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Welcome to Camp 
 

How long does a week of camp last?  Sounds like a pretty dumb question.  But think 

about it a little longer.  Your decision to go to camp is already affecting you and your 

familyôs plans for the summer. 

 

The experience you have at summer camp will last for the rest of your life.  That's a 

really big deal!  The camp staff is already at work putting together a great summer camp 

program just for you and your friends. 

 

There are some things you should be doing right now to make your week at camp even 

better.  Start thinking about the goals you want to accomplish at camp.  Look over 

the requirements for your next rank and decide which of those you plan to work on  at 

camp. 

 

Take a look at our merit badge offerings and decide which merit badges you want to 

work on.  You should get the merit badge pamphlet and read it before camp.  If there are 

requirements requiring written work, then do them at home on a rainy day before camp. 

 

Start getting your gear together so youôll have everything you need to make yourself 

comfortable. 

 

Be sure your friends are planning to come to camp too, and find out how you can help 

your troop leadership plan and get ready for camp.  There is a great experience in store 

for you and it has already begun. 

 

Some Basic Camp Rules 
 

The Scout Law is the law of Camp Baker.  There are a few special cases that need a little 

extra explanation. 

¶ Fireworks of any kind are prohibited in camp.  Donôt bring them!! 

¶ Do not bring firearms or ammunition to camp.  If you bring a bow to camp, it must 

be stored by the archery instructor and used only under supervision.  No bows are 

alowed in the campsites. 

¶ Do not enter another troopôs campsite unless you are invited by someone from that 

troop.  No camper may enter any staff living areas. 

¶ Pets are not allowed in camp. 

¶ Swimming is allowed only at the waterfront, when the eight-point safe swim 

defense plan is being followed.  Do not go swimming or boating on your own. 
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ADVANCEMENT  

 

To have a successful advancement program, Scouts should begin their work prior to 

arrival at camp.  Some badges are easily earned in camp, while others take longer.  Advance 

planning will make possible a more effective merit badge program for your personal 

advancement goals.  Please note that we cannot make any substitutions for merit badge 

requirements. 

 

If you have satisfied certain requirements prior to coming to camp, you should give the area 

staff person the merit badge card.  If you have forgotten it, or if you are working on the trail to 

First Class, you can give a replacement signed merit badge card or a note from your 

Scoutmaster stating which requirements have been completed. 

 

 

 

 

 

Merit badges are earned in camp just as they are back 

home.  You need to discuss merit badge subjects with 

your Scoutmaster, who then gives you an approved and 

signed merit badge blue card.  You are now cleared to 

attend the merit badge session.  Your Scoutmaster will 

receive back the complete, signed merit badge cards, as 

well as partial efforts, at the end of the week at camp. 
 

We recommend that you obtain and read the merit badge 

pamphlet for those merit badges you plan on taking.  We 

have merit badge pamphlets available for you to purchase 

in the Trading Post.  Choose the sessions you are prepared 

for on Sunday evening or even on Monday morning, should 

your troop be arriving then.  You will then have the 

opportunity to work with our great staff throughout the 

week and meet your personal goals on the Scouting trail at 

Camp Baker! 

 

 

 

 

 

 

 

 
Program fee or material cost 

 
All day program 

 
Recommended for younger 

Scouts 

 
Recommended for older Scouts 

 
Recommended for all Scouts 

 
Eagle required 

 

Indicates requirements that 
may be completed before 
coming to camp to allow more 
time for additional activities. 

 
Written material required 

 

Indicates requirements that 
must be completed at home; 
they cannot be completed at 
camp 

 

Indicates a maximum capacity 
for this session 

 

Indicates a prerequisite for this 
program 

Key to Program Icons  
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MERIT BADGE and PROGRAM OFFERINGS 

 

 

This tough merit badge is Eagle required.  Scouts must be 
prepared to devote a lot of time to it if they want to complete it in 
a week.  Nature observation required outside of class time.  

Scouts should already have earne d a nature area or 
related merit badge before starting on Environmental 
Science.  Scouts should be 13 years or older.  

 

It takes some time and dedication, but the average second or 
third year Scout can complete Forestry in a week.  Come prepared 
with a merit badge book and field notebook.   

Learn about trees, wood use and forest occupations. 

Camp Baker is the perfect place to earn this popular 
merit badge.  It is all around us, high and low.  Learn about 
plants and animals and how they interact with th eir surroundings 
and each other. 

