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Every [child], like every young Wolf, has a hearty appetite. This book is a meal offered 

by an old Wolf to the young Cubs. 
 
There is juicy meat in it to be eaten, and there are tough bones to be gnawed. 
 
But if every Cub who devours it will tackle the bone as well as the meat, and will eat up 

the fat with the lean, I hope that [they] will get good strength, as well as some 
enjoyment, out of every bite. 

B.-P. 
 
 
 

 
THE LAW OF THE TIMBERWOLF CUB PACK 

  
1. The Cub gives in to the Old Wolf; 

2. The Cub does not give in to themself. 
  
 
 
  

THE TIMBERWOLF CUB’S PROMISE 
  

I promise to DO MY BEST — 
To do my duty to God* and my country, 

To keep the Law of the Timberwolf Cub Pack, 
and to do a good turn to somebody every day. 

 
*Timberwolf Cubs may substitute the words “my conscience” or a similar phrase in place of the 

word “God”. 
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Dear Timberwolf Cub,  
 
 
 

Congratulations on your Star tests! Now that you have learned some of the Star skills 
and opened up your Cub eyes, your hunger to learn will really be fed with the twenty Special 
Proficiency Badges. After your First Star you may complete two special proficiency badges, and 
after completing your Second Star you may earn them all. 

 
As you are no longer a Tenderpad you need to learn how to hunt on your own. Working 

on these badges yourself will help make you an independent thinker. You may ask for guidance 
from Old Wolves such as your Akela, your family, and your fellow Cubs, of course. If you ever 
need to take a different path to reach your destination, then please let your family and Akela 
know. 

 
 This book contains just enough information to get you started on each of the badges. 

You will likely have to go hunting at the library and on websites, and you might even need to 
meet with some new Old Wolves to help you. You should ask your family to help you explore 
these resources, especially the internet and its websites. Tell your Akela that you are interested 
in learning a new badge and they can help you hunt in the right direction as well. 

 
Be aware that you still must help out the rest of your Pack. Please help the younger 

Cubs learn their Star tests, just as you were helped when you were a Tenderpad.  
 
In Cubbing, when we want to wish someone well, we say “Good Hunting”. So, as you 

continue on your journey through the Jungle Land of Cubbing, that is our wish for you. 
 
 

 
Good Hunting! 
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PART II 
PROFICIENCY BADGES AND HOW TO QUALIFY FOR THEM 

 

PROFICIENCY BADGES 
The object of the proficiency badges is to help to develop character and physical health. They 
should not, however, be regarded in the same way as the Star tests. Badges are activities that 
individual Timberwolves can take up in order that they may progress further along the 
Timberwolf path. They should be encouraged to take them up with a view to self-development 
but not at the expense of their ordinary work with the Pack. 
 
They will start on some of these activities for themselves, in many cases before they have 
earned their Second Stars. 
 
A Timberwolf Cub is allowed, if he or she wishes, to earn and wear not more than two 
Proficiency Badges after they have gained their First Star, but they should at the same time be 
continuing to work towards their Second Star tests. 
 
Timberwolf Cub proficiency badges are divided into five groups: 
 

1.  Character (Blue) 
2.  Handicraft (Yellow) 
3.  Service for Others (Red) 
4.  Physical Health (Green) 
5.  Outdoor Living  

 
Proficiency badges are granted on the recommendation of a qualified and independent 
examiner. This should be someone who has background, experience, or knowledge of the skills 
or area of knowledge involved in a particular badge. This only applies to “special proficiency 
badges,” where adult leaders or other youth should not be signing off on requirements. These 
badges are worn on the right arm in parallel rows between the shoulder and elbow. 
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Character 
 
 

 

Collector 
1. Must do ONE of the following: 

a. Must make a collection of one group of objects, neatly and systematically 
arranged, for a period of at least three months, and show an intelligent interest 
about them. The nature of the collection should be chosen by the Timberwolf. 
Suggestions include sports cards, match boxes, stamps, coins, feathers, leaves, 
or flowers. (For the purpose of the last two, photographs or drawings may be 
accepted.) 

b. Must keep a scrapbook, diary, or journal of events, etc., for a period of at least 
three months. 

HINTS TO CUBS ON COLLECTING 
Of course you know how to collect postcards. Stamps you will soon learn to arrange if you get 
an album — they are about the best things that a Timberwolf Cub can gather, for they teach you 
about countries over the seas. Don’t stick them fast with glue, but get your Akela to show you 
how to remove the envelope and how to use stamp mounts. So far so good — but there are 

other things you can collect beside these. 
 
If you live by the sea, you can collect sea-shells. A good way of 
arranging them is to stick them neatly on cardboard, with glue — 
their names written underneath. 
 
Geological specimens — that is fossils and different kinds of stone 
— should be arranged in cases, or drawers in a little cabinet, or on a 
shelf. Not only should their names be written on the label, but also 
when and where you found them. 
 

Old egg cartons make nice boxes for organizing shells, rocks, and other small items.   
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Flowers can be pressed pressed and dried before being stuck into the book. However, a good 
Timberwolf Cub tries to conserve living plants so it is better to take photos or sketch them when 
possible. You should find out the correct name from some book, and write this neatly 
underneath each specimen, and then put in brackets its local name — that is, the name the 
local people call it in your part of the world. 
 
If the leaves themselves are pressed and dried, then they get very dry and brittle and frequently 
break into little bits. It is a good plan, therefore, to make copies by using ink or paint to make a 
printing, or pencil or crayon to make a rubbing.  

 

 
 
Coins are an interesting collection, but, being money, they may be difficult to get. US quarters 
have interesting pictures on them. You could try to collect quarters with every state or all the 
national parks. If you know anyone who is traveling to another country you can nicely ask them 
to bring back some foreign coins. Coins also last a long time. Try to collect the oldest ones you 
can find. Did their pictures or designs change over the years? What do the markings mean 
anyhow? They may be worth a lot to collectors one day. Take good care of your coins. The 
copper pennies especially like a good shine!   
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HINTS ON MAKING SCRAP-BOOK COLLECTIONS 
The Book. — If you are going to stick pictures, photographs, crests, postmarks, flowers, or any 
other specimens into your book, don’t use a floppy writing notebook as your album. Children are 
fond of doing this; and it means that when all the specimens are stuck in they have a lumpy, 
bulgy book. You can get books specially meant for sticking things into, with wide backs, so that, 
when the pages are full, the book will be even and not bulgy. So save up enough and buy a 
scrap-book at a toy-shop or office supply store. Or you can buy loose sheets of cardboard with 
canvas ends to form the hinge, which you can fasten together to form a book when they are 
filled up. For stamps you should, of course, have a proper stamp album. They can be bought 
quite cheaply; and also little invisible mounts for sticking in the stamps, so that you can take 
them out again without spoiling them.  
 
The Glue. — Don’t use quantities of strong, glue, and make a sticky mess all over your hands 
and the table and your page. Be careful always to have very clean hands when using glue, 
otherwise you will get black, sticky finger marks over everything. Don’t press down scraps, etc., 
with your fingers, use a soft rag. Be especially careful about this when sticking in photographs. 
 
Labelling.— Never write the name of the specimen below it without ruling a faint line in pencil to 
keep you quite straight. (You can rub out the line afterwards.) Practise making neat printing 
letters. It is a good plan to print the name neatly in pencil first — very faint — and then ink it 
over. Neatness in labelling will make just all the difference to the look of your book. I will give 
you a good tip for labelling. Ask an adult to help you type the names on their computer's word 
processor program. The writing program will allow you to change the shape and size of your 
labels. Print out your labels, trim them, and glue them in place. It will look neater than writing, 
and is great fun to do. Be sure always to spell right. But of course more important even than the 
spelling and neatness, is the correctness of your labelling. Always find out exactly the right 
name for the specimen. And get the things in the right order — not all mixed up; this is called 
being systematic. It sounds a long word, but it is a very important thing to be. Nothing in the 
world succeeds without system. Remember the proverb — “Plan your work — then work your 
plan.” 
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ “Smithsonian Kids - Collecting” Smithsonian Institute. 

○ “Rocks for Kids - Welcome to Our Heaven”  Rocks For Kids. 

● Library 

○ Let's go rock collecting. By Roma Gans. New York : HarperCollins, 1997. 

Section 552.  NOPL-Children's 
 Describes the formation and characteristics of igneous, metamorphic, and 
sedimentary rocks and how to recognize and collect them. 

○ Miniature cars. By Julie Beyer. New York : Children's Press, 2000. 

Section  629. NOPL-Children’s 
Discusses the history of die-cast toy cars, their manufacture, values, and 

how to start a collection. 

○ Lots and lots of coins. By Margarette S. Reid. New York : Dutton Children's 

Books, 2011. 
Section 737. NOPL-Algiers, East, MLK, Norman Mayer 

Story of a child discovering the value of coins, what people used before 
coins, and why historical images and people appear on coins. Educators and 
parents will appreciate how Lots and Lots of Coins introduces math, language 
arts, and social studies concepts. 

○ Coins. By Jennifer Abeyta. New York : Children's Press, 2000. 

Section 737. NOPL-Children’s 
Surveys the history of coin minting in the United States, explains what 

factors determine the value of collectible coins, and offers ways to start a 
collection. 

○ Cool stuff to collect. By Stephanie Turnbull. Mankato, Minnesota : Smart Apple 

Media, 2015. 
Section 790. NOPL - Algiers, Milton Latter, Norman Mayer 

This engaging book offers kids the opportunity to learn skills and 
strategies for creating collections while also encouraging them to express their 
own creativity. 
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Observer 
1. Must do ONE of the following: 

a. Have observed the appearance, and know something of the habits, of either; 
i. Six animals, or 
ii. Six birds 

b. Know the names and appearance of either: 
i. Six spring flowers, six summer flowers, and six autumn flowers, or 
ii. Twelve trees or shrubs 

2. Find their way to an unknown spot, not more than 300 yards away, by following 
directions given to them by the examiner (either compass directions, or signs made on 
the ground, or landmarks, or a combination of these). 

3. Must be able to play Kim’s Game, nine objects out of twelve. (It is preferable to select 
variations of this game that are not used in the Pack.) 

 
HINTS TO CUBS - PETS 

It will help you to study and understand the ways of animals and birds if you can keep a pet, 
even if it is only a small one to start with such as mice or a guinea-pig. You must ask your family 
about it first, of course. One of the Scout Laws is that “a Scout is a friend to animals,” so get 
ready for the time when you will be a Pathfinder by being kind to any animals you meet. If you 
have a pet, there is a lot you can do for it, such as punctual feeding (you like your own food 
regularly, don’t you?), keeping it and its living-place clean, and so on. 

STALKING 
It is of extreme importance that a would-be Observer should know how to stalk, or else there will 
be no animals or birds for one to see; they will all be frightened away.  
 
The main thing to remember is to move very quietly and smoothly, and to be able to “freeze,” or 
remain perfectly still, at any moment. Learn to walk so that the whole of your foot rests equally 
on the ground, point your toes straight forward, as then they will not meet so many obstacles, 
and keep the arms and body as still as possible as you move. The Hearing Game will help you 
to move quietly, and there are other indoor stalking games which will give you a lot of practice in  
preparation for real stalking out of doors. As well as keeping your body balanced (and the Star 
Tests help here), you have to keep your eyes and ears well open, so as to see and hear 
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anything at once. When you spot an animal or bird out in the open, stand frozen-still for a 
moment and then move cautiously towards it, crouching low down as you go, until you come 
near enough to observe it carefully. Make a mental note of its size, colors, actions, noise, etc. It 
is useless to make notes on paper on the spot as the noise and movement you make will 
frighten it away. These notes should be made as soon as possible afterwards. 
 
You will quickly find that most of your real observing will have to be done alone. You do need a 
buddy nearby to help you in an emergency, and always tell an Old Wolf where you are going. It 
is a mistake to sit still in one place, you will be able to see more if you move about quietly. Very 
soon you will find how fascinating real observing is, and will be able to fill in many a happy 
afternoon for yourself.  

 
Remember that you are in the animals’ home. You are not being a friend to animals if you are 

bothering them. 
 
The best thing that an Observer can do is to keep a diary or Nature Log in which one jots down 
all that they observe of any interest about Nature when they are out in the open. On wet days, 
when they have nothing else to do, they can illustrate it with sketches, photographs, or pictures 
of animals, birds, etc., cut out of the papers. They will then have a complete and lasting record 
of what they have seen. It is possible for a whole Six, or even the whole Pack, to keep a Log of 
this kind to which every Cub contributes from time to time.  
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EXPLORING 
Tracking by ground signs. — There are many ways of exploring. One is tracking by ground 
signs. But while an ordinary child would just look out for an → a Cub keeps their eyes open, and 
their mind on the alert, and notices lots of little things, which tell them which way anyone in front 
has gone. But I have found that Tenderpads often make little mistakes, which mean that they 
“lose the scent” altogether, or waste a lot of time. Even quite good Cubs make mistakes 
because they forget to be very much on the alert, or are in such a hurry that they overlook 
things, and end in wasting more time than if they had gone a little slower. 
 
Landmarks. — Finding the way by landmarks is very different from finding your way by ground 
signs. Instead of looking on the ground, you’ve got to look about you. A landmark is something 
in the landscape which always remains there, which everybody knows, and which can easily be 
seen, such as hills and knolls, large ponds, lonely trees or rocks. Churches and large buildings 
may also be called landmarks, and are very useful for finding your way. You should get to know 
all the landmarks round your home for two reasons:  

(1) so as to be able to help strangers to find their way;  
(2) so that if you lose your way when you are out you may be able to tell where you are.  

 
Perhaps you will find yourself in a wood, and you won’t know a bit which way to start back. Well, 
if you climb a tree, and see away to the left a silver line that is the river shining in the sun, you 
will say, “Now, if the river is on my left I must go in this direction, and I shall be home. I see the 
mill on the river bank, so I must be about five miles from home.” Or perhaps you see a church 
tower, or a big hill that rises up behind your home. That is what finding your way by landmarks 
means. When you are near your home it is easy, but when you are in a strange place this is 
very important. When you go to camp, the first thing you should do is notice the landmarks all 
round, and then you will know how to find your way back to camp, if you are sent on an errand. 
A Cub shouldn’t have to ask their way.  
 
Compass Direction. — Of course you know how important a compass is for guiding a ship in 
the open sea; there are no landmarks there to help. But perhaps you think a compass is not 
much good on land. We have such heaps of landmarks — churches, rivers, hills and woods. But 
in other countries it is different. In the Australian Bush, for instance, where the grass you have to 
ride through is higher than a man’s head and there are often no roads, and only faint tracks — 
let alone mile markers — a compass is very useful. Perhaps there will be no landmark at all, 
except a distant hill, and that may be hidden in a mist, or by the falling dusk. Strangers 
sometimes ride for hours and hours, thinking they are going straight ahead, and really they are 
riding through the long grass in a circle, and arrive back, hours later, at the very place they 
started from! If they went by the compass that would not happen to them. You will find how to 
read a compass in your Star Tests. 
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How to remember your directions,  

“Never Eat Soggy Waffles” 
 
But there are other ways of knowing where is the North, South, East, and West, besides looking 
at the compass. When you become Pathfinders you will know how to find the North by your 
watch and the sun. And how to tell the direction by the stars. But here are a few very simple 
ways any Cub can use. Remember, first, that if you can tell one direction — say the East — you 
can tell the others easily. If you know which is the East, stretch out your right hand, straight from 
your side, pointing at it. Then you will be facing due North, and the South will be at your back, 
and your left hand will be pointing West. The same follows, of course, whichever point you 
know. If it’s the West you know for certain, stretch your left hand to it; or if it’s the South, turn 
your back to it. This will always bring your face to the North.  
 
Now, of course, the best way to tell the direction is by the sun. You all know that the sun rises in 
the East, and moves over to the West and sets there. Well, if the sun is very low — just risen — 
you know that’s the East. Or if it has been risen some hours, you think of the way it moves 
around, in a great arch, and you can judge (roughly) whereabouts it rose, and that will be the 
East. If it is sunset time, of course that’s easy — you can tell the West at once. To find South 
using the sun, know that the sun usually does not go directly overhead in its arc. Halfway 
between sunrise and sunset is noon, and the sun will be tilted towards the South as we live in 
the North part (northern hemisphere) of the earth.  
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GAMES TO PLAY 
1. Kim’s Game. - Kim’s Game is not hard, and only takes practice to get good at. You can play 
it with your Six. Collect on a tray (or on a circle on the floor) a number of articles — buttons, 
knives, pencil, pen, match, nib, inkpot, match-box, etc. — not more than twelve things. Get your 
Six to sit round where they can see the tray and let them look at it for one minute — or until you 
have counted fifty. Cover up the tray and make a list of all the articles on a piece of paper. 
When you are given your look at the tray, notice at once which are the objects you would be 
likely to forget, and stick them in your memory, specially, leaving the easy ones to look after 
themselves. For instance, the Pathfinder knife and ink-pot will stand out in your memory by 
themselves, while the linen button, the nib, and the match-box would slip out very easily. The 
same thing applies to any other game of observation and memory. 
 
2. Hopping. — A “river” is marked on the ground, with stepping-stones, and a ford; the Cub has 
to hop across from one end to the other. They must not rest at all on either bank, but keep 
hopping all the time. At home you can use old pillows or pieces of paper as your stepping 
stones. 
 

 
 
Go back and practice the Star tests such as somersault, hopping, balance, and leapfrog too to 
stalk better. Pack and Six games will give you practice in stalking and in keeping your wits about 
you as well as your eyes and ears so that you will gradually become a better Observer and 
quickly be able to recognise different animals and birds and to discover different flowers, trees, 
and shrubs. Whichever of these three subjects you select for your Badge you must try and study 
it for yourself and not just depend on books or on what is told you. An Observer is one who finds 
everything out for themself even if it does take a great deal of time and patience, but discovering 
things for yourself is really great fun. 
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ Do an internet search for “observer” 

○ How to Use a Compass. REI Expert Advice > Outdoor Basics 

● Library 

○ Great things to do outside : 365 awesome outdoor activities. By Jamie 
Ambrose. New York : DK Publishing, 2014. 
Section 372. NOPL-Algiers, Alvar, Children's, East, Robert Smith, Rosa Keller 
 Consisting of practical projects to do outside ranging from simple 
observation activities like bird watching, hunting for fossils, observing air power, 
and forecasting the weather. 

