement. . ... ... . e s 109 062
4. Demonstrate your understanding of Scouting structures.

5. Take an active role in your Troop.

SECTION 2 - PATROL and TROOP

Patrol Responsibility. . . ... ..o e e 124 055
1. Help develop Patrol spirit in a practical way.

2. Know the various talents of your Patrol members.

3. Develop teamwork in your Patrol in a practical way.

4, Take an active role in Patrol meetings.

Patrol and Troop Activities. . . ... .o i i i ittt it e s e e an s 121 045

5. Help organize, run and review at least three activities.

SECTION 3 - CITIZENSHIP

ERVIONMENt: . . .. .. ...l e e e R DO 105 046
1. Participate in a Patrol or Troop environmental project such as recycling.

2. Find out about conservation in Ireland.

T L [ A o g RN T AT I et iR [T (A 113 038

3. Help run and have an active part in a Patrol or Troop Community project.

SECTION 4 - SKILLS
1..Attempt five new skills stages from different Adventure Skills . . .......... 109 031
2. Go up a stage in at least four different Adventure Skills. . ............... 103 027




Polar

SECTION 1 - YOURSELF

Self AWAKENESS. . vt ittt ittt it e e e e e e, 094 025
1. Carry out a SWOT (Strengths, Weaknesses, Opportunities, Threats) analyses of yourself.

2. Make a presentation to the Patrol Leaders Council about what you have learned during your time in Scouts.

Promise and Law . . ... .. e 079 024
3. Prepare and deliver a Scouts' Own or Promise and Law Reflection.

4. Have a Scout Law & Promise discussion with your Patrol.

Scouting Involvement. . . . ........ . i 081 031
5. Take an active role in your Group.
6. Participate in one of the Youth Fora (County, Provincial or National).

7. Take part in-a National Event.

SECTION 2 - PATROL and TROOP

Patrol work SRR R Y . . . . . . . - . i seces e 079 049
1. Share one of your skills with another Beaver Scout, Cub Scout or Scout.
2. Take an active role in the planning and running of your Troop through the Patrol Leaders' Council.

3. As a member of the Patrol Leaders' Council, engage with the Group Council.

Patrol and Troop Activities. . . . . ... et 095 059

4. Plan, run and review an activity for your Patrol or Troop.

SECTION 3 - CITIZENSHIP

BRI TR - T e . . . .. ... ... .ccrscrarsser s na 101 065
1. Plan, organise and run a Patrol or Troop Leave no Trace project within your locality.

2. Find out about conservation internationally.

N N TR . . . . . . . . .. cccss e asaEss T 072 061

3. Plan and run a Patrol or Troop Community project.

SECTION 4 - SKILLS

1. Have gained experience in all nine Adventure Skills . . .................. 084 065

2. Go up a stage in at least five Adventure Skills. .. ....................... 079 071
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Discovery Journey Planner
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Terra Nova Journey Planner
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dSociaI

Developing my interaction with others and the community.

Physical

Being respectful for my body.

Intellectual

Receiving & applying knowledge to carry out my activities.

Character

Becoming a well-rounded person.

%

Emotional

Being able to express my own emotions and respecting the emotions of others.

Spiritual

Developing my own beliefs-and living by my values in everyday life.

SPICES Review

Social

L] [ 1.oid1 develop my relationships with those around me?
(] [ 2.pid! improve my communication skills?

(][] 3.pidl accept, respect and learn from other cultures?
L] [ 4 was I involved in my community?

D [] 5.DidI apply the Promise and Law in my everyday life?

_U
=

53
)
L

1. Did | eat well to play [Scout] well?

2. Was | aware of my personal hygiene?

3. Did | maintain a balanced/active lifestyle?

4. Was | comfortable with how my body worked?

5. Was | aware of my physical limits and those of my Patrol?

[
[
[
[l
[] 6.Did I know the health consequences of my lifestyle choices?
[
te
[
[
[

N

7. Did | know how to access help if/when a problem arose?

tellectual

1. Did | know what information | needed to achieve my goals?

2. Was | open to new ideas and ways of learning?

3. Did | develop creativity, imagination, innovation and try new ideas?
D 4. Did | learn from the decisions | have made?
[] [ 5.Did I work as a team member?

=1

I

Character

L] [ 1.Did I live the Promise and Law?

D [] 2. Did I value my friends and friendship?

[] [ 3.Did | think before | did anything?

L] [ 4. Did I ensure fairness to everyone?

[ [ s5.Did I treat others with respect?

[] [J &.Did I learn how to deal with differences, and other people's views?
[] [] 7.Did 1 have a plan to follow my dreams?