Soil and Water Conservation 

        

Scouting at its best.  Get down and dirty, study our earth and how 
erosion happens, and learn how to protect our soil from erosion.  
Badge can be completed in a week.  Requires a good 
Conservation project for a patrol or troop.  

Fishing  

       This badge leaves lots of free time to commune with the lake.  
Bring your own gear for the best experience.  Offered during open 
program by appointment only.  Fishing has been sporadic in recent 
summers.  You may wish to bring evidence of having caught a fish 
previously. 
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Build your own rocket and launch it to the heavens!  Have fun while 
learning about the wonders of space.  A materials fee of $12 applies 
for the rocket kit.  Please do NOT bring your own. 

Weather 

        6,8,9 

Build your own weather instrument.  An underlying interest in 
weather is recommended.  Requirements 6, 8, and 9 may be 
completed before camp. 

Orienteering 

         8a 

Use a compass and map to find your way over rough terrain.  
Expand your basic skill with this advanced sport of navigation.  
Recommended for the return camper. 

Some written work and a conservation project.  

Requirement # 8 may be completed before arrival.  
 
 

 
      A small report and project.  Req. #3 can be done  
      before camp. 
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Wilderness Survival 

        5 

This merit badge is not as tough as it sounds but still is not for first 
year campers. Scouts will learn some common sense about dealing 
with the outdoors.  One night will be spent in the ñWildernessò of Camp Baker . . . 
BE PREPARED! Have req. #5 complete before camp.  Bring your personal survival 
kit with you.  

Camping 

           9 

Scouts will be able to complete the majority of this Eagle 
required merit badge.  A report from the troop will be required 
demonstrating camping history (Req. #9).  14 nights of official Scout camping 
prior to camp should be indicated.  Good badge for returning Scouts. 

 

 
Canoeing 

          

Canoeing is a little tougher than swimming. It takes a little more 
strength and a little more study. A Scout must pass the ñswimmerôsò 
test before he begins.  Use the merit badge book to study paddling 
techniques.  Practice time outside of class is a must. 

  

Kayaking BSA 

           

Learn the basic skills of safely paddling a kayak.  Launching and 
paddling as well as safely exiting will be stressed.  This is a basic 
class and will not qualify you or certify you as a white water ka yaker.  
Class size limited to five. This is an award, not  a merit badge. Scouts 
must be 1st class, 14 years old and hold both the swimming and 
canoeing merit badges.  A $5 program fee applies. 
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Lifesaving 

          13 

We take this merit badge seriously. The requirements are tough and 
the standards are high. A Scout needs to be a strong swimmer and a 
serious student to pass. Completing swimming merit badge is 
required before attempting this badge. Lifesaving is an Eagle required 
option.  Knowledge of CPR needs to be demonstrated.   

 
Rowing 

        Rowing is the best bet for a first boating merit badge. It 
can be completed in a week. A Scout must pass the ñswimmerôsò test 
before he begins.  This is an older boy badge.  Practice time outside 
of class is a must. 

 
Small Boat Sailing 

         

Most camps do not have the ability to offer this badge. This is a 
tough merit badge intended for serious sailors. It can be completed in 
a week. Participants need to sign up for a morning sailing session. A 
Scout must pass the ñswimmersò test before he begins.  Class size is 
limited to 6 students per instructor.  

 
Swimming 

          

Swimming is a Scoutôs first plunge into the world of aquatics merit 
badges.  An average swimmer can complete this merit badge at 
camp.  Swimming merit badge meets an Eagle required option.  This 
is a fine badge for a first year Scout.  This badge will help meet 
requirements for Trail to Second & First Class. 

 

SCUBA BSA 

           

One of Scouting's newest offerings, this badge allows your older 
Scouts (13+) a chance to try the sport of SCUBA. Participants must 
pass the swimmer's test and have or be signed up for Swimming 
merit badge. A worksheet is done before camp where possible or 
during free time the first couple of days.  Then on Thursday, two 
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groups of 12 Scouts will venture out to Woahink Lake for a dive.  The 
cost is an additional $40.  Extra space in the class will be opened up 
to interested Adult Scouters! 

 

BSA Lifeguard 

           

This prestigious award is perfect for that "been there, done that" 
older Scout or Scouter who want to be certified to be a lifeguard with 
the BSA.  This most-of-the-day program is very challenging and 
rewarding.  Sign up with the aquatics director to work out your 
schedule.   