○ Nature's day : discover the world of wonder on your doorstep. By Kay 
Maguire. New York : Wide Eyed Editions, 2016. 
Section 508.  NOPL-Algiers, Children's, Cita Dennis, East, Nix, Robert Smith, 
Rosa Keller 

Beginning in spring, this book revisits nine different places, including the 
farm, the backyard, and the woods, during each of the four seasons. 

○ Nature Anatomy: The curious parts and pieces of the natural world. By Julia 
Rothman. North Adams, MA : Storey Publishing, 2015. 
Section 508. NOPL-Nix 

Rothman’s whimsical illustrations are paired with interactive activities that 
encourage curiosity of the natural world. 

○ Bug zoo. By Nick Baker. New York : DK Pub., 2010. 
Section 595.  NOPL-Algiers, East, Norman Mayer 
 Naturalist Nick Baker shows the reader how to make miniature habitats 
for insects, snails, and worms, some interesting aspects of their lives, and how to 
feed the contained creatures. 

○ National Wildlife Federation's world of birds: a beginner's guide. By Kim 
Kurki. New York : Black Dog & Leventhal Publishers, 2014. 
Section 598.  NOPL - Algiers, Nix, Norman Mayer 
 Gr 2–5—Upwards of 120 representative birds of the world are described 
in colorful two-page entries, arranged in sections by habitats.  

○ The Practical Naturalist. By Audubon, DK publisher. 
The Practical Naturalist is perfect for families interested in learning more 

about their surroundings and looking at their world in a brand new light. 
○ A Walk in the Woods: Into the Field Guide. By Emily Laber-Warren. 2013. 

A totally unique field guide to cool yet common critters, trees and flowers, 
this portable companion is guaranteed to get kids excited about exploring nature. 
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Gardener 
1. Must care for a patch of garden of at least 16 square feet for at least three months. 
2. Must be able to name at least four of the following common growing specimens: 

a. Trees or shrubs, or 
b. Flowers or vegetables. 

3. Distinguish and name four common weeds, and be able to use the following tools: 
Spade, fork, hoe, trowel, and rake. 

4. With the help of catalogs, magazines, or Internet resources, make a scrapbook of not 
more than six pages, one page for each month, of either flowers or vegetables planted 
or flowering in that month. A minimum of twelve subjects is to be shown. 

 
In the case of the Timberwolf living in towns or cities where not enough land is available for 
gardening, the following alternative requirements can be taken in place of (1) and (3). 
 

1. Must do one of the following: 
a. Must care for a window box for three months, or 
b. Must care for two or more perennial plants in pots for three months. 

2. Must grow two of the following: 
a. A bulb in water, peat moss, sand, or soil. 
b. A chestnut or acorn in water, sand, peat moss, or soil. 
c. Mustard and cress, peas, or beans on a washcloth. 

HINTS TO CUBS ON GARDENING 
Cubs who are lucky enough to have gardens of their own know that gardening is a job which is 
jolly interesting all the year round. In late winter and early spring the ground has to be dug, 
manured, and prepared for sowing vegetable or flower seeds. Then come sowing and planting 
— then, in summer, transplanting, weeding, and watering. In autumn there is a lot to be done in 
preparing for next year. Vacant ground must be dug deeply and left rough for the frost to break 
up. Leaves and soft rubbish must be swept up and put in an out-of-the-way corner to be dug 
back into the ground when it is decayed; other rubbish must be cleared up generally, or our 
gardens in summer won’t be worth looking at. So all gardeners have to think ahead. 
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Then besides planning, it is very important to “stick to it” — don’t neglect your garden for a few 
weeks, or you will find it difficult to catch up. Weeds somehow have a way of growing faster than 
proper seedlings.  
 
Another bit of advice is — look at other people’s gardens when you have a chance, and listen to 
gardeners’ talk, because you can pick up no end of tips that way.  
 
You will get the best results if you start your gardening in the spring. If you have the choice, pick 
a piece of ground not shaded by trees. Dig it pretty deeply, and pick out weeds. If you can get 
hold of some, dig in some manure or old rotted tree leaves. Break the earth up small, and 
smooth it with a rake. Then you are ready to put something into the ground. 
 
Sowing Seeds. — All sorts of seeds can be bought in small packets, and often directions on 
the packet tell when and how the seeds should be sown. There are ANNUAL flower seeds that 
only last one year like stock, cornflower, mignonette. There are others called BIENNIAL, which 
take two years before they flower. Then there are PERENNIALS, which means the plants flower 
every year and last several years. The best thing is to have a few of each.  
 
When you sow your seeds, if the ground is very loose, tread it a little first, for the seeds will grow 
better in fairly firm soil. If the seeds are fairly big (like sweet pea and nasturtium) you put them in 
one by one — just half an inch from the top of the ground. If the seeds are small — like poppy 
— you sprinkle them on the top of the ground, and then press the earth down, gently. Don’t sow 
small seeds on a windy day, as they may get blown right out of your garden.  
 
Some seeds sprout in a few days, but it depends on the weather, so don’t get impatient if a 
week or two goes by and you don’t see a sign of green. When the seedlings have grown a bit, 
some may have to be pulled up; this is called “thinning out,” and the reason for it is that plants 
need lots of sunshine and air. You may have to do this a second time, since if the seedlings are 
crowded together, none will grow properly. Seedlings may have to be shaded from the sun 
when it is very hot.  
 
Putting in plants. — If, instead of seeds, you decide to put in plants, always use a trowel and 
dig the hole big enough to allow the roots of your plant to spread out well. Cover them with fine 
soil and press it firmly round the roots so that the plant won’t come if pulled gently with two 
fingers. Keep the surface of the ground hoed so as to kill the weeds and let in the air and 
moisture, especially after watering. 
 
Staking. — Many plants need support to prevent them being blown down by the wind. For light 
plants try to use twiggy sticks which will support without showing. Where a heavier stake is 
necessary, see that it shows as little as possible.   
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Watering and weeding. — If you think your garden needs watering, do it in the evening, and 
don’t just sprinkle the top — the roots go down quite a long way, so a lot of water is necessary. 
Pull up all weeds without mercy; it is only by experience that people learn which are weeds; of 
course everyone knows dandelion, and nettle, and weeds that are different kinds of grasses. 
But there are lots of others, and about the worst are bindweed and couch grass; these have 
horrid snaky roots which twist round other plants and stifle them. 
 
Potted Plants. — A potted plant needs even more care than a plant growing out of doors, and 
you have to know quite a few things about them. For instance, it is not easy to tell when you 
need water. But if you tap the side of the clay pot, and it rings clear, that plant is too dry; so fill 
up the top with water several times until the water comes through easily. If it rings dull, the plant 
is not very dry. If a Cub has sharp ears he can soon tell the difference. Never water with quite 
cold water out of the tap — rain water is best — and never let the pot stand in a saucer of water.  
 
Sometimes ferns, and some other plants, like to be soaked in a bucket of water for an hour or 
two, and you can put potted plants and ferns outside on a warm rainy day. But beware of cold 
winds outside, and drafts in the house. Potted plants need air and sunshine, but hate drafts. 
Sometimes it is a good idea to sponge the leaves of the plants with tepid water to get rid of dust 
— but this has to be done very gently. 
 
Good potted plants are geraniums or fuchsias, or bulbs such as daffodils or hyacinths. 
 
Window boxes. — You can make these very pretty—either with bulbs in spring, or in the 
summer put in two or three geraniums — the pink climbing sort; or you can sow annuals. 
Nasturtiums grow very well in window boxes, or wallflowers, or virginian stock. Remember a 
good soaking now and then is better than many little sprinkles! 
 
Growing a bulb in water, peat moss, sand or soil. — Get a jar with a neck smaller than the 
size of your bulb, so that it will not drop inside. Then fill the jar with water, choose a nice firm 
bulb and put it in the neck of the jar. Put it in the dark until the roots start to appear, then bring it 
into the light. The window- sill is a good place for it. Change the water about once a week. Do 
not keep the bulb too warm at first. 
  
If you want to grow bulbs in a bowl, get a grown-up to tell you the way to do it, since it is 
important not to get the peat moss or soil either too wet or too dry. Remember to put your bowl 
in a dark and not too warm place until the bulb has grown about an inch.  
 
Growing mustard cress, peas, or beans on a washcloth. — Take a saucer or dish and a 
washcloth just large enough to fit it. Wet the washcloth thoroughly with water and sprinkle your 
seed all over it. See that the washcloth never gets dry. 
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TOOLS 
A good gardener always looks after his tools. Clean them carefully after using them and put 
them away tidily under cover.  
 

 
 

SCRAPBOOK 
You will get a lot of fun and knowledge by making a scrapbook of colored pictures and hints 
from seedsmen’s catalogues and gardening magazines.  
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ “Garden For Wildlife” NWF Garden Certification Checklist.  

Good checklist on how to make your garden welcoming to animals. 

○ Search for you USDA Agricultural “Ag” Extension office in your state or county 

such as Orleans Parish. 

● Library 

○ Kids' container gardening : year-round projects for inside and out. By Cindy 

Krezel. Chicago : Ball Pub., 2010. 
Section 635.  NOPL-Algiers, Central City, East, Norman Mayer, Robert Smith 

Enthusiastic young gardeners have the opportunity to develop a green 
thumb and experience the joys of gardening in this how-to guide for kids. 

○ The best ever step-by-step kid's first gardening. By Jenny Hendy. London : 

Hermes House, 2015. 
Section 635.  NOPL-Algiers, Children's, East, Mid-City, Milton Latter, Rosa Keller 

From flowering wellies, grotesque gourds and bird baths to wind chimes, 
butterfly borders and potato hedgehogs, there is a huge range of exciting projects 
that you can do in and out of the garden, whatever the weather. 

○ The nitty-gritty gardening book : fun projects for all seasons. By Kari 

Cornell. Minneapolis : Millbrook Press, 2015. 
Section 635.  NOPL-Algiers, Alvar, East, Norman. 

Presents step-by-step, illustrated instructions for a variety of seasonal 
gardening projects for children, including how to create a hanging garden, 
strawberry basket, and compost bin. 

○ My backyard garden. By Carol Lerner. New York : Morrow Junior Books, c1998. 

Section 635. NOPL-Robert Smith 
Explains how to start your own vegetable garden and how to cope with 

common problems, describing the round of activities from month to month 
throughout the year 
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Signaler 
1. Do one of the following: 

a. Send and receive in Morse Code, by buzzer or other sound device, a complete 
message of not less than 10 words, at a rate of not less than 15 letters per 
minute. 

b. Send and receive by Semaphore Code, using signaling flags, a complete 
message of not less than 10 words at the rate of not less than 15 letters per 
minute. 

c. Send and receive using American Sign Language a complete sentence of not 
less than 10 words at the rate of not less than 10 letters per minute. Or, using 
American Sign Language word signs, no less than 10 words per minute. 

2. Briefly discuss other common codes and methods of signaling. 
 

HINTS TO CUBS 
Sending messages with your Six or family makes it more fun to practice. 
 
Semaphore and, Morse Writing. —  Write notes to your friends, either in Semaphore or Morse, 
and, still better, practice trying to read notes they have written you. Semaphore is written like 

this  — that stand for A. The thin upright part represents the Cub and the thicker stroke at 
the side is their arm. That is what it looks like when someone is sending to you, but when you 
are sending it feels the other way round. Here is a sentence written in Semaphore signs. Can 
you read it? 
 

 
Semaphore stick people. 
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You can write Morse as it is written in your handbook, making a small space between each 
letter and a thin line between each word: 

. _ _ _    . . _    . . .    _    |    . _ . .    . .    _ . _    .    |    _    . . . .    . .    . . .    |  
 
 

An even better way is to make a thing like this  for a dot and a thing like this for a dash, 

. You can join dots and dashes together and so make letters so that A looks like this 

and C like this .  Then you can join letters together with just a little line between 
each, and you must leave a longer line between words. Try and read this sentence: 
 
 

 
Morse Code mountains and hills. The high peaks are dashes and the smaller ones dots. 
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ "American Sign Language University" Life Print. 
 It is resource site for ASL students and teachers. Here you will find information 
and resources to help you learn ASL and improve your signing. 

○ “Kids Zone” Games -- Central Intelligence Agency. 
Code games to play on the CIA’s website. Yes, that CIA which is the US spy 
agency. 

○ "CryptoClub." CryptoClub Project at the University of Illinois at Chicago. 
 Crack ciphers, discover secrets, and improve your math skills. 

○ “Braille Bug” American Foundation for the Blind. 
Braille games and information. 

○ “Ground to Air Signals” Civil Air Patrol Emergency Signals. 
○ Airport Ground Crew Signals. US Air Force “AFI11-218” Chapter 2 Aircraft 

Marshalling. See page 17 for how to direct a plane at an airport. 
○ Referee Signals. Do an internet search for NFL football, FIFA or MLS soccer, 

NBA basketball, MLB baseball, or other sports for images of referee signals 
● Library 

○ You talking to me? By Catherine Ham. Lake Forest, CA : MoonDance, 2017. 
Section 302. NOPL-Algiers, Alvar, Children's, Robert Smith 

Looks at the thousands of languages humans speak, plus how we 
communicate with symbols and codes, and even how animals communicate. 

○ Which way? By Marthe Jocelyn. Toronto ; N.Y. : Tundra Books, 2010. 
Section 302. NOPL-Children's, MLK, Milton Latter 

This colorful book takes the reader along the right path; introducing road 
signs, directions, stoplights, and common sights that are part of any journey. 

○ The Gallaudet children's dictionary of American Sign Language. By Jean 
Gordon. Washington, DC : Gallaudet University Press, 2014.  
Section 419. NOPL - Main, Algiers, Alvar, Children's Citta Hubbell, East, MLK, 
Mid-City, Milton Latter, Nix, Norman Mayer, Robert SMith, Rosa Keller  

Offers a dictionary of ASL featuring over one thousand sign drawings with 
corresponding English words and usage in sentences. 

○ Alpha, Bravo, Charlie: the complete book of nautical codes. By Sara 
Gillingham. New York, NY : Phaidon Press Inc., 2016. 
Section 623.  NOPL-Alvar, Nix, Norman Mayer, Robert Smith 

Introduction to maritime communication through nautical flags, along with 
morse code, the phonetic alphabet, and semaphore signaling.  
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Handicraft 

 
 

 

Artist 
 

1. Must draw with pencil, brush, pen, marker, or crayon an original illustration of any 
incident, scene, or character in a simple story (size not less than 7 by 5 inches). 

2. In addition, do one of the following: 
a. Draw from life or memory, in pen and ink or pencil, any animal or human being 

you have seen. 
b. Draw from nature a landscape or still-life group. 
c. Keep a sketchbook for a period of three months. 
d. Illustrate a story by means of stick figures in a series of no fewer than four 

pictures. 
e. Make a simple greeting card, using pencil, brush, pen, marker, or crayon. 

OR 
1. Be able to give a satisfactory performance in any three of the following: 

a. Play a musical instrument (2 tunes). 
b. Sing (2 songs). 
c. Acting or miming. 
d. Puppetry. 
e. Conjuring. 
f. Jokes or comedy sketch. 
g. Dance routine. 
h. Recitation. 
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HINTS TO CUBS 
Everybody can draw if they only try; it does not need learning. If you can practise a little, and 
copy other pictures to see how artists manage it, you will soon find you can get along all right. 
 
There was a time in their life when the finest artist in the world could not draw any better than 
any other small child. Don’t expect to be an artist all at once — you are bound to do it fairly 
badly at first; but stick to it and you will do better as you go along. It is not a matter of school 
learning. 
 
Nearly 20,000 years ago during the stone age (Paleolithic age) the earliest humans were still 
using stone tools. If your tools are no better than stones, life is pretty hard. Early humans didn’t 
even have a written language, yet they drew awfully good pictures on the walls of the caves and 
rocks. One good cave site in Lascaux, France has over 600 drawings. 
 
During the Stone Age children never learned to draw in 
schools. They didn’t know what a school was. But with a 
burnt stick as a pencil and mud of different colors as paint, 
they made splendid pictures of the wild animals around 
them. 
 
If these cave dwellers at Lascaux can make good 
drawings with such rough tools, on rocks and with no 
instruction, surely a Cub can do at least as well with nice 
pencils, colors, and brushes, and good paper and lots of 
advice.  
 
Have a try. 

 
Make your pencil very sharp, as that is half the battle in drawing a good sketch. You will never 
get a good picture at first with a blunt stump of a pencil. The same with pen-and-ink drawing; 
use a hard pointed fine pen and ink.  
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When you draw, never put in a line or a touch without some good reason for it, otherwise your 
picture gets mixed. The usual way is to think of what you want to draw and then sketch it in 
lightly in outline — and afterwards go over it again with darker and finer strokes. Clean paper 
also helps to make the picture a good one, but you won’t get clean paper if your fingers are 
dirty. 

FORM 
Think what you want to draw and draw it as best you can. Perhaps it is a horse with a long 
body, with neck and head at one corner, two fore-legs at the other, two hind-legs at the third, 
and a tail at the fourth.  

 
When you have drawn the house, it doesn’t somehow look very like the animal you see in the 
road. So get hold of some artist’s drawing of them and copy that. Then you see what you might 
have put into your picture to make it really like a horse. 
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Draw a house, or tree, a man, or anything you like. Then copy a picture of one, and so show 
yourself how to do it better.  
 
There are several mistakes beginners often make in drawing the human figure. One is making 
the arms too short. When you have drawn your man’s arms, think to yourself, “Would his arms 
reach nearly to his knees, if he stretched them down?” You will very likely find they would not 
reach much further than his hips! Then you are apt to make his legs too big, and give them a 
stumpy little body, and probably no neck.  
 
One of the greatest artists in the world, called Michelangelo, was very keen about getting 
pictures and statues of the human body in right proportion, and he invented a very simple little 
scale. Even a Cub can make it, and test his drawings, to see if they are right. It is just a square, 
divided into four quarters, with the top half divided again into three parts.  
 
If you look carefully at the picture you will see that the exact middle of the square is the middle 
of the man, and that his legs reach right to the bottom of the square. His arms are stretched out, 
with fingers extended, and just touch the two sides. His head fills up the top division of all — or 
one- sixth of the whole square. This is what Michelangelo considered the correct proportion of 
the human body, so I think we can safely apply the scale to our drawings. 
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EXPRESSION 
When you have got the shape of the thing — that is, its form — you want to put some life into it. 
I saw an awfully good picture the other day by a small child of five who drew a portrait of his 
mother. He might have drawn her like this. 
 