[] [] 8.Did 1 live the Scouting Spirit?

Emotional

1. Was | aware of the feelings | experienced and their affect on my life?
2. Did I show | wasn't afraid to ask for and give help?

3. Did | take responsibility for my own emotions?

4. Did | control my own emotions?

5. Was | prepared to challenge myself and strive to go one step further?
6. Was | open to change in my beliefs and values?

7. Did I show my individually by developing my talents?

| o |
N |

]
O

Spiritual

[] [] 1.Did | demonstrate that | live the Promise and Law?

[1 [ 2.Did I ensure that | have a positive impact on the enwronment ?
D [] 3.Did I reflect on the wonder of God all around me?

[] [] 4.Did I reflect on my experiences and how they change my beliefs?
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-Social

Developing my interaction with others and the community.

Physical

Being respectful for my body.

Intellectual

Receiving & applying knowledge to carry out my activities.

Character

Becoming a well-rounded person.

v Emotional

Being able to express my own emotions and respecting the emotions of others.

Spiritual

Developing my own beliefs-and living by my values in everyday life.

SPICES Review

Social

1. Did | develop my relationships with those around me?
q 2. Did I improve my communication skills?
3. Did | accept, respect and learn from other cultures?
q q 4. Was | involved in my community?
g g 5. Did I apply the Promise and Law in my everyday life?

Physical

q 1. Did | eat well to play [Scout] well?

2. Was | aware of my personal hygiene?

3. Did | maintain a balanced/active lifestyle?

4. Was | comfortable with how my body worked?

5. Was | aware of my physical limits and those of my Patrol?
6. Did | know the health consequences of my lifestyle choices?
7. Did | know how to access help if/when a problem arose?

000000

lectual

1. Did | know what information | needed to achieve my goals?

2. Was | open to new ideas and ways of learning?

3. Did | develop creativity, imagination, innovation and try new ideas?
4. Did | learn from the decisions | have made?

5. Did | work as a team member?
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1. Did I live the Promise and Law?
q q 2. Did | value my friends and friendship?
q q 3. Did | think before | did anything?
(g q 4 Did I ensure fairness to everyone?
g q 5. Did |l treat others with respect?
q q 6. Did | learn how to deal with differences, and other people's views?
q q 7. Did | have a plan to follow my dreams?
g g 8. Did I live the Scouting Spirit?

1. Was | aware of the feelings | experienced and their affect on my life?
2. Did I show | wasn't afraid to ask for and give help?

3. Did | take responsibility for my own emotions?

4. Did | control my own emotions?

Spiritual
q q 1. Did | demonstrate that | live the Promise and Law?
q q 2. Did | ensure that | have a positive impact on the environment ?

q q 3. Did | reflect on the wonder of God all around me?
q q 4. Did | reflect on my experiences and how they change my beliefs?
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-Social

Developing my interaction with others and the community.

Physical

Being respectful for my body.

Intellectual

Receiving & applying knowledge to carry out my activities.

Character

Becoming a well-rounded person.

v Emotional

Being able to express my own emotions and respecting the emotions of others.

Spiritual

Developing my own beliefs-and living by my values in everyday life.

SPICES Review

Social

1. Did | develop my relationships with those around me?
q 2. Did I improve my communication skills?
3. Did | accept, respect and learn from other cultures?
q q 4. Was | involved in my community?
g g 5. Did I apply the Promise and Law in my everyday life?

Physical

q 1. Did | eat well to play [Scout] well?

2. Was | aware of my personal hygiene?

3. Did | maintain a balanced/active lifestyle?

4. Was | comfortable with how my body worked?

5. Was | aware of my physical limits and those of my Patrol?
6. Did | know the health consequences of my lifestyle choices?
7. Did | know how to access help if/when a problem arose?

000000

lectual

1. Did | know what information | needed to achieve my goals?

2. Was | open to new ideas and ways of learning?

3. Did | develop creativity, imagination, innovation and try new ideas?
4. Did | learn from the decisions | have made?

5. Did | work as a team member?
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1. Did I live the Promise and Law?
q q 2. Did | value my friends and friendship?
q q 3. Did | think before | did anything?
(g q 4 Did I ensure fairness to everyone?
g q 5. Did |l treat others with respect?
q q 6. Did | learn how to deal with differences, and other people's views?
q q 7. Did | have a plan to follow my dreams?
g g 8. Did I live the Scouting Spirit?

1. Was | aware of the feelings | experienced and their affect on my life?
2. Did I show | wasn't afraid to ask for and give help?