 

 Archery 

         

Archery is another merit badge that is not as easy as it sounds. It 
requires a certain level of strength that many first and second year 
campers may not have. We recommend every Scout visit the archery 
range and have fun, but it is best suit ed for returning Scouts unless it 
is an established hobby.  It can be completed in a week but Scouts 
who do so will know they have met a challenge.  A program materials 
fee of less than $10 applies. 

Scouts and Scouters may bring their own equipment, but it  MUST be 
registered upon check in and stored at the archery range all week.  

 

 Rifle Shooting 

         

A Scoutôs success with this merit badge is dependent on his prior 
shooting experience.  It is a tough merit badge to earn from ñcold 
startò, especially for a young Scout.    Like archery, rifle shooting 
should be experienced and enjoyed by all Scouts, but those signing 
up for the badge should be returning Scouts.  Scouts need to be 
aware that writing and studying are just as much a part of this merit 
badge as shooting.  A good shot who is a hard worker can complete 
it in a week.  A program materials fee of less than $5 will apply.  
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Climbing Merit Badge  
         

 

For older Scouts who want to challenge themselves and tackle 7 routes of various 
difficulties on Camp Bakerôs Tower.  Learn skills for climbing, and repelling.  Limited to 
Scouts who are age 13 and older.  To complete merit badge you will need to show up 
for open climb in the afternoon.   A $5 fee applies. 

 

C.O.P.E 
         

Camp Baker is excited to offer our greatest high adventure program, Project COPE.  
Project COPE, a national program of the Boy Scouts of America, stands for 
ñChallenging Outdoor Personal Experienceò.  The program is composed of group 
initiative games, trust events, low c ourse events, and high course events.  Some 
activities involve a group challenge while others develop individual skills and agility.  
Participants climb, swing, balance, jump, rappel, and devise solutions to a variety of 
problems.  Most participants achieve more than they imagined they could.  COPE 
emphasizes building self-esteem, developing leadership, and working as a team to 
accomplish tasks, and it provides opportunities for every participant to succeed as an 
individual and as a member of a group.  

The program runs for the whole week, starting on Monday and ending on Friday. Itôs 
the perfect activity for your older Scouts or leadership core to develop leadership and 
communication skills.  Individual Scouts or adults are also encouraged to enroll.  The 
program has space for about 24 participants per week that work in groups of eight to 
twelve to emphasize teamwork and trust.  Participants must be 14 years of age.  The 
low course is made up of 16 elements with names such as Trust Fall, The Beam, Wild 
Woosey, The Wall, Spider Web, Nitro Crossing, Piranha Pilings to name a few.  The 
high course (most elements are 40 feet high) has 9 elements with names such as 
Heebie Geebie, Commando Line, Zipline and more. 

Meeting the challenges of COPE allows individuals and groups to develop self-esteem 
and encourages them to adopt challenging, attainable goals.  The Camp Baker COPE 
Program emphasizes seven major goals.  They are: teamwork, communications, trust, 
leadership, decision making, problem solving and self-esteem.  Be sure to visit with the 
Tower Staff on Sunday so you and your troop may benefit from Camp Bakerôs High 
Adventure Program.  $15 fee applies, and includes patch. 
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Art:  Get ready to learn the basics of art!  Using a variety of mediums 
including oil, watercolor, pen & ink, pencil, markers, and temperas --we 
will be creating works of art.  The badge can be completed at camp and 
materials will range from nothing to $5.00.  

 
Basketry:  One of our easiest merit badges, basketry is a good starter 
for first year Scouts. Complete it in a week.  Materials range from $7.00 
to $18.00.  Open program, just drop in!  

 

Metalwork:  Brand new in 2012!  Suitable for all scouts.  It is 
recommended that requirement #4 be done in advance and 

brought to camp.  Cost  from $5.  

 
Indian Lore : Learn the skills, crafts, food and history of the Native 
Americans in a merit badge that includes craft skills and historical 
study.  Materials range from $5.00 to $15.00 for projects.  

 
Leatherwork : Round out a Scoutôs craft abilities with Leatherwork. 
Complete it in a week.  There may be a small charge for materials.  The 
cost varies according to the projects chosen.  $5.00 - $18.00 fee 
depending on the projects. 

 
Woodcarving : A good merit badge for 2nd year campers or older 
Scouts with a little spare time, woodcarving will also teach some things 
about tools and woods. Complete it in a week.  ñTotin' Chipò required 
(this can be earned in the Scout Skills Area).  There is a fee for carving 
materials, generally ranging from $5.00 to $10.00 for projects from the 
Trading Post.  