 
 
But he didn’t. It was a windy day, and he drew her like this which I thought was very good. 

 
 
Well — when mother’s clothes blew out in the wind they wobbled about, so he could not well 
draw in fixed lines a thing that was moving all the time; but he put down what he remembered of 
the folds of her dress. That is the way to do good pictures. To look with the sharp eyes of a wolf 
at the thing, and to remember what it looked like and put that down on paper.  
 
  

 30 
 



 
 

                     THE TIMBERWOLF CUB’S HANDBOOK                     .   

A good way for getting the movement or “expression” in your picture is first to make little 
sketches of pin-head people till you get them doing what you want to show. Afterwards draw 
them on a larger size. 
 
Here is a pin-head Pathfinder (a). 
Make them moving (b) 
Make them running (c). 
Then draw them running (d) 

 
 

COLOR 
You will, of course, want to make colored pictures. Well, you can do a lot at first with a red and 
blue pencil and a black one. You can draw a police officer with their face, blue coat, and black 
boots. It is best to draw the outline first lightly in black pencil and add the color after. Or you can 
draw a black steamer, with red funnels on a blue sea with a blue sky overhead, and put in black 
curly smoke, which is very black close to the funnel, but gets thinner and lighter as it blows  
away in the distance. When you get a lot of 
pencils or chalks of different colors, you can 
blossom out. You can copy the flowers you have 
collected, or draw the story you have been told.  
 
If you have a color box and brushes so much the 
better. You need not have very many colors; red, 
blue, yellow and brown carry you a long way — 
because these when mixed with each other make 
more colors. 
 

Red and blue make purple. 
Blue and yellow make green. 
Brown and blue make black. 
Red and yellow make orange.  
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GREETING CARDS 
One of the things you may do for your Artist Badge is to make a Greeting Card. You will find this 
great fun and far more interesting than buying one. It can be for a holiday, or a birthday, or 
anything you like, and you can draw and paint it, or cut your designs from colored paper and 
form them into a picture by pasting them on card or brown paper. Or you may try your hand at 
printing from linocuts or stamp printing, but you will have to get Akela to show you how to do 
these. There is no end to the fun that you can have with the help of your fingers and a little 
perseverance. 
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ Do an internet search for “artist” 

● Library 

○ Think and make like an artist. By Claudia Boldt. London Thames & Hudson 
Ltd., 2017. 
Section 702.  NOPL-Alvar, Childrens, Mid-City, Milton Latter, Norman Mayer. 
 First, children discover how artists think, research and experiment, then 
they try out art projects for themselves. 

○ Splat! by Richards, Mary Agnes. New York : Thames & Hudson, 2016. 
Section 709. NOPL-Algiers, Central City, Children's, Rosa Keller. 

Organized by artist and covering both key events and major movements, 
it is a valuable resource for young people curious about art. 

○ Cartooning By Art Roche. New York : Sterling, 2010. 
Section 741. NOPL.-Norman Mayer,Robert Smith, Rosa Keller. 

this enjoyably illustrated guide tells kids how to create funny cartoons. 
○ Big book of things to draw. By Fiona Watt. Tulsa, OK : EDC, 2010. 

Section 741.  NOPL-Alvar. 
 The simple step-by-step instructions show how to draw animals, 
buildings, people and cartoons, and give tips on shading and perspective. 

○ Wildlife around us : field guide & drawing book, Volume 1 By Diana Fisher. 
Lake Forest, CA : Walter Foster Jr., 2017. 
Section 743.  NOPL-Algiers, East, Milton Latter, Norman Mayer, Rosa Keller. 
 Ranger Risk teaches young readers to identify twenty-six different 
species and offers step-by-step instructions for drawing.  

○ Cars, trucks, and motorcycles you can draw. By Nicole Brecke, Patricia M. 
Stockland. Minneapolis, Minn. : Millbrook Press, 2010. 
Section 743. NOPL-East, Nix, Norman Mayer, Robert Smith, Rosa Keller. 
 Easy steps for learning to draw vehicles of all kinds. 

○ Cool girl stuff you can draw. By Nicole Brecke. Minneapolis, MN : Millbrook 
Press, 2010. 
Section 743. NOPL-Nix. 

Brief nonfiction information about each drawing subject is paired with 
simple step-by-step instructions perfect for budding artists. 

○ The Laws Guide to Nature Drawing and Journaling. By John Muir Laws 
A potent combination of art, science, and boundless enthusiasm, this 

book is a how-to guide for becoming a better artist and naturalist.  
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Homecraft 
 

1. Must be able to thread a needle, sew a button, and carry out any TWO of the following: 
a. Knit a useful article. 
b. Make a piece of netting (to put over seeds, for a bag, etc.) 
c. Work a design in cross-stitch on canvas. 
d. Make a rug or mat on canvas or hessian. 
e. Darn a hole in a shirt or sock, or mend a tear. 
f. Wash and iron your neckerchief. 
g. Make a basket. 
h. Weave a useful article 

 
HINTS TO CUBS 

This Homecraft badge is a very useful one, as it teaches you to use your fingers so that you can 
sew on buttons and do other things for yourself instead of bothering the adults about it. It is by 
no means a girlish or kiddish thing to be able to do that. All kinds of explorers and adventurers 
have had to mend their own clothes during their journeys in order to keep them together. 
Robinson Crusoe would not have been very comfortable on his island if he had not been able to 
make his clothes from skins.  
 
Each Cub that wants to win this badge has to be able to thread a needle and to sew on a 
button. After that they can choose two things out of eight for themself. There is plenty of choice 
so as to suit everyone, knitting, netting, making a rug or a basket, cross-stitch, darning a hole, or 
mending a tear. But there is no need for a Cub to stop when they know how to do two of these 
things; they should take a pride in being able to do as many of them as they can.  
 
I am not going into long descriptions of how to carry out the various tests. That would be silly 
because you don’t want to learn out of a book, but to get someone else to teach you. Your 
Cubmaster may be able to show you a lot, but a family member at home, will be only too willing 
to show you when they see that you are in earnest about it. So do not hesitate to ask, and you 
will very quickly pick up the idea from what you are shown. Perhaps, however, a word on what is 
expected of you might be helpful.  
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NEEDLE AND BUTTON 
The needle to be threaded is not a darning needle with a whopping big eye, but the kind of 
needle that is used to sew a button on a shirt. This needs a good eye on your part, and a steady 
hand, and, hey presto! The thing is done. But you will find you will want practice, so as to be 
sure of it. White thread should be used, because then you can see if you have kept it clean! The 
button should be sewn on properly so that it has a neck, can go through a button-hole, and can 
stand hard wear. The job should be done as neatly as possible, so that the cloth on which the 
button is sewn is left neat and clean and tidy. After this in camp you will be able to sew on your 
own missing buttons, and in your home, too, I hope. 

USEFUL CRAFTS 
Knitting. — I used to knit when I was your age, although I have almost forgotten it now, mufflers 
and mittens and other useful things like that. There are other useful articles that you can think of 
for yourself, like kettle-holders. You will find it best to use thick wool or cotton, and should work 
with wooden needles, not metal ones, unless you are going to be very ambitious and knit socks 
and stockings.  
 
Netting. — Don’t try and net too big a thing. It would take you a very long time to make a 
tennis-net or a hammock. A bag to hold the balls for your Six or the Pack, or a small net to use 
for “Tennikoit” or “table tennis” will be quite large enough. Great care should be taken to see 
that the netting is evenly done and that the cord used is strong. 
 
Cross-stitch. — It is quite easy to do a cross-stitch on canvas, but you should realise that there 
is more in the test than this. For instance, the choice of size, shape, colors, and patterns is of 
importance, and you should make your own choice in all these particulars. Apart from 
usefulness, it is the color and the pattern that make the design.  
 
Rug or Mat. — Here again it is necessary to warn you against being too ambitious, and so 
starting off to make a large rug. That will prove a very long and tiring job. Given the right tool, a 
rug on canvas is easy to make so far as the actions to be done are concerned, but we have also 
to remember that the choice of color and design enters into the question again. A rug made on 
hessian usually entails tagging pieces of cloth, etc., on to the hessian. It may be possible for you 
to combine with another friend and make a rug between you of a larger size than each of you 
could do apart. 
 
Darning. — We don’t expect you to be able to do “invisible mending,” but you should be able to 
darn a hole in your shirt and socks neatly. Naturally you will choose thread of the same color for 
the job, and will work as carefully as you can in the way you have been shown. There is no 
good rushing a job like this. It would be great, though, if you could look after and mend your Cub 
uniform all by yourself, instead of having to get someone else to do it for you.  
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Mending a tear. — This is perhaps the most useful thing we can learn. Being healthy and 
active animals, we are always tearing our clothes on bushes and trees and so on, and making 
nuisances of ourselves by asking other people to mend them for us. Let us do our own mending 
in future. If we start off with this intention we shall soon find that we have to be neat and careful 
about it, otherwise the tear will break out again, and the rent will be worse than it was before.  
 
Washing and Ironing. — Any Cub likes to feel that they are handy, and now I am going to tell 
you how to do the simple but necessary job of washing and ironing your scarf. Fetch a basin 
and fill it with water as hot as you can put your hands into comfortably; then if you have any 
laundry soap, throw in a small handful (Cub size) and whisk it into a lather with your fingers. 
Take your scarf; open it out, and put it into the water. When it is well soaked, rub the material 
between your fists in the soapy water, until you have been all over the scarf. If you have no 
laundry soap, rub it with a bar of soap.  
 
Bring it out of the water every now and then and hold it up to be sure that you have not missed 
any part, and have got out all the dirty marks. When it is clean, take it out of the water and 
squeeze it as free from soap as possible.  
 
Empty the basin and fill it again with clean cold water. Rinse your scarf in this, shaking it about 
well to get out all the soap. This done, gather up the scarf and wring it between both hands to 
get it as dry as possible. Hang the scarf on a line, preferably out of doors, and leave it to dry. 
 
Now we come to the ironing. You may begin your preparations for ironing as soon as your scarf 
is dry enough. It should feel damp, but not wet. If you have an ironing board, get it ready. If you 
have not, spread a piece of blanket over one end of a table and cover the blanket with an old 
clean piece of sheet or a clean towel. Perhaps you are lucky enough to have an electric iron; if 
so I do not need to tell you how to heat it — but remember, whatever you do, you must switch 
off the current once your iron is really hot. It will keep hot long enough to iron a scarf, and if you 
do not switch it off then, you are not only wasting electricity but you may go away when you 
have finished and forget that you have left it on. Many bad burns have come about in this way.  
 
While your iron is heating, fetch the scarf and spread it over the ironing board or table ready for 
the iron to stand on, for you must not leave the hot iron on the sheet or you will burn it. Now test 
your iron by holding it very carefully an inch away from your cheek. If you can feel the heat, it 
should be ready. You can now start ironing with an electric iron. Put your iron on one point of 
the scarf and run it with long even strokes up and down and across, steadying the material with 
your left hand. You will have to put the iron down now and then to rearrange the material, but do 
not forget to put it on the stand as I have told you. When the scarf is free from creases, you may 
hang it up again for a little while to air it and ensure that it is quite dry before you put it on.  
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Basket-making. — Some of you will already have learnt to make baskets in school, and so you 
will not want to repeat what you do there. But you will find it very interesting making baskets in 
similar ways from reeds or twigs. This is not at all a bad thing to do during a wet day in camp, for 
instance. Willow, lilac and poplar twigs make good baskets. You have to be particularly careful 
to see that the basket is neatly finished off, and the handles put on firmly. If you make a small 
basket of reeds or twigs and line it with moss, you will find that it will make a very safe 
egg-basket. You can also line one of these baskets with moss, fill it with earth, and plant a small 
fern in it to take home. 
 
Weaving. — Palm leaves are nice stuff to work with. You could even dye the ordinary 
straw-colored stuff for yourself with “Rit” or some other patent dye. There are lots of useful 
articles that can be made of raffia or straw, mats, tea-pot stands, baskets, and so on. Weave the 
raffia as evenly as you can, and make your own choice of colors.  
 
Usefulness. — Now you can easily see for yourselves that all these Homecraft tests give you 
opportunities of being useful to other people at home by helping yourself. Stick to it, therefore. 
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Go Hunting! 

● Politely ask an adult to help you search these websites 
○ Any YouTube website video on how to net weave, cross-stitch, basket making, or 

other craft skills. 
● Library 

○ Learning to sew. By Kathleen Petelinsek. Ann Arbor, Michigan : Cherry Lake 
Publishing, 2015. 
Section 646. NOPL-Norman Mayer. 
 Complete a variety of fun sewing projects. 

○ BoyCraft : loads of things to make for and with boys (and girls). By Sara 
Duchars. London : Frances Lincoln Limited, Publishers, 2014. 
Section 745.  NOPL-Cita Hubbell. 
 Boys like making stuff. Sometimes people-- both boys and their parents-- 
need to be reassured that it's okay for boys to make things. 

○ Cool knitting for kids. By Alex Kuskowski. Minneapolis, Minnesota : ABDO 
Publishing Company, 2015.  
Section 746.  NOPL-Childrens, East, Norman Mayer. 
 The Cool Knitting for Kids title teaches the first steps of how to knit. 

○ Kids knit! By Sarah Bradberry. New York : Sterling Pub. Co., 2004. 
Section 746.  NOPL-Alvar, Milton Latter.  

Presents basic knitting techniques and instructions for making a 
backpack, pillow, doll, and other simple projects. 

○ Crochet. By Jane Davis. New York : Lark Books, 2005. 
Section 746.  NOPL-Alvar. 
 Provides instructions for thirty projects you can play with, decorate with, 
or wear. 

○ Quick knits. By Judy Ann Sadler. Toronto : Kids Can Press, 2006. 
Section 746.  NOPL-Cita Hubbell. 
 Describes how to learn to knit the easy way, by using big needles and 
thick yarn, plus projects on how to make a scarf, puffy pillow, or an earflap hat. 

○ Creepy cute crochet. By Christen Haden. Philadelphia, PA : Quirk Books, 2008. 
Section 746. NOPL-MLK. 
 This unique crocheting craft book contains more than 25 patterns for 
zombies, ninjas, Vikings, vampires, aliens, robots, and even Death himself. 
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Modeler 
 

1. Using odds and ends, such as pine cones, clothes pins, paper rolls, or popsicle sticks, 
make one of the following: 
a. a model of reasonable size, such as a boat, car, airplane, or a building  
b. a dynamic model such as a rocket, a mechanically-propelled boat or car, or a 

sailboat 
2. Make and paint a paper mache mask. 
3. Construct a wooden toy. 

 
(An item  presented for the Second Star Test must not be admitted for any part of this badge.) 
SAFETY NOTE  Work closely with an adult when: using tools; assembling items that use 
electricity, chemicals, or moving parts; working with sharp objects. Always practice “Safety First” 
and use appropriate gear to protect yourself. 
 
 

HINTS TO CUBS ON TOY MAKING 

MATERIALS 
Every Cub can collect odds and ends for themself. The best way is to get two or three 
cardboard shoe-boxes and divide them into sections. This is done with any old piece of 
cardboard and a little glue. The size of the sections will depend on what you intend to put in 
them. Things which you can set out to collect are: candy boxes, fir-cones, clothes pins, horse 
chestnuts, peanuts, tooth picks, corks, thread spools, acorns, acorn-cups, odd beads, flat 
buttons, button moulds, wire, pins and cardboard. These are placed in separate sections, and 
are thus to hand when required. One large box is not so good for storing purposes as several 
smaller ones; the things are sure to get jumbled up together and much time is wasted turning 
them out each time you want a pin. 

 

 39 
 



 
 

                     THE TIMBERWOLF CUB’S HANDBOOK                     .   

NOVELTIES 
All sorts of wonderful birds can be made from fir-cones, with wire for legs and an acorn for a 
head. Sealing wax also makes a good head, and a piece at the end of the legs will hold the bird 
firm to a stand of cardboard. These birds can be used for calendars, menu-holders, pin trays, 
match-box holders, etc.  
 
Thimble cases can be made from the two halves of a walnut shell fastened together with a piece 
of elastic and painted a bright color.  
 
A chair can be made from a horse chestnut, some pins, and raffia or wool to weave the back.  
 
A candlestick from thread spools, a meat skewer, and a thimble is quite possible.  
 
Three cotton spools, one small and two larger, of the variety with the round edges, can be so 
placed as to make an excellent doll. The small one for the head and the other two for the body; 
the arms and feet cut out from stiff paper or cardboard and glued on to the spools. The face 
marked out in ink, a button mould for the hat, and the whole painted a bright color makes an 
acceptable toy. Animals may be made in the same way, with a spool for the body and legs, 
head and tail from cardboard.  
 
The most jolly little models can be made from matchsticks and a little glue. They look better if 
they are sandpapered before using.  
 
Corks can be used in almost the same way as spools. They are very easily filed and 
sandpapered into the required shapes. Match-sticks make good legs for cork models.  
 
Match-boxes make all kinds of furniture. Boot-buttons make handles for various pieces of 
furniture. Small carts can be made from match-boxes. Milk tops make wheels for these carts. 
Match-sticks will make an axle for the wheels and two beads will keep the wheels from coming 
away from the cart. 
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LARGER TOYS 
For the third part of the badge, all sorts of larger boxes will be found useful.  
 
A windmill can be made from a shoe box, a skewer, a cotton spool, wire, pins, match-boxes, 
and paper.  
 
Wheels can be made from a section sawn from a broom handle.  
 
A train engine can be produced from a “Comet” or “Quaker Oat” cylinder or tin can, a cardboard 
box, two pill boxes, the bottom of a date box, two pieces of flat stick, two cotton spools, and a 
piece of broom handle.  
 
Old socks, some wool, two white linen buttons, two boot buttons, and some pieces of bright 
material, make an excellent doll.  
 
Boot boxes make splendid foundations for cottages, theatres, stations, churches, etc.  
 
From the little round cardboard boxes in which cheeses are packed it is possible to make a 
battledore, a clock, a roundabout, a drum, and a tambourine. A shuttlecock can be made from a 
cork and feathers.  
 
Trees from dyed sponge, torn in pieces and seccotined on to a wooden meat skewer with a milk 
top as a base, will help in your jungle. 
 

