
LEADERS	GUIDE	

…first	edition…	

For	FREEZE-O-REE	2018	

Freeze-o-ree	is	currently	scheduled	for	January	19-21	2018	at	Bear	Creek	Scout	Camp.	

	

A	FEW	RULES/NOTES	

	

WILL	BE	HAPPENING	IN	THE	VALLEY		

HAVE	FUN	

FOLLOW	RULES	OF	SCOUT	CONDUCT,	SCOUT	LAWS,	SCOUT	OATH	

BE	AWARE	OF	POSSIBLE	BURN	BAN…PLAN	ACCORDINGLY	

TROOPS	WILL	PACK	OUT	THEIR	TRASH	

NO	GLASS	CONTAINERS	

NO	PETS	UNLESS	A	SERVICE	ANIMAL	

LET	US	KNOW	ABOUT	NEED	FOR	HANDICAP	VEHICLE	IN	CAMPSITE	

AT	CHECK-IN	NEED	ROSTER	OF	SCOUTS,	SCOUTERS,	FAMILY	ATTENDING	

AT	CHECK-IN	NEED	NUMBER	OF	PATROLS	PARTICIPATING	AND	NAMES	OF	JUDGES	ASSISTING	

EACH	TROOP	RESPONSIBLE	FOR	OWN	MEDIC/FIRST	AID	SINCE	NOT	OVER	72	HOURS	

ONE	VEHICLE	ATTACHED	TO	TRAILER	ALLOWED	IN	CAMPSITE	

OTHER	VEHICLES	PARKED	IN	PARKING	AREA…BETWEEN	CAMPSITES	&	BLACKSMITH	

WILL	HAVE	ASSIGNED	CAMPSITE….SIZE	DEPENDS	ON	KNOWN	PARTICIPANTS	

JUDGES	DECISION	FINAL…NO	INSTANT	REPLAY,	NO	CHALLENGE	FLAGS	

$10	FOR	EACH	ATTENDEE	

CHECK-IN	AT	CABIN	PRIOR	TO	GATE		

SUGGESTED	MININUMAL	ITEMS	FOR	EACH	PARTICIPATING	PATROL…4	POLES,	6	ROPES,	1	COMPASS,	
FIRE	MAKING	MATERIAL	(KINDLING	&	NESTING)	INCLUDING	MATCH/MAGNESIUM	STICK,	MESS	KIT	PAN,	

1	BLANKET,	6	BANDAGES/NECKERCHIEFS	AND	THE	PATROL	FLAG	

THERE	WILL	BE	A	MYSTERY	ALL	DAY	EVENT	ON	SATURDAY	

	



	

FREEZE-O-REE	CAMPSITE	INSPECTION	SHEET	

	

TROOP	IDENTIFICATION……flag,	sign	

CAMPSITE	ENTRY	WAY……..marked	

BULLETIN	BOARD………………Patrol	information,	job	assignments	

FIRST	AID	KIT……………………..easily	found	

PATROLS…………………………….recognized	areas/tents	

CLEAN-UP	STATION…………….organized,	trash	receptacles	and	recyclables	collection	

CAMPFIRE…………………………..fire	fighting	tools	within	reach	

LEAVE	NO	TRACE……………….reasonable	compliance	 	

PERSONAL	ITEMS………………clothing,	loose	items	stowed	away,	chairs	organized	

TROOP/PATROL	EQUIPMENT…neatly	stowed	

CAMP	GADGETS…………….extra	points	

MISC…………………….vehicles	in	campsite	

	

	

VALUE	POINTS	WILL	BE	DECIDED	AT	LATER	TIME	WITH	POSSIBLY	MORE	CATEGORIES	

	

	

	

	

	

	

	

	

	

	

	



EVENT	SCHEDULE	

	

FRIDAY	 	

	

7p-10p	 	 Troops	arrive	to	check	in	and	set	up	camps	

10p-10:30p	 Cracker	Barrel	and	updates	at	Pavilion	for	Scoutmasters,	SPL’s	and	staff	

11p	 	 Lights	out	

	

SATURDAY	

	