SCOUT SKILLS PROGRAM AREA  
  

Need your book signed off for Tenderfoot, 2nd Class or 1st 
Class?  Scout Skills is the place.  Expect from this area not 
only great teaching of Scout skills, but also fun camp games 
and activities to demonstrate Scouting skills and Scouting 
spirit.  
 
In addition to advancement, Scouts may earn their Totin' 
Chip, Firem'n Chit, and Paul Bunyan Woodsman. 
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JUST FOR OLDER SCOUTS 
 

Keeping older Scouts interested and active is a challenge for every troop. At Camp 
Baker, we have developed some challenges we hope will help you give your older 
Scouts an incentive to come back to camp. 

BSA LIFEGUARD   KAYAKING BSA      CLIMBING MB  
MILE SWI M   TIMBER SLUGS      SCUBA BSA   
C.O.P.E    SMALL BOAT SAILING     OUTPOSTS 
 

So if you think you have seen it all.....Think again! 
 

BAKER ANTHEM SEGMENTS (For Scouts of ALL ages)  
 

 
 

The Camp Baker Anthem calls on all Scouts to become a Baker Camper, Baker Hiker, 

Baker Swimmer, and Baker Climber.  This program is designed to recognize Scouts 

who meet those challenges illustrated in our own Camp Anthem. 

 

Anyone can participate, but use this program to encourage Scouts who are coming to 

camp for their second or third time to dig a little deeper into the Baker program.  

Remind Scouts that they do not have to have done all the requirements in a single 

week.  Help them to remember back to things they may have done at Camp Baker in 

previous years. 

 

Completing each set of requirements entitles the Scout to wear that segment aro und 

his Oregon Trail Council segment patch.  Use the Baker Segment sheet found in the 

Leadersô Lodge to keep track of the requirements.  As the Scouts qualify, simply 

submit the checklist with leader signature and the unit will be awarded the segments 

for presentation at your next court of honor.  
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ORDER OF THE ARROW 
 

Camping and the Order of the Arrow go hand in hand. The Tsisqan 

Lodge of the Order of the Arrow plays a key role in the 

maintenance and development of Camp Baker. Arrowmen within 

your troop should be playing a key role in your troopôs camping 

program, especially by inviting all the Scouts in your troop to 

a week -long BSA camp each year.  Summer camp is a great setting for members of 

the Order to renew their dedication to Scout camping, meet m embers of the Order 

from both Tsisqan Lodge and out of council Lodges, and look for further ways to be of 

service to Scout camping. Thursday is Order of the Arrow day in camp .  

Arrowmen are encouraged to wear their sashes when in complete uniform.  

Special activities at camp will be announced at the SPL meeting. 

 

TRADING POST  

 

The Camp Baker Trading Post stocks souvenirs, 
Scouting and camping supplies, merit badge materials 
and pamphlets, T-shirts, neckerchiefs and patches, 
craft supplies and snacks.  The average Scout spends 
about $50-$60 during a week at camp.  Many troops 
have an adult in camp serve as ñbankerò.  This 
discourages ñsticky fingersò and ñbutter fingersò alike.   
 
To save money, your unit will want to take advantage 
of the Pre-Order opportunity included in this guide.  
Shirts, hats, patches, and more will be provided at a 
discount and be waiting for you at camp if you order 
early.  Some items may only be available this way due 
to limited supply.  
 

The Adventure Trail  

This camp-wide program is fun for the first year camper and the Eagle Scout alike!  
Each Scout earns beads and tokens in each of the program areas and camp-wide 
events.  Wear your tokens with distinction just  like our staff.  A perfect way to get 
your Scouts to be actively engaged in all of Camp Baker's program offerings! 
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The Adventure Trail 
ñCamp Bakerôs achievement programò 

 

The purpose of this program is to give everyone 

who visits Camp Baker the opportunity to visit 

every program area and have fun doing it.  By 

participating in the trail, each Scout, Scouter, or 

Family member receives a token of accomplishment 

from each area in the form of a bead to wear while 

in camp and take home as a reminder of the fun and 

adventure of Camp Baker. 

 

The following is a listing of what beads can be earned in each of the program areas of camp.  

The number in parenthesis show how many beads of that color can be earned, an x denotes 

unlimited. 