GENERAL 
It is no good thinking you can win this badge by using again the model you made for your 
Second Star, or by any potty little article you have made. It is real good stuff you will have to 
turn out and it will take a good deal of patience and ability on your part before you can really 
succeed, but stick to it and practise time and time again and you are sure to succeed in making 
a toy in the end in which you yourself can take a pride and feel yourself to be a real craftsman.  
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TOOLS 
All Cubs and Pathfinders are handy and should know something about tools. You can begin by 
recognizing some of them. The answers are upside down at the bottom.  All Cubs and 
Pathfinders are handy and should know something about tools. You can begin by recognizing 
some of them. The answers are upside down at the bottom. 
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ Do an internet search for “models” 

● Library 

○ Trackers Earth Guide to Knives & Woodcarving. By Tony Deis.  

 Purchase from store.trackersearth.com or BPSA-QM store. 
 [Note: For older Cubs who have their safety Whittler Award.] Remember 
the days when every kid had a knife? Welcome back to old-school outdoor 
education. At Trackers Earth, we believe kids should play with knives. They 
should also learn to use their knife safely and effectively from experts. 

○ Amazing rubber band cars : easy-to-build wind-up racers, models, and 
toys. By Mike Rigsby. Chicago : Chicago Review Press, 2008. 
Section 629. NOPL-Milton Latter 
 Racing cars using rubber bands, glue, and simple construction materials, 
with an explanation of the scientific principles behind the process. 

○ The daring book for girls. By Andrea J. Buchanan. New York : Collins, 2007. 

Section 646.7. NOPL-Algiers, Cita Dennis, East, MLK, Norman Mayer, Rosa 
Keller 

A guide to adventure for girls of all ages includes such chapters as 
"Fourteen games of tag," "How to negotiate a salary," "Math tricks," and "Daisy 
chains and ivy crowns." 

○ The dangerous book for boys. By Conn Iggulden. New York : Collins, 2007.  

Section 031. NOPL-Main, Algiers, Cita Hubbell, MLK, Milton Latter, Robert Smith 
The classic bestselling book for every boy from eight to eighty, covering 

essential boyhood skills such as building tree houses*, learning how to fish, 
finding true north. 

○ Crafting with recyclables. By Dana Meachen Rau. Ann Arbor, Michigan : 

Cherry Lake Publishing, 2014. 
Section 745.  NOPL-Algiers, Childrens, East, Milton Latter, Norman Mayer. 

Whether you're looking for something to do on a rainy day or making a 
personalized gift for a friend, crafts are a great way to pass the time. 
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○ Make your own toys. By Rita Storey. New York : PowerKids Press, 2010. 

Section 745. NOPL-East, Norman Mayer, Robert Smith. 
Shows how to make toys, including a yo-yo, penguin family, and a race 

car. 

○ Toys and models. By Ruth Thomson. Mankato, Minn. : Sea-to-Sea Publications, 

2010. 
Section 745. NOPL-East, Norman Mayer. 
 Colorful pictures along with step-by-step instructions allow students to 
make their own creations. Introductory text for each craft provides a cultural 
background as to where the craft fits into tradition and why. 

○ Models. By Helen Bliss & Ruth Thomson. New York : Crabtree Pub., 1998. 

Section 745.  NOPL-Miton Latter, Nix. 
 Presents a variety of models from around the world, explains why they 
were created, and provides instructions for making models. 

○ Toys. By Meryl Doney. New York : F. Watts, 1995. 

Section 745. NOPL-Nix. 
 Discover other cultures and make beautiful things with World Crafts. 

○ Kid made modern. By Todd Oldham. Los Angeles : Ammo Books, 2009. 

Section 745.  NOPL-Cita Hubbell. 
 Introduces kids to masters of modernism with 52 playful, simple to 
stimulating craft projects. Featuring inexpensive, often recycled and easily 
accessible materials with clear photography and easy-to-follow steps. 

○ Quick & easy paper crafts : 100 fresh & fun projects to make. By Lark Books. 

Asheville, NC : Lark Crafts, 2011. 
Section 745. NOPL-Main. 
 Introduction to paper crafts -- Scrapbooking -- Card making -- Book & 
journal writing -- Decoupage -- Paper folding -- Paper mache & paper clay. 

○ Made by Dad : 67 blueprints for making cool stuff. By Scott Bedford. New 

York, NY : Workman Publishing Company, Inc., 2013. 
Section 745. NOPL-Algiers. 
 "Made by Dad" is chock full of 67 extraordinary, custom-designed how-to 
projects for DIY parents everywhere. 
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Knotter 
 

1. Must be able to tie a square knot, sheet bend, clove hitch and bowline, as required by 
First Star and Second Star; and explain their uses. 

2. Be able to also tie the following knots and explain their uses: 
a. Sheep Shank 
b. Two Half-hitches 
c. Taut Line 

3. Properly lash three staves together to make a tripod for use in camp. 
4. Know how to whip the end of a frayed rope. 
5. Help someone else—another Timberwolf, friend, or parent—learn any one of the knots 

required for First or Second Star. 
 
 

HINTS TO CUBS  
For your First and Second Star, you have to learn the most useful knots. Use rope or cord— not 
string — when learning them, and as soon as you think yourself good at knot tying, try doing it in 
the dark or when blindfolded! You will then probably find that you are not so good at it as you 
thought. 

 
But remember you cannot always have it daylight when you want to tie a knot. Your tent may 
blow down in the night, or your tarp may want reefing; there will be many occasions when you 
will have to tie ropes in the dark, and you will then be glad that you learnt how to do it 
beforehand. 
 
It is difficult to follow a description in a book when you have never tied a knot before, so get 
Akela or your Sixer to show you how they should be done. 
 
Look back at your Timberwolf Cub Handbook to practice your First and Second Star knots. Here 
are some new knots to learn.  
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THREE NEW KNOTS 
Sheep Shank. -- The sheep 
shank is used to shorten a 
long segment of rope without 
untying the ends, for 
example, a long guyline that 
is holding a tent up. Another 
use is for strengthening a 
weak part of a rope since the 
weight is taken off that part.  
 
It takes some practice to 
keep the slack correct while 
putting it together or it will fall 
apart before you are done. 
You will learn some good 
skills with tying the loops at each end that will help you later when you learn other uses of rope. 
  
In this picture the sheep shank is actually completed at step two. It is made stronger by 
completing a clove hitch at each end shown in step three.  
 

 
Two Half Hitches. -- This is an easy way of attaching a rope to a spar (pole) or another rope. It 
is also used to pull or tow. This image starts with a round turn (A). The two loops that you tie (B) 
are the two half hitches (looks a bit like a clove hitch, huh). You pull the whole thing tight to 
complete it (C).  
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Taut Line Hitch. -- It can do two jobs: it can hold on tight to a different object or it can change 
the length of a rope if tied onto itself. It is really just a clove hitch with an extra loop. 
 
When used to hold on tight to another rope or pole (like in this picture) it is called a rolling hitch. 
Use this knot when the pole is too smooth for a two half hitch to hold onto. It can also be an 
adjustable knot too. When pitching a tent, the guyline (the rope holding up the tent) may need to 
be shortened or lengthened depending on the weather. You can either yank up your stake and 
re-stake it or you can slide a taut line hitch up and down the guyline.  

    
 

LASHINGS AND TRIPOD 
Round Lashing. -- A “round” lashing is used to attach two long poles together at the ends to 
make them longer. This is useful when making a flag pole.  

1. Start with a clove hitch around both poles. 
2. Wrap tightly around both poles about a dozen times.  
3. End with another clove hitch that goes around both poles. 
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Tripod. -- To make a tripod you must have three 
poles and use a type of “sheer” lashing.  

1. Start with a clove hitch to attach your rope 
onto one of the outside poles or spars.  

2. Wrap, neatly and firmly, your rope around all 
three spars weaving back and forth about five 
to eight times.  

3. Then “frap” loosely between each spar a 
couple of times.  

4. End with a clove hitch and set up your tripod. If your tripod is too wobbly then untie your 
last clove hitch and tighten your wraps and fraps. 

    

ROPE WHIPPINGS 
Rope is made of fibers. If the ends are not solid then the fibers come apart and unravel the 
whole rope in a fuzzy, useless mess. There are a few ways to prevent this.  Below is a picture of 
a “simple whipping”. Use string (dental floss works great) that is about 8 to 12 inches long.  

1. To start, lay one end in a bend shape and wrap around the middle of your bend as in 
(A-1).  

2. Keep wrapping tightly about a dozen times and finally pull your wrapping end (S) through 
the hole you made with your first bend (L) as in picture (A-2).  

3. Lastly pull down on the end of your bend (E) until the hole (A-4) slips underneath all your 
wrappings.  

4. Trim the ends of your whipping off to make it look like (A-3). 
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Go Hunting! 
● Politely ask an adult to help you search these websites 

○ Any YouTube website video on tying the various knots and lashings. 

● Library 

○ Get all tied up: tying knots. By Carla Mooney. Chicago : Norwood House 

Press, 2010.  
Section 623. NOPL-Algiers, East, Norman Mayer. 

A fun look at the knot's place in history, sailing, fishing and sports. 
Illustrations and instructions provided to learn how to tie ten different types of 
knots and what the knots can be used for. 

○ Making knot projects. By Dana Meachen Rau. Ann Arbor, Michigan : Cherry 

Lake Publishing, 2016. 
Section 746. NOPL-East, Milton Latter, Rosa Keller. 

Handmade, customized bracelets and other knot projects are a great way 
to show your friends how important they are to you. Crafters practice 
comprehension skills as they use text and diagrams to follow the steps for each 
project. 
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Service for Others 
 

 

 

First Aider 
 

1. Show that you know the meaning of “First Aid” and the need for summoning help. 
2. Show how to dress minor cuts and grazes and know the importance of cleanliness in 

treatment. 
3. Know how to treat sprains, apply a triangular bandage to a sprained ankle, and put on a 

large arm sling. 
4. Know the common causes of burns and scalds and their prevention; how to extinguish 

flames if your clothes catch fire; and the simple treatment for burns and scalds. 
5. Know how to treat a nosebleed. 
6. Understand and know the simple treatment for shock (not electric). 

 
 

HINTS TO CUBS 
First aid is the first treatment given to an injured person until an adult can provide full treatment. 
Some injuries require the help of professionals such as nurses, medics, or doctors.  Even if an 
injury is small, always tell an adult what happened and what you did. 
 
Every Cub will want to do their best to help somebody who is hurt, and in the next few pages 
you will learn how you can help in a few simple accidents. The first thing to remember in any 
case of injury is to keep your head and not get excited. If the injury is slight, you may be able to 
deal with it, but in any case, if you are alone when something happens, do what you can as well 
and as quickly as you can. Cover your patient up to keep them warm; then get hold of someone 
else who is older and knows more about it, to take the job on, and be ready to fetch and carry 
for them, take a message, or do anything else which may be asked of you. 
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CUTS AND GRAZES 
A cut on the hand or knee. — If anybody cuts their hand, and it is your job to render first aid, 
there are two things to think about.  
 
1. If the cut is bleeding badly, that is, if the blood is pouring out in spurts, you must try at once to 
stop the bleeding. Make them sit down and tell them to hold their hand well up, towards their 
head, while you get a clean handkerchief or a clean piece of rag (we call this a dressing). Place 
this on the cut and bind it firmly with another handkerchief.  
 
2. Usually the blood will not be spurting out, but just flowing gently, and then you will have more 
time to prepare a dressing and also to CLEAN the cut with soap and clean drinking water. 
Whenever the skin is cut, or even scratched, an opening is made into the body and dirt gets 
taken in. Now “dirt” here doesn’t mean what you generally call “dirt” — mud and dust; it means 
anything containing GERMS. Germs are living things so tiny that your eye can’t see them, but if 
they get into a cut they may poison it so that it festers and becomes really dangerous, ending, 
possibly, in the loss of a finger or a hand. The worst kind of germs are those that come out of 
earth — such as garden mold, or mud from the road. They may cause a terrible disease called 
lock-jaw, so great care must be taken if anyone gets a cut while gardening, for instance. But any 
dust or any soiled object may and does contain germs.  
 
Now you want the very cleanest thing you can think of 
to put next to the wound. If you have a Pathfinders’ First 
Aid Kit, then the gauze bandage with some antibiotic 
ointment is the best. Otherwise, the inside part of a 
clean folded handkerchief would probably be the best 
you could do, or if you haven’t got that, the inside of a 
clean sheet of notepaper, or the inside of an envelope. 
Having covered the cut with something of this kind, you 
should add padding — several handkerchiefs or pieces 
of rag. Then bind the whole thing up very firmly to stop 
the bleeding. You can do this with strips of rag, or a 
large folded handkerchief. Make the patient keep their 
hand raised, or better put it in a sling, which you can 
make from a scarf or comforter. Remember that your 
help is only First Aid so take the patient to a 
grown-up person who will attend to the cut more 
thoroughly.  
 

To bind a wound make a bandage by folding your necker as above.  
Lastly wrap it around the wound and tie the ends with a square or reef knot. 
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A graze. — A graze is a bad scrape which has taken the skin off, and is usually covered with 
dirt — grit off the road, and so on. It will not be bleeding much, as a rule . The treatment should 
be to wash it well with clean warm water and soap. Then rinse with water to which hydrogen 
peroxide, or iodine, has been added — soaking it till the dirt comes away, and clean it up with 
little swabs of gauze or rag. When all the grit is removed cover the graze with a clean piece of 
gauze with antibiotic ointment. Bandage firmly, but not tight enough to be uncomfortable.  
 

SPRAINS AND SLINGS 
Sprained Ankle -- You sprain your ankle when you pull the ligaments (these are like ropes that 
hold your ankle joint together) too much. It will hurt and your ankle might swell quite a bit or turn 
red or blue. To treat an ankle sprain or twisted ankle remember the phrase RICE. 
 

Rest. A sprained ankle will take at least a few days to weeks to heal. You have to take it 
easy so you do not re-injure it. 

Ice. As the ankle gets swollen it will get more painful and will take longer to heal. To use 
ice, wrap the ice (bag of frozen vegetables works well too) in a wet towel. Put the 
covered ice on the injury for fifteen minutes every hour. It is cold but better than 
the pain from the sprained ankle! 

Compression. A triangular bandage or ACE wrap also helps prevent swelling. In 
addition, the tight bandage reminds the patient not to use their injured ankle too 
much. 

Elevation. Gravity pulls things down and the ankle is usually at the lowest point of the 
body. To lessen swelling that is worsened by gravity, keep the ankle propped up. 

 
To wrap an ankle with a triangular bandage, put the foot on top of the bandage so that the toes 
point to the top of the triangle (A). Fold that tip over the top of the foot (B). Wrap the bandage 
around the ankle (C&D). Finish with a square knot (E). 
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Large Arm Sling. — There are a great many ways of applying the triangular bandage; when 
you become a Pathfinder you will learn these. The large arm sling is used to support the 
forearm and hand. This is how you put it on.  
 
Open out the triangular bandage, lay it across the patient’s chest so that the point (see diagram) 
comes under the elbow of the injured arm. One of the ends will then be over the good shoulder. 
Take this end round the back of the neck and bring it forward over the shoulder on the injured 
side. Now carry the lower end up to the first and tie it in a reef knot so that the knot lies just in 
front of the shoulder. (Before your knot is tied, see that your sling is drawn up so that your 
patient’s hand is slightly higher than his elbow.) Now tidy the front of your sling by drawing any 
loose material towards the elbow; take hold of the point and bring it either in front or behind the 
elbow, and fasten it with a large safety pin. 

 
 
The points you must note are: 

(1) The knot tying the two ends should be in front of the shoulder. If it is tied at the back 
of the neck, the weight of the arm will press it into the neck and cause discomfort.  

(2) The fingertips should just show outside the bandage.  

NOSEBLEEDS 
Bleeding from the nose. — This does not usually do much harm or prove dangerous. But it 
may sometimes refuse to stop, which means the patient’s losing a lot of blood. The old way of 
laying the patient down on the ground and leaving them alone isn’t good, as the blood merely 
trickles down inside their throat. This is the way to stop it. Sit the patient on a chair, in a cool 
place, and tell them to lean their head forward and breathe entirely through the mouth. Pinch the 
nose just under the bony portion for at least five minutes.  
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FIRE AND BURNS 
Putting out fire. — In the case of anyone’s clothes having caught fire, a Cub may be a great 
help by keeping their head and knowing exactly what to do, and doing it promptly. The best way 
to stop the flames is to get a big blanket, rug, overcoat, or anything thick, and wrap it all around 
the person, pressing it close to them and making them lie down. If you do not have a blanket 
then use the ground and recall the saying “Stop, Drop, and Roll”. This will keep the air from 
reaching the flames and extinguish them at once. Running will fan the flames and make it 
worse, which is what a person will normally do, so get them down and roll them back and forth 
to smother the fire. Water, of course, is the next best thing. If oil or wax has caught fire, sand is 
the best thing with which to put it out. 

 
 

Burns. — Look back at your Second Star test on burns to remind yourself how to treat them. As 
a reminder for First (redness) and Second Degree (blisters) burns cool them off in water for a 
few minutes, apply a protective lotion like aloe vera or an antibiotic, and loosely cover. If it is a 
third degree burn (burned flesh) then loosely cover it only and get help immediately. 
 
Scalds are simply wet burns, usually caused by boiling water. Treat in the same way as for a 
burn, but be very, very gentle so that you don’t burst any blister which may have risen.  

SHOCK 
Now you have to remember that burns, being so painful, often make a person feel odd and sick, 
and they can’t remain standing up. Severe bleeding may cause a person to lose so much blood 
that their body will act the same way. Make them lie down, and if they get odd, that is very 
white-faced, with skin all cold and clammy, or sleepy it means that they will be suffering from 
shock. I told you for your Second Star what you should do for this, so that you will remember to 
wrap your patient up warmly, keep their legs elevated a little above their body, and go, or send 
someone, to fetch a grown-up person as fast as you can.  
 
 
  

 54 
 



 
 

                     THE TIMBERWOLF CUB’S HANDBOOK                     .   

Go Hunting! 

● Politely ask an adult to help you search these websites 

○ Do an internet search for “first aid” 

● Library 

○ Burns and blisters. By Alvin Silverstein. New York : Franklin Watts, 2002. 

Section 613. NOPL-Children’s 
Grade 4-6. Burns and Blisters discusses the function of skin, what 

happens when burns or blisters damage it, types of injuries, their treatment, and 
why protection from the sun is important. The emphasis is on prevention. 
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Guide 
 

1. Be able to give clear and concise directions, well expressed and clearly spoken to the 
examiner, and do so politely and promptly. Be aware of the dangers of speaking to or 
being approached by strangers. 