8:30a-8:50a	 Opening	flag	ceremony	&	prayer	at	flag	pole	

9A-12:30P	 morning	events…around	the	flagpole	

12:30p-12:45p	 Polar	Bear	swim	at	the	new	dam	

12:45p-2p	 Lunch	

2p-4p	 	 Afternoon	team	building	near	shotgun	area	

2p-3p	 	 Campsite	inspection	&	possibly	Dutch	Oven	cooking	for	Scouters	

4p-7p	 	 Socializing	and	dinner	 	 	

7:15p-9p	 Campfire	program	 	

9p-10p	 	 Cracker	barrel	leftovers	from	Friday	night	

11p	 	 Lights	out	 	

	

SUNDAY	 	

	

8:30a-9a	 Non-denominational	prayer	service	at	flagpole	

9a-11a	 	 assign	clean-up	for	campground	&	break	camp	

11a-noon	 hand-out	patches/ribbons	and	LEAVE	

	

	 	



At	 a	 recent	 Armadillo	 Roundtable	 the	 Scouters	 present	 desired	 that	 the	 Freeze-o-ree	 be	 more	 of	 a	
teaching	method.	The	 following	events	were	designed	 for	 the	EDGE	method	 to	be	used	which	will	be	
split	 up	 between	 the	 Troop/Patrol	 leadership	 and	 the	 Freeze-o-ree	 staff.	 The	 Troop/Patrol	 leadership	
will	 be	 responsible	 for	 the	Educate	and	Demonstrate	portion	prior	 to	going	 to	Freeze-o-ree	while	 the	
staff	will	work	 on	 the	Guide	 and	 Enable	 portion	 at	 Freeze-o-ree.	 Scouts	 can	 practice	Guide	&	 Enable	
prior	 to	 Freeze-o-ree.	 The	 Guide	 half	 will	 be	 done	with	 the	 aid	 of	 a	 judge	while	 the	 Enable	 half	 will	
essentially	be	the	same	except	for	a	slight	difference	to	be	judged.	

There	are	currently	6	events	planned	in	the	morning	which	might	run	past	noon	however	there	will	be	a	
lunch	break	prior	to	the	afternoon	team	building	games	which	hopefully	will	be	similar	to	COPE	thus	no	
advance	notice.	The	morning	events	will	run	all	at	one	time	unless	there	are	too	many	Patrols	at	which	
time	relays	will	be	used.	 In	other	words	competing	against	each	other	to	do	their	best.	The	afternoon	
games	will	be	at	stations	with	rotation.	A	better	schedule	will	be	handed	out	 later.	These	notes	are	to	
give	 Scouts	 an	advance	notice	 to	allow	 for	 the	Education	and	Demonstration	portion	by	Troop/Patrol	
leadership.	For	each	Patrol	that	is	in	the	event	their	Troop	will	hopefully	be	able	to	furnish	a	Scouter	to	
help	out	as	a	Judge.	

#1)	 Flint	 &	 Steel……Patrol	 brings	 nest	 material,	 flint	 &	 steel,	 pan,	 Patrol	 flag,	 kindling,	
blanket(windshield)	

Guide	=	after	 the	whistle	 the	 Judge/Scouter	 coaches	 the	Patrol	as	 they	build	 the	nest,	use	 the	 flint	&	
steel	to	start	a	fire	(after	5	minutes	with	no	fire	the	Patrol	can	use	a	match	or	magnesium	starter)	and	
add	kindling	until	the	fire	has	an	approximate	9”	tall	flame	

Enable	=	after	the	whistle	the	Patrol	makes	the	nest,	use	flint	&	steel	to	start	a	fire	(after	5	minutes	use	
match	or	magnesium)	building	the	fire	with	kindling	and	then	use	pancake	batter	(supplied	by	judge)	to	
pour	in	pan	and	make	a	small	pancake	that	will	need	to	be	flipped	ABOVE	the	cooks	head	and	caught.	
Judge	raises	the	Patrol	flag	to	signify	completion	for	time	to	stop.	

#2)	Knot	tying…..Patrol	provides	ropes,	a	pole	and	Patrol	flag	

Guide	=	 Judge	works	with	Patrol	as	each	Scout	whips	 the	end	of	a	 rope,	 ties	square	knot,	clove	hitch,	
bowline,	two	half	hitches,	sheet	bend,	taut	line	hitch,	timber	hitch		