Trading Post    Jumbo Bead (1) 

Buy official Adventure Trail Necklace 

Aquatics ........................................... Blue (2) 

Learn the 8 point Safe Swim Defense Plan 

Learn the 9 point Safety Afloat Plan 

Rifle Range .................................... Black (1) 
Join the Quarter Club 

Archery Range ............................. Purple(1)  
Hit a bulls eye 

Aquatics ................................. Light blue (1) 

Take a boat ride 

Scout Skills ....................................... Red (3)  
Earn the Paul Bunyan Woodsman 

Earn a Firem'n Chit, Earn a Tote'n Chit 

Aquatics ........................................ White (2) 

Go to a Polar Bear Swim 

Scout Craft .................................. Brown (x) 

Tie 8 knots 

Tower ...............................................Pink (1) 

Go Bouldering 

Nature ........................................... Green (x) 

Identify 10 plants 

Nature ........................ Glow in the Dark (2) 

Go on a night owl hike 

Be in a Camp Flag Ceremony Amethyst(1) 

 

 

Nature ........................................... Silver (1) 

Do a patrol/troop conservation project 

Handicraft  .................................. Yellow (x)  
Make a craft approved by director 

Dining Hall  ..................................... Gold (x) 

Take part in clean up. 

Scout Skills .................................... Clear (x) 

Complete a Merit Badge 

Scout Skills ................................ Orange (x) 

Participate in Camp Wide Games, Baker 

Games 

Scout Skills ...................................... Teal (x) 
Take a five mile hike 

Scout Craft ........................ Light Green (1) 

Complete Timber Slugs 

Go on a patrol overnighter/outbound 

Nature ................................ Clear Green (1)  
Visit the Nature Trail 

Quartermaster ..................... Clear Blue (x) 

Pre-approved service project 

Attend Chapel .................. Clear Yellow (1) 

Order of the Arrow  ................. Hairpipe (x) 

Attend an official OA event/ceremony



15 | P a g e 

 

PATROL OR TROOP ACTIVITIES  
 

Summer camp is about much more than personal growth and individual fun.  We want 
your whole unit to benefit from your time with u s.  To this end, we have a variety of 
programs and awards designed to build group spirit and teamwork in your unit.  
 
We offer a variety of opportunities to involve your entire unit working together in 
activities.  These include: 

o Going to the waterfront as a patrol or troop and enjoying a unit swim or a 
boating trip  

o Doing an in-camp overnighter as a patrol, sign up at SPL meeting 
o Doing an out-of-camp overnighter as a troop, sign up at SPL meeting 
o Going for a patrol/troop shoot at the rifle range or archery r ange (sign-ups may 

be needed) 
 

 

BAKER GAMES 
 
We encourage you to bring troop and patrol flags to all events you attend as a group.  
Each day throughout the week, there will be opportunities to highlight your teamwork 
and special awards will be given during evening flags.  Patrols may participate without 
a flag, but no flag....no ribbon.  
 
 
SERVICE PROJECTS:  There are plenty of opportunities at Camp Baker for service to 
others and service to our camp.  The Camp Ranger has a list of recommended 
conservation projects, and the Quartermaster can provide needed equipment.  Our 
Camp Commissioners and other staff can also help you make arrangements. 
 

 
OUTPOST TRIPS  
 
Your program potential at Camp Baker extends far beyond its borders. Active troops 
strike out of camp and make use of the many outpost opportunities the environment 
around Camp Baker offers.   

If your unit decides to do an outpost, you must notify the Camp Program Director, 
maintain your two -deep leadership both in and out of camp (if some Scouts are 
staying behind).  Patrols may conduct an outpost within camp boundaries, without 
adults present.  Due to safety standards the Camp Director and Aquatics Director have 
final say so on whether a troop may depart on the specified outing.  

 



 

uTHE DUNES 
 

Just one half mile west of Camp are miles of the 
greatest sand dunes any Scout camp in the world 
has access to. The dunes are a great outpost 
destination, whether for an afternoon hike or an 
overnight trek. The ñtree islandsò in the dunes are a 
unique camping destination. The lakes in the dunes 
(some years they are there, others they are not) are 
great spots for a troop swim (conducted on the 
eight point safe swim defense plan). A push across 
the dunes reaches the ocean, a hike of about eight 

miles, round trip.   

Wednesday night is DUNE NIGHT!  The entire camp will visit the dunes for a series of 
Baker Games and a full evening of fun! 