2. Know the location of the nearest police station, doctor’s office, pharmacy, firehouse, 
railway or bus station, gas station, and hotel, if there are such places nearby. 

3. Know how to call for police, fire, ambulance, and poison control. 
4. Be able to do one of the following: 

a. The name or number, of at least two public transportation routes, and at least two 
places each way on these routes  or. 

b. Know the major roads through town and the next town where they lead. 
 
 

HINTS TO CUBS 
In order to earn the Guide Badge really well it is necessary for you to explore the neighbourhood 
of Pack Headquarters or your own home thoroughly. Don’t be content with learning the address 
at which the Doctor works, for instance, but make sure that you yourself can find the way there 
at any time of the day or night. It is no good just committing a list of names and addresses to 
memory so that you can say them off pat like a parrot; you yourself must know exactly where 
these places are and how to get to them. It is the same in regard to neighbouring towns or 
villages; you should know the right road to take to them, and, if possible, something about them. 

DIRECTING STRANGERS 
"Don't talk to strangers" is the advice long given to children by parents and guardians. Certainly 
this is true in some cases, however, if a stranger wants to be directed then they are sure to look 
about them for a Pathfinder or a Cub; because he thinks a Pathfinder or a Cub is sure to know 
the way; and he knows either will answer them promptly and politely, will direct them clearly, 
and will do it as if they liked doing it, with a smile and no idea of a reward.  
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If a stranger speaks to you don’t look shy, or startled, or sulky. Try, rather, to look pleased and 
bright; and listen carefully to what he says, so that, when they have done, you won’t have to 
look like a little idiot and say “Wot?” If he asks you the way to some place or house, think 
carefully, notice where you are, try and remember just where it is; then try and remember any 
special landmarks he will pass on the way — such as the church, inn, station, or even pond, 
gate, or tree. Look at them straight and speak clearly and slowly, while you tell them exactly 
how to reach the place. Tell them about how long he will take to get there; and anything else 
you may think helpful to them. Call him “Sir” (or if it’s a lady, “Ma’am” or “Miss”). If he offers you 
money, smile cheerfully and thank them, but say you’re a Timberwolf Cub, and only too glad to 
help, and never expect tips. When you leave them salute smartly.  
 
Under no circumstances should you get in a vehicle or offer to walk them there. 
Recognize dangerous situations — not people — and, when in danger, search out reliable 
people, such as a police officer, a salesclerk with a name tag or another parent with children. 
 
You are quite likely to be asked the whereabouts of the nearest telephone box, police station, 
etc. You should make a point of finding out exactly where all these places are, in order that you 
may tell them quite simply and clearly how to get there and how far away they are. You should 
also know how to send for the police, and an ambulance, and the fire brigade, although you 
should never attempt to do so if there is a grown-up there to do it. The usual way to do this is by 
telephoning, which you have already learned to do for your Second Star. Akela will give you the 
special directions needed to summon help. 

BUS ROUTES 
People often want to know where they must stand to catch a certain bus. If you live in the 
country, where buses are few, you should know where they will stop, and at what time; where 
they go, and how frequently they run. If you live in the town, you should know the stopping 
places of at least four buses or street cars, and know the route they take.  
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ Do an internet search for “guide” 

○ A Knowledge of Local History.  Knowing why something is located where it is 

helps with remembering directions.  Search for the history of your town and its 
important locations. You may even find some ideas for a good skit for your Six to 
perform or drawing ideas. 

● Library 

○ What's next? : instructions and directions. By Claire Throp. Chicago, Ill. : 

Heinemann Library, 2010. 
Section 020. NOPL-Algiers, East, Norman Mayer, Robert Smith 

Learn about the different situations in which instructions and directions 
are important sources of information. This book helps you to understand why 
rules and laws are needed, how maps and schedules work, and the different 
ways that instructions can be communicated. 

○ See Map Reader section 
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House Orderly 
1. Work with your family and set up a chore schedule to help out around the house. 

Complete the chores on time for at least three months. 
2. Help plan, prepare, and cook at least three meals at your home. 
3. Be able to fry, poach, or scramble an egg. 
4. Be able to peel potatoes and boil them. 
5. Clean windows or brass work. 
6. Sweep and dust a room (vacuuming for carpeted areas). 
7. Wash a load of dishes and put them away. You may wash by hand or use a dishwasher. 

 
HINTS TO CUBS 

Helping the Family. — No one can tell a Cub how to “help your family” — it is a lesson only 
love can teach. Besides, different family members like to be helped in different ways. Each adult 
for instance, when they finds their child is wanting to Do Their Best about the house, will find 
them a job. So learn, first, to get a real wish to help your family, and then let them see this. They 
will do the rest. You will already have learned a good many ways of helping them in the house 
when you have been trying for the “Usefulness” part of the Second Star Test, but there are one 
or two other ways in which you can help now that you are older and stronger. 

COOKING 
Making tea. — Anybody can make an ordinary old cup of tea, but very few people seem to 
make a really good one. What you must do is to empty out the stale water from the kettle, and 
fill it again with fresh cold water from the tap. Put this on to boil. See that the tea-pot is clean 
and dry; warm it with a little hot water just before the kettle boils. Follow the instructions on your 
tea box or put in a tea bag for each person into the pot. Watch your kettle carefully, and the 
moment it boils — really boils, bubbling hard and sending steam out of the spout — add the 
water quickly to the tea-pot. The best way to tell if a kettle is boiling is to hold a piece of stick or 
a spoon against the handle; if you feel this throbbing and vibrating like a miniature motor car, 
you know at once that the water is boiling. Let the tea-pot stand for a few minutes near the fire 
and then pour out.  
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Frying eggs. — Break your egg carefully into a cup. When the 
oil in the pan is boiling hard, slip the egg in gently, so that it 
does not break. Keep the boiling grease well round it with a 
spatula or egg flipper, and if it sticks raise it with a spatula, and 
let the grease get under. Don’t put too much oil in the pan; just 
enough to cover the bottom.  
 
To poach an egg you break it into a cup, and then slip it very 
carefully into boiling water, take it out, strain the water off, and 
put it on toast. A drop or two of lemon added to the water will 
make the egg set firmer. 
 
Peeling, boiling and frying potatoes. — The proper way to peel potatoes is as follows. Wash 
the potatoes clean. Then scrape new potatoes and peel old potatoes fine, taking out the eyes 
with the point of a potato peeler. Put each potato as you finish it in to a bowl of clean water, 
where you can keep them till wanted. To boil potatoes: put new potatoes into cold water, with a 
little salt; old potatoes should be put into boiling water, with salt; boil until they feel tender, when 
you prick them with a fork. Strain the water off, and stand the saucepan, with the lid half on, at 
the side of the stove for a few minutes. This dries the potatoes and makes them mealy. To fry 
potatoes: peel your potatoes and cut them into very thin slices. Dry well on a clean cloth as 
potatoes are always wet when cut. Heat some fat in a frying pan and wait till the bubbling stops 
and you see a thin blue smoke. Put the potatoes in at once. Be very careful not to let them burn. 
Keep turning them over until they are golden brown and nice and crisp. Cold, cooked potatoes 
can also be fried. Cut them into thick slices and cook the same way.  

CLEANING 
Washing up. — Washing up sounds simple and dull. But there is a right way of doing even dull 
things. You should have a clean basin or sink full of very hot clean water, with a little soap, a 
sponge, and a clean dishcloth. Always begin by washing the cleanest things, spoons and forks, 
small plates, teacups, etc., then plates and knives, and lastly greasy dishes. Glasses should be 
washed in cold water and polished with a dry cloth.  

If you use a dishwasher, then the first thing to do is scrap the leftover bits into the trash. 
Ask your family how to load the dishes, how much soap to add, and how to turn activate the 
machine.  Lastly, you have to unload the dishwasher and put the dishes where they belong. 
 
Cleaning windows. — If the windows are very dirty wipe the windows well with a damp cloth 
and rub up with a dry cloth. Don’t clean windows while the sun is shining on them, as you can’t 
see if you have cleaned off all the smears or not. 
 
Cleaning brasswork. — Put a very little cleaning polish, such as “Brasso” or “Globe” polish, on 
a rag and rub all over the brass. Then take a cloth and polish it until it shines like gold. The less 
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polish you use the better, as it sometimes leaves white marks in the cracks. Elbow grease is 
best. If the brass is very dirty and stained, rub it all over with a cut lemon first before cleaning.  
 
Sweeping a room. — If you do not have a vacuum cleaner and use only a broom, then you will 
just end up pushing the small pieces of dust around. Wash some tea-leaves well until no brown 
color comes out. Squeeze them out and have them ready on a plate. Or you can soak a sheet  
of newspaper in water, squeeze it out and tear it into small pieces. Move the furniture out of the 
way and scatter the tea-leaves or paper over the floor, and sweep from the corners and sides to 
the centre of the room. The damp tea-leaves will collect the dust as you sweep and prevent its 
flying over the room. When you have all the dust swept into the middle of the floor it is quite 
easy to collect the heap into a dustpan with a small brush. Look out you leave no tea leaves or 
paper behind.  
 
Dusting a room. — Use a duster or damp cloth, not a dusting brush which only sweeps the 
dust somewhere else. Pick up the dust into the duster as you go and shake it out of the window 
constantly. Be very careful to go into every corner and dust the legs of the tables and chairs as 
well as the tops. Dust all the ornaments and frames and what-nots as well as the furniture.  
 
Scrubbing a table. — If you have a wood table use a good hard scrubbing brush and 
“Pine-Sol” or scrubbing soap, plenty of water, and still more elbow grease, and you’ll have a 
lovely table. Mind you rinse off the dirty soap suds and finish off with a dry cloth. Scrub with the 
grain of the wood, that is generally length ways of the table. If you do not have a wood table top, 
then a damp cloth with vinegar or ammonia spray will help clean it. 
 

TESTS 
 

A test and proof of whether the Cub is a good House Orderly will be the state of their Den at the 
Pack Headquarters. It should be a marvel of cleanliness and neatness. It should be the envy 
and despair of Scoutmasters — who will begin to wish the Pathfinders had a House Orderly 
Badge, to teach them all this, and give them a real keenness about orderly work. 
 
Another test will be the daily appearance of the Cubs’ boots — not merely their splendor on 
special occasions! And, most of all, if parents and guardians, when they are called on by the 
Cubmaster, says there is nothing in the world like the Cub Pack for making children helpful and 
useful and polite. 
 
These tests go on all the time, without examinations. But there will, of course, have to be 
examinations as well. So, Cubs, see that the examiner really enjoys the cup of tea; it will put 
them in a good temper to pass your brass work and your windows and even your potatoes. 
There is scarcely need to suggest any games by which Cubs may practise all this. One hears of 
children “playing at house.” But Cubs don’t need to play at it — they are going to do it really. 
And it should prove more fascinating than any game.  
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ Do an internet search for “house orderly”, “cleaning”, or “cooking” 

● Library 

○ The unofficial Harry Potter cookbook. By Dinah Bucholz. Avon, Mass. : Adams 

Media, 2010. 
Section 641. NOPL-Cita D Hubbell, East, MLK, Milton Latter, Nix. 
 A collection of recipes for foods mentioned in the Harry Potter series, 
including Kreacher's French onion soup, mashed parsnips, and treacle pudding, 
accompanied by short passages showing when the food appeared in the books. 

○ Kids cook ! : 100+ super-easy, delicious recipes. By Good Housekeeping. 

New York, NY : Hearst Books, 2017. 
Section 641. NOPL-Algiers, East, Children’s, Milton Latter, Robert Smith, Rosa 
Keller 

Fun-to-make (and eat!) recipes will appeal to every kid. 

○ The lemonade stand cookbook : step-by-step recipes and crafts for kids to 
make--and sell! By Kathy Strahs. Los Gatos, California : Burnt Cheese Press, 
2017. 
Section 641.  NOPL-Algiers, East, Milton Latter, Robert Smith, Rosa Keller. 
 Inspired by dozens of kid experts from all over the country, the author has 
poured her expertise as a food writer, entrepreneur, and mother into the ultimate 
guide to setting up your own lemonade stand. 

○ Cooking class : 57 fun recipes kids will love to make (and eat!). By Deanna 

F. Cook. North Adams, MA : Storey Publishing, 2015. 
Section 641.  NOPL-Algiers, East, Norman Mayer, Robert Smith. 
 A comprehensive first cookbook for novices. Step-by-step instructions 
easily spell out how to make breakfast, lunch, and dinner, as well as how to 
prepare vegetables, snacks, and desserts. 
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○ Complete children's cookbook. By Jill Bloomfield. New York : DK Publishing, 

2015. 
Section 641. NOPL-Algiers, East, Rosa Keller 

More than 150 fabulous recipes, divided into nine themed chapters 
(Breakfast, Soups and Salads, Light Bites, and more) will have you and your 
child in the kitchen and cooking in no time.  

○ Crescent City moons, dishes and spoons for the growing chef. By the Junior 

League of New Orleans, Inc. New Orleans, La. : Junior League of New Orleans, 
Inc., 2010. 
Section 641. NOPL-Milton Latter. 
 This unique collection, designed as a children's cookbook, truly keeps the 
whole family in mind. 

○ The sleepover cookbook. By Hallie Warshaw. New York : Sterling Pub. Co., 

2000.  
Section 641.NOPL-Milton Latter. 
 Liven up your next sleepover party or get-together by making great 
snacks, dinner, or even breakfast with your friends. These recipes have been 
created for kids just like you so that you can understand exactly how to prepare 
them. 

○ Easy vegetarian foods from around the world. By Sheila Griffin Llanas. 

Berkeley Heights, NJ : Enslow Publishers, 2012. 
Section 641. NOPL-Algiers. 
 Make simple vegetarian foods from countries around the world 

○ How to cook in 10 easy lessons. By Wendy Sweetser. Lake Forest, CA : 

Walter Foster Jr., 2015. 
Section 641. NOPL-Alvar 
 Offers an introduction to cooking in ten lessons that each introduce a 
different kitchen skill, from using knives to mixing, folding, and kneading dough, 
and provides simple recipes that make use of each skill. 
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Conservationist 
 

1. Take part in an environmental stewardship or conservation project.  Some ideas are to 
clean up a stream bed, pick up trash along a trail, or another conservation project that is 
happening in your community. 

2. Do one of the following: 
a. Make a bird feeder or nesting box. 
b. Grow native plants from seeds. 
c. Plant a native tree (seedling or sapling) in your area. 

3. Learn about two conservation organizations and talk about their work with your Pack, 
Six, or family. 

4. Learn about one animal in your area and one in the world at large that is in danger of 
extinction; draw a picture, and write about their feeding habits and environment. 

5. Understand the principles behind “Leave No Trace”.  
6. Complete one of the following: 

a. Visit a zoo or farm, learn about one of the animals, and write about it. 
b. Observe how a plant grows, or how a butterfly or frog develops, and record it in a 

log book. 
c. Be able to describe examples of pollution in your area and write about them. 

 
HINTS TO CUBS 

This proficiency badge will require that you do a lot of Hunting on your own. Use the Go 
Hunting! section with help from your Akela and family to guide you. Some examples of 
conservation groups are the Society for the Prevention of Cruelty to Animal (SPCA) and the 
World Wildlife Fund (WWF).  These can all be found on websites. Please go to the Camping 
section for information on Leave No Trace and its website too. 
 
If you look at the Go Hunting! Books for the Modeler badge you should find some ideas on how 
to make a bird feeder. The Gardener and Observer badge and their Go Hunting! books also 
have information on plants and animals.   
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Go Hunting! 

● Politely ask an adult to help you search these websites 
○ Louisiana Society for the Prevention of Cruelty to Animals (SPCA) 
○ World Wildlife Fund (WWF) 
○ Leave No Trace Seven Principles. LNT.org 
○ Search for your local county agriculture office 

● Library 
○ See Gardener and Observer sections 
○ Many : the diversity of life on Earth. By Nicola Davies. Somerville, 

Massachusetts : Candlewick Press, 2017. 
Call # Davies. NOPL - Algiers, Milton Latter, Norman Mayer, Robert Smith, Rosa 
Keller 
 Describes how the planet consists of millions of species of plants, birds, 
animals, and microbes, and how humans have an impact on these species' 
habitats through such acts as pollution and deforestation. 

○ The shocking truth about energy. By Loreen Leedy. New York : Holiday 
House, 2010.  
Section 333. NOPL - Algiers, East, MLK, Milton Latter, Norman Mayer, Robert 
Smith, Rosa Keller 
 Comical characters explain the basics, including the many forms energy 
can take, global warming, and how to save energy. 

○ Smog, oil spills, sewage, and more : the yucky pollution book. By 
Silverstein. Berkeley Heights, NJ : Enslow Publishers, 2011. 
Section 363.  NOPL - East, Milton Latter 
 Gives an overview of different types of pollution, with interesting scientific 
and historical facts. 

○ Plastic, ahoy! : investigating the great Pacific garbage patch. By Patricia 
Newman. Minneapolis, MN : Millbrook Press, 2014.  
Section 363.  NOPL - Algiers, Avar, Children's, Rosa Keller  

A team of scientists explore the Great Pacific Garbage Patch, where 
millions of pieces of plastic have gathered from all over the world. 

○ Trash revolution : breaking the waste cycle. By Erica Fyvie. Toronto, ON : 
Kids Can Press, 2018. 
Section 363. NOPL - Algiers, Children's, MLK, Milton Latter, Robert Smith, Rosa 
Keller 
 Offers an illustrated exploration of the entire life cycle of everyday things 
people use with a focus on what is being done to eliminate waste. 
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○ This book stinks! : gross garbage, rotten rubbish, and the science of trash. 
By Sarah Wassner Flynn. Washington, D.C. : National Geographic, 2017.  
Section 363. NOPL - Algiers, East, MLK, Milton Latter, Norman Mayer, Robert 
Smith, Rosa Keller  

This engaging title takes readers through the facts and figures of refuse 
and recycling: what we throw out, where it goes, and what we can do to lighten 
our litter load. 

○ You wouldn't want to live without clean water! By Roger Canavan. New York : 
Franklin Watts, an imprint of Scholastic Inc., 2015.  
Section 363. NOPL - Algiers, Mid-City, Nix  

Uses humor in both text and illustrations to describe what it would be like 
to live without clean water. 