Enable	 =	 Judge	 stands	 at	 least	 5	 yards	 away	 and	 calls	 out	 a	 knot	 or	whipping	 to	 be	 done,	 the	 Patrol	
chooses	or	a	 Scout	 volunteers	 to	attempt	 it	 and	 runs	up	 to	 the	 judge	and	completes	 the	knot	before	
going	back	and	the	judge	calls	out	another	knot,	each	Scout	in	a	Patrol	has	to	attempt	one	knot	before	a	
Scout	 can	 tie	 a	 second	 knot	 if	 Patrol	 has	 less	 than	 eight	 members…..if	 Patrol	 has	 more	 than	 eight	
members	two	Scouts	can	go	up	together	to	each	tie	the	same	knot….Judge	raises	the	Patrol	flag	for	time	
when	all	the	knots/whipping	have	been	tied…	15	seconds	added	to	time	for	each	wrong	knot	

#3)	First	Aid…Patrol	provides	blanket	&	poles	for	stretcher	plus	bandages/neckerchiefs,	Patrol	flag	 	

Guide	=	A	Scout	is	a	patient	who	needs	various	Scouts	to	apply	hand,	collarbone,	foot,	head,	sling	from	
Scout	book	with	direction	by	judge	and	then	carried	by	Scouts	{2-man)	for	10	yards	before	being	placed	
on	stretcher	and	carried	another	25	yards	

Enable	 =	 Scouts	 go	 through	 same	 events	 and	 distances.	 Judge	 raises	 Patrol	 flag	 upon	 completion.	 10	
Seconds	added	to	time	for	bad	bandaging	or	bandages	that	do	not	cover	the	wound	



#4)	Compass…Patrol	provides	compass	and	Patrol	Flag	

Guide	=	Scouts	have	to	use	compass(s)	to	follow	degree	directions	with	pacing	to	go	through	a	series	of	
turns	as	aided	by	a	Judge	

Enable	=	The	Patrol	picks	4	Scouts	to	run	the	course.	At	a	starting	point	the	Judge	gives	the	first	Scout	a	
note	with	a	heading	and	distance.	The	Scout	proceeds	and	when	he	believes	he	is	at	his	mark	he	tells	the	
Judge	who	hands	a	second	note	to	the	second	Scout	with	another	heading	and	distance.	This	continues	
until	all	4	Scouts	have	completed	their	run.	Point	deducted	for	each	foot	from	end	mark.	

#5)	Personal	Fitness….Patrol	brings	blanket(s)	to	lay	on	and	Patrol	Flag	

Guide	=	Scouts	 run	10	yard	sprints	between	each	station	as	 they	perform	 jumping	 jacks,	push	ups,	 sit	
ups,	“burpees”,	touch	toes…not	sure	what	Judge	can	assist	with	except	improving	their	exercise	form	

Enable	=	Patrol	members	are	 in	 two	groups	25	yards	 from	each	other….	At	 the	whistle	Scout	 runs	25	
yards	 to	other	side,	performs	10	sets	of	whichever	exercise	 the	 Judge	calls	out,	upon	completion	tags	
the	next	Scout	who	runs	25	yards	back	to	the	first	side	and	performs	10	sets	of	next	exercise	the	Judge	
calls	out.	This	continues	for	10	runs	thus	the	Scout	might	have	to	run	it	two	or	three	times	depending	on	
the	 number	 of	 Scouts	 in	 the	 Patrol.	 Prior	 to	 the	 start	 the	 Patrol	 can	 determine	who	will	 run	 in	what	
position.	Judge	raises	Patrol	Flag	upon	completion	to	determine	time.	

#6)	Chariot	Race…Scouts	provide	ropes	for	lashings	and	poles	plus	Patrol	Flag	

Guide	=	Scouts	use	ropes	and	lashings	to	make	an	X	style	&	cross	bars	chariot	with	guidance	from	Judge	
and	then	go	10	yards	pulling/carrying	a	Scout.	

	Enable	=	Scouts	upon	whistle	build	an	X	style	&	cross	bars	chariot	and	then	go	20	yards	forward	with	a	
rider,	make	u-turn	and	go	20	yards	back	to	the	Judge	who	raises	Patrol	Flag	upon	completion	for	time.	
20	seconds	added	for	each	improper	lashing.	

	

Scoutmasters…Now	 that	 you	 have	 read	 all	 the	 games	 and	 materials	 needed	 send	 a	 message	 to	
markgraf511@att.net	if	you	have	questions,	suggestions	or	need	some	assistance	with	materials	such	as	
cedar	poles,	kindling,	nest	material.	Probably	not	be	able	to	help	with	ropes,	Patrol	flag	or	compasses.	

	

	

	

	

	