 
WHAT TO BRING TO CAMP  

CHECKLIST 
 

 

CLOTHING, BEDDING  

  

[  ]  At least 1 complete Scout 

Uniform 

[  ]  Sweater or Jacket  [  ]  Swimming Trunks 

[  ]  T -Shirts (3 minimum)  [  ]  Socks (6 pairs)  [  ]  Sturdy Pants (2 pairs)  

[  ]  Underwear (6 minimum)  [  ]  Shoes (Tennis & Hiking)  [  ]  Sleep wear  

[  ]  Sleeping Bag & Small Pillow [  ]  Short Pants  [  ]  Raingear or Poncho  

[  ]  Scout Bel t [  ]  Scout Hat  [  ]  Watershoes  

[  ]   Sleeping pad [  ]  NO SANDALS  

   

TOILETRY ARTICLES    

[  ]  Toothbrush & Toothpaste  [  ]  Wash Cloth  [  ]  Soap  

[  ]  Deodorant  [  ]  Towel  [  ]  Comb & Brush  

[  ]  Sunscreen  [  ]  Shampoo  [  ]  MESS KIT  

[  ]   FIRST AID KIT!!  

   

  



 

 

 

ADVANCEMENT MATERIALS & PAPERWORK  

[  ]  Scout Book  [  ]  Money for program materials, snack, and 

souvenirs ($50-60) 

[  ]  Updated Medical Form 

(Mandatory)  

[  ]  Pen & Paper  

[  ]  Notebook 

 

[  ]  Long Pants (COPE) [  ]  Documen tation of Merit badge work already 

done 

OTHER USEFUL ITEMS   

[  ]  Fishing Gear (if desired 

or taking MB) 

[  ]  Flashlight & Fresh 

Batteries 

[  ]  Camera  

[  ]  Pocket Knife (No 

Sheath Knives) 

[  ]  Compass [  ]  Personal First Aid Kit  

[  ]  Canteen/Wat er bottle  [  ]  Sunglasses [  ]  Watch  

[  ]  O.A. Sash  

   

Scouts in Swimming or Lifesaving Merit badges & Lifeguard BSA will also 

need these items:  

[  ]  Long Sleeve Button 

Down Shirt 

[  ]  Long Pants  [  ]  Mask, Snorkel, Fins 

(BSA Lifeguard) 

 

Items that we do not want in camp:  Electronics, firearms, fireworks, rocket 

engines, ammunition, sheath knives, climbing gear, radios/music players, hand 

held video games, open toed shoes, tobacco, or pets from home!  



 

DAILY SCHEDULE  - Subject to change 

SUNDAY MONDAY - FRIDAY  

Welcome to Camp Baker  

Please plan to arrive as a group 

between 1:00pm and 2:00 pm  

 

NO EARLIER PLEASE 

6:30am -  Polar Bear Swim (T, U) 

 

7:30  Morning Colors 

                     Breakfast  

 

9:00 -12:00pm  Program Areas Open 

 

10:00am  Scoutmaster Meeting 

(Daily, All Adult Leaders Welcome) 

 

1:00 -  2:00pm   Arrival 

 

1:00 -2:30  Leader Check-In 

 

1:00 -5:00  Scoutsô Orientation Tours 

& Settling In  

 

4:00pm   SM/SPL meeting 

12:00 -1:00 p.m.   Lunch (in campsite on W) 

 

12:30 -1:30   Baker Games 

 

2:00     Adult Leader Trainings 

 

2:00 -5:00   Program Areas Open 

3:00 -5:00       Camp-Wide Games (Fri only)  

 

3:30   Scoutmaster Belly Flop-off ( U) 

4:00   Senior Patrol Leaders Meeting (Daily)  

 

 

5:45 p.m.   Evening colors 

 

6:00 -6:45   Dinner 

  

7:00 -8:00   MB / Program 

Registration 

 

8:00  Chapel 

 

8:25  Assemble at flagpole 

(mandatory)  

 

8:30pm   CAMPFIRE!   

 

10:00   Taps 

 

5:45 p.m.   Evening colors 

 

6:00   Dinner 

  

 

7:00 -8:30   Program areas open 

                                  (M, U, F) 

                   DUNE NIGHT!  (T) 

8:30pm   CAMPFIRE!  (Friday Night) 

                Moonlight Canoe Race (U) 

                Inter -troop Campfire (W) 

9:45     Night Owl Hike (M, U) 

10:00   Taps 