○ Oil spill disaster. By Mona Chiang. New York : Scholastic, 2010.  
Section 363. NOPL - East  

Examines the consequences of the April 2010 Gulf of Mexico oil spill, 
when the offshore oil rig Deepwater Horizon exploded, causing environmental 
and economical damage along the Gulf coast of the United States. 

○ Endangered animals of the oceans. By A. J. Muskiewicz. Chicago : World 
Book, a Scott Fetzer company, 2015. 
Section 591. NOPL - Algiers, Children's, East, Robert Smith  

Information about some of the more important and interesting endangered 
animals of the oceans, including the animal's common name, scientific name, 
and conservation status. 

○ Endangered animals of North America. By A. J. Smuskiewicz.  Chicago : 
World Book, 2015.  
Section 591. NOPL - East, Milton Latter, Mornam Mayer  

Information about some of the more important and interesting endangered 
animals of North America, including the animal's common name, scientific name, 
and conservation status. 
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Physical Health 
 

 

 

Athlete 
 
Complete the tests below or satisfactorily complete a fitness program offered by your school, 
community, or nationally such as the Presidential Active Lifestyle Award (PALA+). 
 
These tests are divided into two classes, A and B. Class A is for Timberwolves 8 and 9 years 
old; class B for those 10 and 11 years old. The tests are of the same nature in both classes, but 
the standards are different. 
 

1. Be able to sprint... 
a. 50 yards in 10 seconds 
b. 60 yards in 10 seconds 

2. Be able to high jump... 
a. 2 ft. 6 in. 
b. 2 ft. 8 in. 

3. Be able to long jump... 
a. 6 ft. 
b. 7 ft. 6 in. 

4. Be able to climb a tree or rope... 
a. at least 15 ft. for a tree, or 10 ft. for a rope 
b. at least 15 ft. for a tree, or 10 ft. for a rope 

5. Be able to... 
a. throw a ball (baseball size) 20 yards, and catch one thrown from 10 yards. 
b. throw a ball (baseball size) 30 yards, and catch one thrown from 15 yards. 
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HINTS TO CUBS 
 
I have already said something to you in the Star Tests on the subject of keeping yourself healthy 
and strong. If you aim to be an athlete then it will be necessary for you to follow up these hints I 
have already given you, and do what you can, by means of the exercises I have suggested, to 
make yourself thoroughly fit. No one can be an athlete unless their heart, their lungs, their 
stomach, and their nerves are in really good condition. 
 
The tests given for the Athlete Badge are different according to the Cub’s age, because it would 
be absurd to imagine that a child of 9 can jump as high as a child of 11, and yet we want the 
child of 9 to go in for this badge, which will help their body to grow still bigger and stronger. If a 
Cub has won the badge when they were under 10 years of age, they are naturally expected to 
pass it again on the higher standard after their tenth birthday. That is only fair to other Cubs who 
hold the badge.  

RUNNING 
There is little need to give much in the way of advice in regard to training. The Cub will have to 
practise for themself, but they should not try and run too fast or jump too high when they first 
start or they are likely to strain themself. Learn to run on the toes, with the feet pointing straight 
forward, not turned out; to hold the body balanced above the feet; to keep the arms fairly close 
to the sides and not moving too much, and to keep the head up. Don’t force the pace too much, 
but try to develop an easy stride which carries you along with the least possible exertion. Pay 
also special attention to your breathing, and develop your lungs by practising deep breathing 
every morning and evening. 

HIGH JUMP 
In practising for the high jump, adopt the style that comes easiest to you, whether it is a straight 
run, or one from the right or left. It will be time enough later on to discard your natural style of 
jumping for one which will produce better results. Never rush at a high jump, take your run 
slowly and quietly, and spring off from your toes. You will soon learn how far from the bar to 
take off. Be very careful, too, to land on your toes on the far side, and to bend your knees 
outward as you land. If you just bend your knees any old how the chances are that you will 
crack your chin against them, and that hurts like the dickens, especially if you happen to have 
your tongue between your teeth at the same time! Real athletes always keep their mouths 
closed as much as possible, and remember to think of their tongue and keep it well housed 
behind their teeth. 
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LONG JUMP 
It is best to get up a good speed before taking off for a long jump, but practise taking off as near 
to the mark as you can without overstepping it. This is very difficult at first, but you ought to keep 
at it, without jumping hard, until you can take off from the right place at least five times out of six. 
Then learn to jump high and not just straight along the ground. If you stick a branch in the 
ground four or five feet away from the take off, and make up your mind that you are going to 
jump over it, you will soon learn the trick. 

CLIMBING 
Climbing a rope. — When learning to climb a rope, start by grasping the rope with the right 
hand as high up as you can reach, place the left hand under the right, and then, hanging from 
both hands, bend your knees up as high as you can and grip the rope between the knees and 
more especially between the instep of one foot and the sole of the other. When you have a 
secure grip with the feet, bend the arms, pulling the body straight up alongside the rope. Then 
move the right hand as high up again as you can reach, and grip the rope hard with it. Move the 
left hand up under the right and grip hard with both hands. You can then relax your grip with the 
feet, and lift them up to catch the rope again higher up as you did at first. In coming down the 
rope, never let it slide through your hands or it will burn the skin. Lower your body to the full 
extent of your arms, grip the rope with your knees and feet, lower the left hand till it is opposite 
your chest, follow it with the right. Take a good grip with both hands, relax the grip with the feet, 
and let them and your body slide slowly down the rope until you again have your arms fully 
stretched. Repeat these motions every time until your feet touch the ground again. 
 
Climbing trees. — In climbing a tree, the first point is to choose one which you are allowed to 
climb and which is suitable for the purpose; for instance, some, like the sycamore, will leave 
stains on your clothes, while others, like the oak, will give you easy foothold and resting places. 
Beware of dead branches and test each first before putting all your weight on it. Remember that 
you should always be touching the tree at three points, either with both feet and one hand, or 
with both hands and one foot, on a branch or projection. Never climb alone and make sure an 
adult gives you permission. 
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ Do an internet search for “athlete” 

● Library 

○ Physical fitness. By Silverstein, Alvin. New York : Franklin Watts, c2002.  

Section 613. NOPL - Children's  
Discusses the importance of physical fitness, different types of exercise, 

eating right, and getting enough sleep. 

○ The young track and field athlete. By Colin Jackson. New York, NY : DK 

publishing, 1996. 
Section 796. NOPL - Children's, Milton Latter 
 Children who wish to become track-and-field athletes will find the book 
written by a hurdler invaluable. 
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Swimmer 
 

1. Must be able to swim 25 yards (any stroke). 
2. Be able to float on your back for 60 seconds in salt water or 30 seconds in freshwater; or 

tread water two minutes in salt water or one minute in freshwater. 
3. Swim on your back for 15 yards. 
4. Be able to “duck dive” (i.e., dive while standing in the water or swimming); or (as an 

alternative), perform a “honey pot” or “cannonball” (i.e., jump with arms clasped around 
knees) from a board, bank, or boat. 

 
 

HINTS TO CUBS 
The first thing to learn is to have confidence — not to be afraid of the water. Don’t imagine 
you’re going to drown if you happen to go under — it takes a lot to drown anybody! When you 
learn to dive you will find the hard thing to do is to sink and keep under — and that you are 
always popping up like an rubber ball. If you happen to swallow a little water, never mind — it’s 
not poison. Don’t cling to people who are teaching you to swim, as if you were a little drowning 
rat. Pretend you’re a fish. Once you are “at home” in the water, half the battle is won.  
 
Every year children and adults drown while swimming. Never swim alone and always make sure 
there is an adult watching you. When swimming with your Pack there will be a set of rules called 
the “Safe Swim Guidelines” that you will learn and must follow too. 

FLOATING 
The next thing to learn is balance in the water — how to keep up. So start by learning to float. 
To do this just let yourself lie comfortably in the water — as if you were in bed — with your head 
right back till your ears are under. Your toes should just peep out of the water. Don’t stiffen 
yourself as if you were a little bit of board — balance yourself comfortably, and keep your head 
well back — it’s much harder to float if you keep your ears out. Practise floating, because in 
your test you will have to keep it up for a whole minute in the sea or for half a minute in fresh 
water. 
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SWIMMING 
Don’t start trying to swim till you can float. Once you know how to keep up and balance you will 
not find swimming hard, if you really try and remember the few hints I am going to give you now. 

1. Don’t struggle and work hard, and swim at a great pace as if you were trying to win a 
race. That won’t keep you up. Take long, slow, gentle strokes, shooting your arms out in 
front of you evenly, then bring them outwards as if you were pushing the water away with 
your open hands. This movement will bring your elbows back to your sides. Then shoot 
your arms forward again, and so on. Some children find it easier at first to swim like a 
dog. I learned that way. 

2. Don’t kick with your legs just any old how. Remember the way you have seen a frog 
swim, and do just exactly what he does with his legs. And keep your legs down, well 
under the water. Your feet should make no splash above the surface. 

3. Don’t hold your breath and look as if you were going to burst at any moment. No one 
could swim doing that. And don’t puff and blow like an old broken winded horse, just 
breathe slowly and evenly, always keeping your lungs full, as this makes you buoyant, 
like an air ball. A good swimmer can talk or sing or whistle while they swim. 

4. Don’t use water wings. They stop you learning to keep up by your own effort, and they 
make you balance wrong. You are much more likely to tip up or topple over suddenly 
and get an unexpected ducking than if you learn without them. 

5. Don’t try and keep up long at first. Two good strokes and then a toe on the bottom and 
another try is better than ten hurried struggling strokes ending, as likely as not, in a 
dunking and much spluttering! Practise your arm strokes smoothly and slowly, keeping 
one toe on the bottom till you feel confident enough to raise it and try and swim a few 
strokes. 

 
If you follow these rules carefully and someone helps you a little at first, by holding you up and 
giving you confidence, it ought not to be long before you can swim. But remember it means 
sticking to it and Doing Your Best.  

DUCK DIVING 
Duck Diving. — This is really quite easy, though it may sound hard. It is not difficult, like diving 
from a board as a Pathfinder has to do. It is called “Duck diving,” because you have to do 
exactly what a duck does when it dives. So if you get a chance, watch the ducks, and then you 
will know just how to do it. In case you haven’t any ducks handy to learn from, here are a few 
hints. 

1. To begin with, don’t be in a funk. Believe me, it’s awfully nice under the water, especially 
if you keep your eyes open, when everything looks a beautiful pale green and full of 
thousands of bubbles. Make up your mind to like it, and try to feel like a duck or a fish. 
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2. Stand in water up to your armpits. Take a big breath, tuck your head down, chin on 
chest, shove your head into the water, at the same moment kicking up your legs (they 
should really come up out of the water behind you). Make an effort to get to the bottom 
with your hands: touch it if you can. Then point your hands up, give a kick with your legs, 
and there you are up again. Remember your head is bound to come up, and your feet 
are bound to reach the bottom again firmly, so there is nothing to be afraid of. Be sure 
and keep your eyes open, it makes all the difference. 

 
“Honey Pot.” — If you find diving beats you — and it won’t if you follow what I have told you 
and Do Your Best — you can try a “honey pot” or “cannon ball” to pass your test. This anyone 
can do, because it is not a matter of skill, but simply of pluck — and no Cub is going to own they 
haven’t got pluck! All you have to do is to take a big jump off the side, bend up your knees and 
clasp your arms around them. See how far you can get and how big a splash you can make! If 
you take a good long run along a springboard (or even from the side) you will be able to get a 
long way. But of course a simple “honey pot” from the side of the bath or out of a boat will pass 
you in the test. A Cub who passes this test proves they are no funk, but a sportsman, and 
deserves the swimmer’s badge.  
 
More Tips. -- Just a few words of advice about your swimming. Remember to obey your 
Cubmaster implicitly, as to when and where you swim. Don’t swim out of your depth in the sea 
unless you are with your Cubmaster, or a Pathfinder who can swim well. Don’t stay in until you 
are cold and blue and shivering, as it may give you cramp.  
 
Never try to dunk or splash other Cubs while they are learning to swim or float, as it may spoil 
their confidence in the water. Remember how you would hate it if they did it to you! Remember 
that you are swimming in order to learn to swim, or to improve your swimming, and don’t be 
tempted to play about all the time with the younger Cubs who are not trying to earn their 
swimmer’s badge. 
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Go Hunting! 

● Politely ask an adult to help you search these websites 
○ Do an internet search for “how to swim” 
○ Swimming and Water Safety. American Red Cross. 2009. Web Download 

Accessed May 2018.  Manual for an adult to help their children learn more about 
swimming and water safety. 

o BPSA-US Safe Swim Guidelines BPSA-US website > About BPSA > Policy and 
Guidelines 

● Library 
○ Swimming. By Charlotte Guillain. Chicago : Heinemann Library, 2009. 

Section 797.  NOPL - Algiers, East, Robert Smith 
 Introduces swimming and describes the clothing, equipment, skills, and 
health benefits of the activity.  
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Team Player 
 

1. Be a regular playing member of an organized team such as baseball, gymnastics, 
basketball, volleyball, soccer, or other team sport of a similar nature. 

2. Play in at least six games or matches. 
3. Be described by the team captain, coach, or other responsible person for the team as 

being a keen, sporting player. 
 

HINTS TO CUBS 

SELF-CARE  
If you want to be a good soccer player or hockey player, or team player of any sort, you will 
have to look after yourself quite a lot all day, and not just when you are playing on the field. If 
you have not seen to it that you have good wind you will find yourself puffing and blowing like an 
old cab-horse, while the “enemy” dashes off toward your goal with the ball. If you have not done 
your best to make yourself strong and healthy, you will find that your legs ache, you get tired 
out, and, in fact, that you’re no good at all, compared with children who have been more 
sensible and looked after themselves. 
 
And what is it that causes you to be short winded, small, weak, easily tired, and so on? Here are 
the commonest causes: eating unwholesome food, and bolting it in a hurry; not taking regular 
exercise; a lazy way of walking and sitting; doing silly things, like eating candies; going to bed 
late; and sleeping with closed windows. 
 
Once you know what makes you a bad team player it is not so very hard to remedy it. You will 
find all about how to make yourself strong, healthy, and big in the Star Tests. Follow out the 
instructions you find there — perform the exercises every morning; eat good food and chew it 
well, instead of making a little pig of yourself with candies; go to bed early and get up early, and 
sleep with the windows open. If you do your best at all this, you will find you can play games ten 
times as well. 
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TEAM PLAYING 
Soccer and Field Hockey are the some games by means of which Cubs will try to obtain their 
Team Player’s badge. 
 
So, first of all a few hints on Soccer. The first thing is to learn to kick properly. A good player 
never kicks with the end of their toe unless they are taking a place kick; always with the instep! 
If you naturally kick with your right foot, learn to kick with your left also; this is quite easy, if you 
always try to do so whenever the ball comes to your left foot.  
 
Next, you must learn to shoot. Never shoot (i.e., aim at goal) with the toe end even from a place 
kick! Remember that unless you take the free kicks for your team you never have the chance of 
placing the ball just as you like it, and then taking a run for your shot!  
 
So don’t waste time doing that when you are ‘shooting in,” but always practise shooting while 
you are running, and always with the ball on the move. A good tip is to imagine the word “Low” 
ringing in your ears just as you are about to shoot, for it is harder for many children to keep the 
ball down below the crossbar than to send it between the uprights.  
 
Dribbling. — Whatever position you play you ought to learn how to “dribble”; if you are a 
forward you must learn to dribble well. Don’t kick the ball past your opponent and run! That is 
the “kick and rush” game; and even a fast sprinter is easily held if he can’t do anything else. The 
Great Rule is Try to keep the ball as close as possible to your toe while you are running; if an 
opponent comes in your way it is then quite easy to touch the ball slightly to one side and 
continue the run.  
 
Choosing your position. — If you have the opportunity of choosing your position in a team, 
these hints will help you to make the best choice; but always remember that an occasional 
game in a totally different position makes you a better all-round soccer player, and through it 
you may discover that you are really better in a new position. 
 
A Forward must be able (1) to dribble well; (2) to shoot hard and true; they are generally light in 
weight.  
 
A Half-back should be (1) a good tackler, good at “getting in the way” — of an opponent, of 
course; (2) a fairly good dribbler; (3) able to use their brains when on the field, so as to pass to 
their forwards properly; 4) long winded. If you think you are not specially suited for any of the 
other lines, try half-back. 
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A Fullback should be (1) a good and fearless tackler; (2) a strong kick. they are generally, but 
not always, a heavy child for their age. If you are not good at soccer, but are rather tall, try your 
hand as Goalkeeper; you are bound to improve with practice, and may be able to use your 
hands better than use your feet. 
 
Combination. — You are not much use in a team if you cannot pass properly. Whatever your 
position, remember that you are not the only player on your side, but are, so to speak, part of a 
machine, and when the ball leaves you, see that it goes to one of your own side; a selfish player 
is always a hindrance to their own team and an advantage to their opponents. If you are a good 
dribbler you will be a useful forward, unless you always try to get the ball past a defender by 
dribbling and never passing to an “unmarked” player on your side; for if your opponent knows 
that you always dribble and never pass they will go straight in and tackle you, but if they know 
that you are just as likely to pass as to dribble, it makes them hesitate, and you are very much 
more likely to beat them.  

SPORTSMANSHIP 
Captain. — Always do cheerfully and immediately whatever your captain tells you to do. Never 
“grouse” at them or about them; and if they blow you up for not playing as they expect you to, 
remember that it is part of their duty to do so, just as much as it is for them to say “Bad luck!” or 
“Jolly good shot!” if you are playing well. The captain who never says a word to you when you 
continually make a mess of good and easy things may be an awfully nice chap, but they are a 
poor captain. 
 
Temper.— A sportsman always keeps their temper under the most exciting and provoking 
circumstances. Games are good for you, not only physically but morally, for if you play them in a 
clean sportsmanlike manner they develop self-control. However great the odds against you, 
never give up until the game is ended, as there is a chance of pulling it out of the fire until the 
last minute has gone. In all games — not only in soccer— you must learn not to be upset or bad 
tempered if you lose. Try your best throughout the game, but never say or even allow yourself to 
think “The other side won, but we were the better team!” This does sometimes happen, as there 
is a certain amount of luck in all games, but a good sportsman takes losses without grousing or 
worrying, and, when beaten, is always ready to give the victor the credit due to them. 
 