3. Did | take responsibility for my own emotions?

4. Did | control my own emotions?

Spiritual
q q 1. Did | demonstrate that | live the Promise and Law?
q q 2. Did | ensure that | have a positive impact on the environment ?

q q 3. Did | reflect on the wonder of God all around me?
q q 4. Did | reflect on my experiences and how they change my beliefs?



Chief Scout’s Award

Once you decide that you want to undertake the Chief Scout's Award, you should fill in a form
to record what you are going to do to achieve the award. This form must be signed by your
Scouter, and it serves as a registration of participation. Once this is done you can start
working on the award.

As you complete each Special Interest Badge and Adventure Skill step you
may wear the relevant badge on your uniform. Once all of the components are
completed, the Chief Scout's Award will be presented on a suitable occasion.

The following are the requirements for the Scout Chief Scout's Award:

1. Skill: One Special Interest Badge from the "Skill" Area.

2. Physical: One Special Interest Badge from the "Physical” Area.

3. Community: One Special Interest Badge from the "Community” Area.

4. Environment: One Special Interest Badge from the "Environment” Area.

5. Scout Skill: Two Adventure Skills to Stage 4 and two Adventure Skills to Stage 6.
6. Expedition: Walking 25-35 km over two consecutive days and one night.

7. Residential [ Intercultural: Shared activity with a group in a residential/camp setting for
four days & three nights, must include an intercultural aspect and a community project.

The requirements should be completed for a minimum of twelve months duration.

The Scout Chief Scout's Award will qualify for the Gaisce Bronze level.
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'-re Scout Executive will VISIt your Scout meeting to meet.

I kScouts They will explain what is involved in Venture
- Scouts and answer any questions you m|ghlf have

The following week you will go to the Venture Scout Meeting and
take part in the meeting to see what it is the Venture Scouts do.

Over the following two weeks you will attend two more Venture &

Scout meetings and a Venture Scout outdoor activity.

Once the link is completed you will take part in a Departure
Ceremony with the Scout Troop at the very end of the year.




Tom Crean Timeline

1877
1893
1901
1902
1904
1910
1911

1912

1913

1914

1915

1916

1917

1920
1927
1938

ZOth July
10th July

10th December

Fcbruarg
Februarg
April
January

Ist November

+th Januarg

18th Februarg
l9th l"ebruary
Z9th October
12 November
January

2th Julg

25th May

Ist August
19th January
27th October
21st November
9th April

15th April
24th April
10th May

19th May

20th May
50th August
8th October
5th September
24th March

27th July

Born near Anascaul, Co. Kerry, lre]ancl, the son of Patrick and Catherine Crean
Runs away from home and enlists in Rogal Navy

Joins Ca[:)tain Scott’s Antarctic exploration ship, Discovery

Makes first sleclging cxpeclition in the Antarctic

Discovery leaves Antarctic

Joins Captain Scott’s Terra Nova expedition to discover the South Pole

Terra Nova reaches the Antarctica

March to South Pole starts

On19 150 miles from South Pole; among the last to see Captain Scott a]ive; starts 750 mile
return to base camp

Volunteers to walk 35 miles to base camp to save Lt. Evans
Reaches base hut after 18 hour march

Starts search for bodies of Captain Scott’s Party
Discovers Captain Scott’s tent and buries bodies

Terra Nova leaves Antarctica

Tom receives Albert Medal at Buckinglqam Palace from King George for saving the life of
Lt. Evans

Joins Sir Ernest Shackleton Endurance cxpeclition
Endurance sails from London

Endurance traPPecl in Weddell sea

Endurance abandoned

Endurance sinks

Takes clﬂarge of Stancomb Wills lifeboat on seajoumeg to Elephant island
Lands on Eleplﬁant Islahd

Sails in James Caird to South Georgja

Lands on South Georgja

Starts overland march across South Georgla
Reaches wlﬁaling station at Stromness

Returns to Elephant Island and rescues 22 castaways
Sails for Europe

Marries Eileen (Nell) Herlihgl Anascaul, Co. Kerry
Retires from Royal Navy after 27 years service
OPcns the ‘The South Pole Inn’, Anascaul, Co. Kerry
Dies at Bon Secours HosPi’cal Cork, aged 6l



Well I hope you have en]oyed gettmg to know all about your Seoutmg J ourney, and I hope my example wall help
1nsp1re you. I wish you luck on your own J ourney of exploratlon and I urge you to all work toget}ler in your Patrols
and 1n the wider communlty to make your dreams of adventure a reallty Y ou will be the next generatlon of Irish
adventurers. En] oy

Tom Crean

\ / ". g
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