If you are the captain see that your team gives the opponents a hearty cheer at the end of the 
match, and if you are not captain and your team does not do this, just suggest it to them; 
perhaps they have not thought of it.  
 
Referee (or Umpire). — Never criticise the referee’s decisions. Every referee makes mistakes; 
in fact, every human being does; why, even a Cub makes mistakes sometimes! So if you feel a 
grudge against a referee, try to referee one or two games yourself, and you will soon 
sympathise with them in his task. 
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FIELD HOCKEY 

 
Here, again, the words on Sportsmanship are the same as those given under “Soccer.” The 
general idea of the play is very similar to soccer, using the stick much as a kicking a ball. For 
this reason most good soccer players with a little practice soon become at least useful hockey 
players. As at soccer kicking a ball about is bound to improve your play, so at hockey your stick 
work will improve if you practise running with the ball close to your stick. Don’t knock the ball 
ahead and run after it when you are dribbling! That is the same as “kick and rush” in soccer. It 
will improve your dribbling if you practise tapping the ball across your body to your left side and 
returning it to your right with the stick reversed, repeating the process several times. This 
develops your control of the ball.  
 
Practice “facing off” smartly; there is an art in it, and a good player can win a “face-off” almost 
every time they meet an ordinary “face-offer.”  
 
 
 
 
 

Go Hunting! 

● Politely ask an adult to help you search these websites 

○ Do an internet search for “team player” 

● Library 

○ Search for your sport at the library. 

○ Fair play. By Sue Barraclough. Chicago, Ill. : Heinemann Library, 2010. 

Section 175. NOPL - Algiers, Norman Mayer, Rosa Keller. 
 Read 'Fair Play' to learn about how people should behave when they play 
sports and games. Find out why people need rules, why cheating is wrong, and 
how to cope when you lose. Grade Level: 1 - 3 

○ Sportsmanship. By Lucia Raatma. Ann Arbor, Mich. : Cherry Lake Pub., 2009. 

Section 175. NOPL - Algiers, East, Norman Mayer 
These simple books define the title word; provide examples of the trait; 

and tell how to practice it at home, in school, and in the community.  K-Gr 2 
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Cyclist 
 

1. Be able to understand and explain the Highway Safety Rules. 
2. Be able to properly size a bicycle and helmet for yourself or others. 
3. Be able to mount and dismount the bicycle properly. 
4. Be able to clean and oil a bicycle and pump the tires properly. Understand the need for 

keeping the bicycle in road-worthy condition. 
5. Under observation, go for a short ride on a specified course, showing knowledge of the 

proper use of signals and rules for bicycling. 
 

SAFETY RULES AND THE RIDE 

The Highway Safety Rules. -- They are covered in your First Star Tests. You will need to make 
sure you have not forgotten any! 
 
Mounting. — To mount a bicycle properly stand astride the frame, both feet on the ground. 
Most people get to this position by swinging a leg over the saddle. If you have a "step through" 
bike or other bike with a low frame, you may be able to lift your foot over the frame. It sometimes 
helps to lean the bike to the side before straddling it. Do not try to sit on the saddle while the 
bike is stopped. To get off repeat these steps in reverse. 
 
Signals. —   Put both hands back on your handlebars when you are done signaling. 

 
Left Turn Right Turn Stopping 
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The Ride. — The best way to demonstrate that you can ride your bike well is to participate in a 
bicycle rodeo! Ask the Old Wolves if they can organize one for the Pack. Local service clubs or 
police departments may also have an annual bicycle rodeo. 

HELMET AND BICYCLE SIZE 
The helmet should fit snugly and not be wobbly. It should sit flat on your head with the front 
being about two finger widths above your eyebrows. The buckle should be centered under your 
throat and tightened so that you can put your finger between it and your throat. The side straps 
should make a "V" shape around your ears. 
 
The bicycle must be the correct size of you will not be able to control it. There are a few ways to 
size your bicycle. When you first get one it may have suggested ages for the size of the wheel. 
If not, straddle the horizontal bar (the bar that runs near the seat to the handle bar). Your body 
should be 1 to 2 inches above it with your feet flat on the ground. To adjust your seat or saddle 
you should be standing comfortably (not about to fall over) on your tiptoes while seated.  
 

MAINTENANCE 
Looking after a bike is rather like tending a small garden. Do nothing and the rust/weeds take 
over. Spend a little time on it at regular intervals and your bicycle will blossom.  It is important to 
keep your bike in good condition as a broken part costs money to fix. You also do not want a 
broken part to cause you to crash! 
 
You will have to have an Old Wolf show you 
how to use a bicycle pump. They can show 
you where on the tire that it says how much 
air to pump as well. A flat tire does not roll 
fast and will slow you down. Being over or 
under inflated can cause it to pop.  
 
The League of American Bicyclists on their 
“Smart Cycling Tips” has a great guide called 
“ABC QUICK CHECK” on how to inspect 
your bicycle.  

● A is for Air 
● B is for Brakes 
● C is for cranks and chain 
● Quick is for quick releases 
● Check is for check it over  

Parts of a Bicycle 
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Go Hunting! 

● Politely ask an adult to help you search these websites 
○ “Bike Safety”. By Kids Health, The Nemours Foundation. 

 Discusses helmet fit, safety, road rules, and hand signals. 
○ “Kids and Bicycle Safety”. By National Highway Traffic Safety Administration 

(NHTSA). DOT HS 810 601, April 2006.  Discusses bicycle fit, safety, and rules 
of the road. 

○ “State Bike Laws”. League of American Bicyclists. Search for your state laws. 
○ “Smart Cycling Tips” League of American Bicyclists.  
○ “Bike Riding Safety” on YouTube posted by the USDOT NHTSA 
○ “Rules of the Road” on YouTube posted by the USDOT NHTSA 
○ “Fitting a Helmet” on YouTube posted by the USDOT NHTSA 

● Library 

○ Go fly a bike! By Bill Haduch. New York : Dutton Children's Books, 2004. 
Section 629.2. NOPL - East 
 Provides an introduction to bikes and how they work, bike safety, bike 
events, different types of bikes, and the many advantages of bike riding. 

○ Simple bike maintenance: time for a tune-up! By Lisa J. Amstutz. North 
Mankato, Minnesota : Capstone Press, 2014. 
Section 629.2.  NOPL - Algiers, East, Milton Latter, Robert Smith, Rosa Keller 
 Overview of basic bicycle maintenance. 

○ Cyclist bikelist : the book for every rider. By Laura Robinson. Toronto ; 
Plattsburgh, N.Y. : Tundra Books, 2010. 
Section 796.6. NOPL - East, Norman Mayer 
 Discusses the history of bicycles, their parts, different types, and choosing 
the right one; bicycling safety and clothing; bicycle maintenance. 

○ Bicycle basics : let it roll! By Lisa J. Amstutz. North Mankato, Minnesota : 
Capstone Press, a Capstone imprint, 2014. 
Section 796.6.  NOPL - Algiers, East, Milton Latter, Robert Smith 
 Full-color photos and simple text provide an overview of bicycling 

○ Bike safety : a crash course. By Lisa J. Amstutz. North Mankato, Minnesota : 
Capstone Press, a Capstone imprint, 2014. 
Section 796.6.  NOPL - Algiers, East, Milton Latter, Robert Smith, Rosa Keller 
 Full-color photos and simple text introduce the basics of bicycle safety 
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Outdoor Living 
 

 

Camper 
 

1. Camp as a Timberwolf for six nights (not consecutive). 
2. Be able to pack your personal equipment for a camping trip. 
3. Be able to pack and unpack a small tent (1- or 2-person capacity) and set it up properly. 

Keep your tent clean and waterproof. 
4. Be able to dress for the outdoors in all seasons. 
5. On a campout, boil water and cook for members of your Pack, Six, or family. Cleanup 

after the meal including washing cookware. 
6. Show proper campfire safety. 
7. Understand the principles of ‘Leave No Trace’ 

 

HOW TO PACK YOUR KIT 
It is a jolly good idea to have one real practice of this at home before the actual packing day 
arrives — you may find that you need a bigger kit bag, and it’s as well to know that in time to 
buy or borrow one.  
 
Write out a list of the things you think you will want, even if you have a list from your Cubmaster 
to guide you, then turn your bed into a shop and put all the things out on the counter. You will 
have something like this list of things on it. 
  

● Sleeping bag or Two blankets — woolly ones are better than smooth ones.  
● Pyjamas or a warm shirt to sleep in.  
● A pair of gym shoes for games.  
● An old pair of shorts and a shirt to wear and tear in camp games and work.  
● A spare undershirt, and spare socks.  
● A spare pair of boots or shoes.  
● Some handkerchiefs.  
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● An overcoat or raincoat.  
● A coat or sweater to put over your jersey in the evening besides your raincoat or 

overcoat.  
● A towel, soap, a washcloth, a toothbrush and some toothpaste.  
● A hairbrush and comb.  
● A swimming suit.  
● A little book to put down how much you spend, and some paper and envelopes 

so that you can let them know at home how you are getting on.  
● It’s as well to remember that you get most frightfully hungry at camp, so take a 

plate (or two) and a mug, a knife, a fork, and a spoon; plastic plates and mugs 
are the best because they don’t break if a silly kid sits on them.  

● If the Pack does not possess groundsheets and you are camping in tents you will 
have to get hold of one — and be sure that it is a good one.  

● Persuade your Sixer to be decent and bring a mirror so that you can part your 
hair without it looking like forked lightning.  

 
By this time the bed looks fairly full and you wonder how ever you are going to get all the things 
into a kit bag. Some children put their raincoat in their kit bag first and then get mad because it 
rains and they have to empty everything out to get it. Start with your gym shoes and swimming 
suit, then the change of clothes, pyjamas, and blankets — with anything that might get broken in 
the middle. It is best to have a little waterproof bag for your soap — don’t pack the soap in your 
mug, it makes the tea taste funny! Right on the top have your ground sheet and (if you have 
room) your raincoat, and just underneath your towel and washing things.  
 
Don’t forget to write your name on your things, so that you can see which are yours and which 
aren’t. 

PACK AND UNPACK YOUR TENT 
There are many types of tents. The one you 
will use depends on where you are camping, 
how much you have to carry, the weather, and 
how many will camp. The two most popular 
small tents are “A” frame tents and dome 
tents.  
 
You will need an Old Wolf to show you how to 
pack and unpack your tent as each is slightly 
different.  
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“A” frame tents are good for being very light and not having many poles. 
They require many stakes and ropes (also called guylines) to keep it 
upright though. If you are camping on rocks or 
sand then it is hard to get the stakes in the 
ground. 

 
Dome tents do not require so many stakes making them very useful for 
hard or very soft ground. To keep them up though requires many poles. 
  
 
Clean Tent. -- To keep your tent clean, the most important thing is to take off your shoes when 
inside. Keep your tent door closed to keep out leaves and bugs. You also need to keep all your 
gear in your bag so you can find it easily.  Animals have an excellent sense of smell to even the 
smallest food crumb.  Eating or even keeping food in your tent will attract bugs and perhaps big 
creatures. Best to store your food in a “bear bag” outside.  
 
Waterproof and dry. -- Sleeping in a wet sleeping bag is not the best. Not only does keeping 
the door closed keep dirt out, but it also will keep water out too if it rains. Most tents come with a 
“rain fly” to cover it. Make sure the guylines and stakes keep it stretched so that no rain drips on 
your walls. Ensure your tent is set up properly with poles and stakes so it does not turn into a 
kite in a windy rain storm!  

DRESSING FOR THE OUTDOORS 
The most important thing when dressing is to be prepared. While camping you cannot go back 
to your closet at your home and get more clothing. You need to have spare clothing with you. If 
you will be playing then an extra pair of shoes, socks, pants, and shirt will be useful. You never 
know when it will rain so a raincoat or at least a plastic bag that can be turned into a poncho will 
be needed.  
 
Always wear a hat and sunscreen. The hat can keep the sun off you in the summer and keep 
the warm in your head during the winter. Having a sunburn can make a fun trip turn painful so 
wear sunscreen. Also, you do not want the sun to give you skin cancer later when you become 
a Rover either. 
 
The winter time requires extra preparation. First, as you play you will warm up, and if you sit for 
a meal you will cool off. Therefore, winter clothing is best done in LAYERS. Base layer 
underclothes, covered by a warm mid-layer shirt, covered by a windbreaker which all will be 
removed or added during the day to make you feel comfortable. In cold weather you will need to 
have extra mid-layers or a heavy jacket. Also for cold weather, try to wear wool or synthetic (like 
polyester) clothing as cotton may hold onto water in the air making you colder. Do not forget the 
gloves and neck warmers too. 
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CAMPFIRE SAFETY 
Campfires are very neat to be around, but you can burn yourself horribly bad. They also can 
destroy entire forests too. Go back and learn about Leave No Trace in the Conservation badge 
section to learn more about preventing wildfires. Here are some safety tips: 

● Fire is a tool and not a toy so do not poke it, put things in it, or take things out unless an 
adult says it is ok.  

● Sit in a circle around the fire and never walk inside that circle,  
● No standing within 4 feet (or your height) of the fire, and  
● Never run near the fire area. 

 
 

 
 
 

LEAVE NO TRACE  
These are Seven Principles on how to enjoy nature and preserve it at the same time.  Please 
have an adult help you go to the Leave No Trace website at LNT.org to learn more. 

● Plan Ahead and Prepare 
● Travel and Camp on Durable Surfaces 
● Dispose of Waste Properly 
● Leave What You Find 
● Minimize Campfire Impacts  
● Respect Wildlife 
● Be Considerate of Other Visitors 

  

 85 
 



 
 

                     THE TIMBERWOLF CUB’S HANDBOOK                     .   

Go Hunting! 

● Politely ask an adult to help you search these websites 
○ National Wildlife Federation, Great American Campout, Camping Resources. 
○ Do an internet search for “camping” 

● Library 

○ Be a survivor. By Chris Oxlade. Minneapolis : Hungry Tomato, [2016] 
Section 613.  NOPL-Algiers, East 

Learn survival skills like, building a shelter from sticks, lighting a fire 
without matches, and sending signals to call for help.  

○ Cooking on a stick : campfire recipes for kids. By Linda White. Salt Lake City 
: Gibbs Smith, 1996. 
Section 641. NOPL - Children's, Main, Milton Latter 
 Everything related to campfire cookery is covered here: packing 
equipment and supplies, building a fire, cooking without pots and pans, and 
making quick snacks for the trail. 

○ How to camp like a pro. By Jeff Burlingame. Berkeley Heights, NJ : Enslow 
Publishers, Inc., 2015. 
Section 796.  NOPL - Algiers, East, Milton Latter 
 In this 'How-to' guide, learn the basic skills and necessities of camping 
including how to set up camp, supplies to bring, and how to be safe. 

○ Camping. By Cindy Jenson-Elliott. Mankato, Minn. : Capstone Press, 2012.  
Section 796.  NOPL - East, Rosa Keller 
 Get the inside information on tents, campsites, fire building, and the 
safety skills you’ll need to enjoy a night in the great outdoors. 

○ Camp out! : the ultimate kids' guide, from the backyard to the backwoods. 
By Lynn Brunelle. New York : Workman Pub., 2007. 
Section 796.  NOPL-MLK 

Whether you're planning an overnight in the backyard or a weekend in the 
wilderness, this book is packed with stuff to know including outdoor recipes.  

○ Camping : have fun, be smart. By Jacqueline Ching. New York : Rosen Pub. 
Group, 2000. 
Section 796.  NOPL - Milton Latter 
 Describes the benefits of camping, as well as how to plan a trip, what 
gear to take, how to provide for safety, and how to protect the environment. 
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Hiker 
 

1. As a Timberwolf, take part in at least six day hikes. 
2. Be able to explain the difference between an external and internal frame backpack and 

show how to properly pack a backpack for hiking. 
3. Explain what to do if you become lost on a hike in the wilderness. 
4. Know, and make a list of, the equipment you would need for both a day hike and a night 

hike (after dark). 
  

 
HINTS TO CUBS 

Packs. -- Internal and external frame packs are used by Pathfinders and Rovers for carrying 
heavy loads on long overnight backpacking trips. If you carry a pack that is too big or heavy you 
will get tired and hurt yourself. It is better for a Timberwolf Cub to carry a smaller backpack, 
perhaps an old large school bag. The pack must have a reliable zipper to keep rain out and your 
belongings in. To make your pack even more waterproof, you can put all your clothes and 
anything else that needs to be dry in a heavy plastic trash bag inside your pack. It is useful to 
have many pockets on the outside of the pack to put items such as snack mix, water bottle, or a 
raincoat within easy reach.  

INTERNAL AND EXTERNAL FRAMES 
An external frame pack has its bag and sometimes gear like a sleeping bag strapped to the 
frame from the outside. You can see the frame. The frame has a really good “hip belt” that 
allows your hips and legs to carry most of the weight so your shoulders do not get tired. The 
frame also keeps the bag off your back so you do not get too hot. It is a great pack if you are on 
a flat trail, in hot weather, and carrying a lot of heavy gear. The problem is that it is top heavy 
and may cause you to fall over on a bumpy trail.  
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External Frame Packs. The frame on the left does not have any gear strapped to it yet. See the 
sleeping roll and tent attached in the middle photo? Both external frame packs on the right have 

multiple extra pockets for storing more gear, but notice how big they look. 
 
 
An internal frame pack has its frame inside the bag. The frame curves more to lie comfortably 
on both your back and hips. It is skinnier than an external frame pack and it may not have as 
much room to carry stuff. Internal frame packs usually have fewer pockets too. However, it is 
much safer to carry since you will have better balance with it on your back especially on rocky or 
difficult trails. 

  
Internal Frame Packs. You cannot see the frame because it is inside the pack in the left photo. 

Notice how skinny the pack is and how few pockets it has.  
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LOST 
The best way to avoid getting lost is stay on the trail and with the group that has an adult. If you 
do become lost the best thing you can do is stay put. If you start wandering around it makes it 
harder for others to find you. Find a cozy waiting place, and not a hiding place. If you see a 
clearing nearby it is good to wait there as you will be easily seen and found. Use a whistle to 
make yourself heard. If you scream your throat will get sore and tired. Hopefully you are also 
prepared with a nice jacket, snacks, and filled water bottle to keep you comfortable while you 
wait. 

EQUIPMENT 
The equipment you will use the most is your shoes and socks of course. If they do not fit 
correctly, then you could have blisters or even stumble and sprain your ankle. To provide good 
ankle support on rough trails wear ankle high boots. Open toed shoes and sandals do little to 
protect your feet from injury. Socks help protect your feet from blisters. To work they should 
never have holes and should be dry. Wool or synthetic (polyester) socks stay the driest.  
 
Your Akela or the Old Wolves should give you a list to pack for your hike so that you will be 
prepared. Backpackers for generations use what is called the “10 Essentials” whenever they go 
on a hike. You want to bring essential stuff, but not so much that your pack is heavy. Some 
items only the Pathfinders and Rovers should carry, but they are worth learning. The below is 
only a starting list of items. 
 

1. Navigation.  
a. Know your Contact Information such as Guardian or Parents’ names, address, 

and phone numbers to give to an officer or ranger if you get lost.  
b. Whistle to call for help.  

2. Sun Protection 
a. Cub Hat 
b. Sunscreen 

3. Food -- Snacks 
4. Water -- Filled Bottle 
5. First-Aid -- First Aid Kit with bandaids, soap, and bug repellent 
6. Tools -- Timberwolf Manual 
7. Clothing 

a. Rain gear and warm jacket 
b. Spare socks 

8. Light -- small flashlight if it gets dark 
9. Shelter -- Pathfinders and Rovers  
10. Fire -- Pathfinders and Rovers  
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ Do an internet search for “hiking” 

○ The Ten Essentials for Hiking and Camping. REI Expert Advice > Outdoor Basics 

● Library 

○ How to hike like a pro. By Ashley P. Watson Norris. Berkeley Heights, NJ : 

Speeding Star, 2015. 
Section 796.5.  NOPL - Milton Latter, Norman Mayer 

In this 'How-to' guide, learn the basic skills of hiking including how to pick 
a route, how to pack and dress appropriately, and what might be encountered 
while on a hike. 

○ 50 hikes in Louisiana : walks, hikes, and backpacks in the Bayou State. By 

Janina Baxley. Woodstock, Vt. : Backcountry Guides, 2003. 
Section 796.5. NOPL - Main, Alvar 

More for your family to plan a trip. 

○ Hiking the Gulf Coast : a guide to the area's greatest hiking adventures. By 

Joe Cuhaj. Guilford, Connecticut : Falcon Guides, 2016. 
Section 796.5. NOPL - Mid-City 

More for your family to plan a trip. 
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Angler 
 

1. Know which game fish can be caught in your local streams, rivers, and lakes and any 
other wildlife fishery rules that may apply.  

2. Know what kinds of bait attract local fish. 
3. Demonstrate the correct method of landing a fish. 
4. Know the difference between flies and lures. 
5. Be able to identify three different types of fish. 
6. Tie on your own fish-hooks, lures, or flies. 

 
 

HINTS TO CUBS 
Fishing is a great activity that can be done at any age. It’s not hard to learn how to fish, it just 
takes a little time and practice. A person who fishes is also called an “angler”. For many anglers, 
selecting, organizing and using fishing equipment is almost as fun and interesting as actually 
catching fish. The many types of bait and lures, the different fishing rigs and kinds of tackle, the 
various fishing rods and reels – it's a huge part of what makes fishing such a great pastime and 
hobby. Some anglers like to experiment with new fishing equipment. Others stick to their 
tried-and-true favorites. Whatever your approach, the 
equipment you use will play a big part in your success. 
 
There are many different kinds of fish that live in different 
places. You will have to do some reading or talk to an Old 
Wolf to learn which fish you can catch near your home and 
what bait attracts them. Ask also which fish may be 
endangered and why. You can pick up a copy of the fishing 
regulations or download them from the internet to learn about 
any fishing rules for your area.   
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LANDING A FISH 
To “land a fish” means to get the fish out of the water and onto the shore or boat. Small fish the 
size of your hand can just be pulled ashore by grabbing them with your hand. Cradle the small 
fish by the belly and gills to take out the hook. The best way to land a bigger fish, or one that 
has teeth or spikes, is to use a fish landing net. Reel in the fish close to your feet, put your net in 
the water, use your rod tip pull the fish toward the net, and quickly lift up the net. If you do not 
use a net, then the final yank out of the water could injure the fish (it has a hook in its mouth), 
snap your line which will allow the fish to escape, or injure your hand with the fish’s spines or 
teeth. 
 

 Fish landing net 
 
 

FLIES AND LURES 
Lures. -- If you are not using bait, which is real fish food like bread balls, worms, and minnow 
fish, then you are using a lure. Lures are fake fish food with a hook. They look like food, may 
move in the water like food, or even smell like real food but they are all fake. They have different 
names to describe what they do or how they look such as jig heads, spinners, spoons, plastic 
bait, plugs, or flies. Go to a sport store and look at the rack of lures they have to sell and read 
the labels to learn their names and what fish they can catch. If you want to make your own, then 
pieces of carved painted wood and even small spoons make useful materials. 
 

Lures 
 
 
 
 
 
 
 
 

 
 
 
Flies. -- Flies are a type of lure but they look very different from the others. 
They usually look like fake flies or other bugs that fish like to eat. They are 
small like flies and very difficult to make. They are often made of feathers 
and string tied to the hook.  
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TYING ON A FISH HOOK 
There are many ways to tie on a fish hook. The trick is to choose a knot that will not slip due to 
the fishing line and hook both being so small and smooth.  
 

 
 

Tying Tip: Tie a “swivel clip” to your line with your knot so 
you can quickly change out lures with the clip. 

 
 
 
Clinch Knot. -- The most popular knot to use is a clinch knot. It takes a few steps so you need 
an Old Wolf to show you. 
 
 
Overhand Loop. -- Make a bend in the end of 
your fishing line and thread it through the eye 
of your hook. Make an overhand knot so that 
the hook is in the center of that knot. You 
should now have a loop at the end of your 
bend. Pull that loop over the hook and 
overhand knot. Pull tight. 

 
 
 
 
 
Sheet Bend. -- You already know 
this knot from your Star tests. Since 
the fishing line is smooth you will 
have to add a stopper knot at the 
end to keep it from pulling apart. An 
overhand knot or a figure eight knot 
both work well as stopper knots. 
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Go Hunting! 

● Politely ask an adult to help you search these websites 

○ A YouTube video may help you tie fishing knots such as the clinch knot or 

palomar knot 

○ “Intro to Fishing”.  The International Game and Fish Association. 
Learn-to-fish.igfa.org . Multiple online activities and videos for youth to learn how 
to fish responsibly with a certificate if they complete them all. 

○ “Get a Fishing License”. Take Me Fishing.  
Most states require a license before you go fishing. This website provides links to 
get one in your state. Should also have a link to fishing rules. 

○ “Total Noob Beginners Fishing Guide”. Fishingnoob.com . Good general website 
for beginners.  

● Library 

○ Kids' guide to fishing : the young angler's guide to catching more and 
bigger fish. By Dave Maas. Lake Forest, CA : Walter Foster Jr., Quarto Group, 
2017. 
Section 799.  NOPL-East, Robert Smith, Rosa Keller. 
 By reading [this book], you'll learn great tips for catching all sorts of fish. 
This book is also filled with little-known fish facts. 

○ Kids Gone Fishin' (The Freshwater Angler). By Dave Maas. Creative 
Publishing International, 2001. 

The beginning of this book shows you where different fish types (called 
species) live. As you page through this chapter, check out the small colored 
maps to see which species live in your state. And look closely at the drawings of 
the fish so you can tell what you have landed. 

○ Fishing: A Guide to Fresh and Salt-Water Fishing. By George S. Fichter. 
Golden Guides from St. Martin’s Press, 2001.  

A basic guide for the novice and a handy reference for the experienced 
angler, it's packed with useful information and helpful tips on when, where, and 
how to fish most successfully. 
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Map Reader 
 

1. Be able to describe the difference between road maps and topographic maps and know 
when to use each. 

2. Understand the main symbols and signs used on a topographic map. 
3. On a map of your area, pinpoint your home, school, and three other locations.  Explain 

how local features are shown. 
4. Complete one of the following: 

a. Make a scale model of a hill, showing contour lines at regular intervals. or 
b. Create a contour map of terrain you can observe. 

5. Be able to use a map and compass. Be able to “orient” or align a map using a compass. 
6. Show that you can use four-figure grid references on a map. 
7. Be able to describe what you would see in real life after reviewing a topographical map. 

The Examiner should select at least a five-mile stretch of road with distinctive features. 
Make a simple sketch of the area of the map selected. 

 

DIFFERENT MAPS 
There are many types of maps depending on what you need to know.  Topographical maps 
show the natural surface of the earth such as rivers, forests, and hills. They also have “contour” 
lines to show how the surface goes up and down.  A Road map is a specific type of map that 
only shows roads.  
 
If you are in a car then you should keep it on the road while traveling.  Therefore the only 
information you need to know are the road signs to know where you are. So Road Maps are 
great for cars.  
 
When you are in the wild there are usually few written signs to tell you your location.  Therefore 
you must use the location of nature’s signs such as streams, hills, and lakes to guide you.  That 
is why Topographical maps are best for camping.  
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MAP SYMBOLS 
Topographical maps show things that are the earth such as hills, roads, buildings, water, and 
plants on a flat sheet of paper. There are many map symbols to represent those things. Most 
maps will have a special box called a “legend” or “key” that will tell you what the map symbols 
represent. In general the color shades and symbols are pretty good pictures of what they mean.  
 
Plants. -- Plant areas like a forest will be shaded green. You may see these too near camp:  

Picnic tables Campgrounds Trails  
 
Water. -- Water areas will be blue lines or shades.  

Lake  River Stream  
 
City. -- City areas will be gray or red shades.  

Houses will be black squares. If one has a flag on top then it is a school.  
Roads will be black or red lines. The bigger the road the bigger the line.  
Railroad tracks will be black lines with marks through them.  

CONTOUR LINES 
To show a tall hill, mountain, or cliff on a flat sheet a paper, the map will use brown contour 
lines. Each line will mean a specific height usually above the surface of the ocean. Look for a 
small number on the contour line to tell you what height it is (B). Picture (C) shows what a hill 
might look like from the side. If you place every contour level on top of each other, then you get 
image (A) which is pretty near to what the real hill looks like. 
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ORIENTING A MAP 
Compass. -- The map shows you what is in the real world. To find those things the map must 
be “oriented” so you know where to look in real life to find what you want. To orient a map find a 
grid line or compass rose that points to north. Put your compass near that north line and turn it 
till the compass north and the map north are in the same direction. Now it is oriented. What is 
north on the map is now north in real life.  
 
Landmarks. -- You do not need a compass to orient a map. If you can see two good landmarks 
around you, let us say the camp you are in and a lake in front of you, then you can turn the map 
till the camp and lake are in the same position too. 
  
Declination. -- Did you know that compasses do not point to the North Pole, but to a different 
magnetic north spot nearby? You should be aware of this difference called “declination” 
between magnetic north and true north. You can learn how to calculate declination, but it is ok 
to save that for when you are a Pathfinder. For now politely ask an Old Wolf to help adjust your 
compass for this declination. 

FOUR FIGURE GRID REFERENCES 
In order to help locate things, maps have grids or intersecting lines to make squares. These 
lines may be named by letters, numbers, or both.  The more numbers or letters the more exact a 
position can be found on a map.  On a topographical map each of these lines is called by a 
number. The number may be different for each map. Some maps use latitude and longitude, but 
that may wait till you are a Pathfinder to learn. 
 
2 Figure Grid Reference. -- If you have ever played the board game Battleship and said 
something like “E 8” then you have used a 2 Figure Grid Reference.  “E” and “8” are two 
identifiers that help you locate a spot within the map.  You will notice that good tourist maps or 
city maps use similar grids as well.  However, you will notice that using 2 Figure Grids will only 
help you to find “the general area” of a location.  

 97 
 



 
 

                     THE TIMBERWOLF CUB’S HANDBOOK                     .   

4 Figure Grid References. -- Start with finding the 4 figure grid reference first. Always look to 
the right and then look up. In the first map below, the star is in the grid square bordered by grid 
lines 49 and 13. The 4 figure grid reference or location for the star is “4913”. 

 
6 Figure Grid References. -- This is more or a Pathfinder or Rover topic, but you may want to 
learn this too.  Each large square could represent a kilometer or about half a mile depending on 
the map’s scale so the 4 figure reference is not very precise. To be more precise we must use 
more grid lines. Make ten imaginary grid lines in the star’s square starting with the number zero. 
Count right and then up. The star is 8 across and 7 up. Write each of those numbers after the 
49 and 13 to make the 6 figure grid reference “498137”.  
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SKETCH A MAP 
 
Knowing how to sketch a map is important. 
Not only is it a good back-up to your original 
map, it also helps you learn where you are 
going.  Whenever you sketch something it 
requires that you study it closely.  Sketching a 
map means you learn where landmarks, 
interesting places, and dangerous places are 
beforehand.  It is also easier sometimes to 
have a simple, small map to glance at as 
opposed to a big complicated map or using a 
smartphone. 
 
You want your sketch to be simple.  Do not 
copy everything.  When sketching you can 
use just a pen or pencil, or you can use color 
markers to make some things more obvious. 
 
At the bottom is a sketch of a road connecting 
a large highway to a lake made from the 
topographical map above.  Your sketch does 
not have to be in color, but in this one the 
road is in yellow, trail in brown, and water in 
blue.  Important landmarks such as street 
names, creek locations, and a couple 
cemeteries are used as they will be passed 
on the way to the lake.  
 
For safety you may want to include distant, 
large landmarks even though you may not 
cross them. Richardson Creek (left side of 
map) is included as it makes a very obvious 
boundary.  If one gets lost and they head 
west then they will be stopped by this large 
creek. The highway “Hwy 98” to the north 
also is another safety boundary you could 
head towards in case you get lost. 
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Go Hunting! 

● Politely ask an adult to help you search these websites 
○ Map Locator. USGS. Find official topographic maps.  
○ “Compass - How to use one”. Compassdude.com. Covers many different map 

reading topics 
● Library 

○ The lost art of reading nature's signs : use outdoor clues to find your way, 
predict the weather, locate water, track animals--and other forgotten skills. 
Tristan Gooley. New York : The Experiment, 2014. 
Section 796.  NOPL - Algiers, Alvar  

More of a Pathfinder book. 
○ How to read maps. By Joe Fullman. London : Arcturus, 2015. 

Section 912. NOPL - Algiers, Alvar, Central City, Children;s, Cita Hubbell, MLK, 
Mid-City, Miton Latter, Nix, Norman Mayer, Robert Smith, Rosa Keller 
 Explains how maps work; discusses different types of maps, projection, 
compasses, scale, symbols, grids, latitude and longitude, altitude, and related 
topics; and suggests related activities. 

○ Maps and globes : fun, facts, and activities. By Caroline Arnold. New York : F. 
Watts, 1984. 
Section 912. NOPL-Milton Latter. 
 Explains the uses of maps and globes, with instructions for making a 
balloon globe, a model room, a giant compass rose, a contour map, a treasure 
map, and other projects. 

○ Up north and down south : using map directions. By Doreen Gonzales. 
Mankato, Minn. : Capstone Press, 2008. 
Section 912. NOPL-Cita Hubbell 

Left. Right. East. West. Which way should you go? With a map, a 
compass, and the skills to use them, you'll never get lost again! 

○ Sir Cumference and the Viking's map : a math adventure. By Cindy 
Neuschwander. Watertown, MA : Charlesbridge, 2012. 
Section 912. NOPL - Algiers 
 As bungling bandits pursue them, cousins Radius and Per use coordinate 
geometry in their quest for treasure as they decode the map of the Viking warrior 
Xaxon Yellowbearyd. 

○ Map math : learning about latitude and longitude using coordinate systems. 
By Orli Zuravicky. New York : PowerKids Press, 2005. 
Section 912.  NOPL - Alvar 
  What is a map?, Global direction, Latitude and longitude, Mapping global 
differences, and Our world. 
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https://store.usgs.gov/map-locator
http://www.compassdude.com/default.php
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Version 11/6/2020 
Please email comments to William Carter 

Editor’s Notes 
 
This handbook was created from the 1938 Wolf Cub Handbook, Part 2 Special Proficiencies. 
The editing objective was to keep it as original as possible and only edit it to be usable for 
modern youth.  
 

● The BPSA-US’s Outdoor section (Camper, Hiker, Angler, and Map Reader), and 
Signaler, Knotter, and Cyclist—are new badges and required new text. First Aider 
required many safety changes. 

● Instead of adding more text or examples, a reference section for each badge called “Go 
Hunting!” was added for Cubs to learn on their own. 

● Stock images from the internet and other traditional scouting manuals were used for 
more visual aids. 

● Pronouns and verbs were changed to be gender neutral. 
● Archaic or British vocabulary and culturally incorrect examples were changed. 
● Safety and conservation was mentioned when needed. 

 
------------------------------------------<->------------------------------------------ 

 
The “Go Hunting!” resources were included to reduce the amount of new text that had to be 
added and to provide up-to-date and varied information. This is a small sample of books and 
internet links that a Cub could read. Librarians usually know a good book when they see it. Use 
the online library catalog with your child to look for more books, then use an internet search 
engine to look for reviews of the book. If your town does not have a library, then use a large city 
library (like New Orleans Public Library) to get ideas for good books you could purchase. Share 
your findings with the rest of your Pack. 
 
New Orleans Public Library http://nolalibrary.org/ 
Library Thing is a website that allows you to browse for books by the Dewey Decimal System. 
The UCF Library has a list of commonly used Dewey subjects. 
The OCLC Dewey Decimal Classification system has a list of terms. 

------------------------------------------<->------------------------------------------ 
 

Many thanks to Joe Forbes, Mark Novick, and Stephanie Aspinwall for their proofreading. 
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http://www.thedump.scoutscan.com/wolfcubshandbook.pdf
http://www.thedump.scoutscan.com/scouts.html
http://www.thedump.scoutscan.com/scouts.html
http://nolalibrary.org/
https://www.librarything.com/mds/0
http://guides.ucf.edu/dewey/common
https://www.oclc.org/en/dewey/features/summaries.html
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Dear Parents and Guardians, 
 

Scouting, or Cubbing for this age section, is different than other after school programs in 
that it does not focus on one specific skill and it does not stop when the meeting is over. It is a 
lifelong journey with the aim to improve one’s character, fitness, handicraft skills, and service to 
others. As we do not spend every day outside at camp, this type of journey can only be done 
with the help of one’s personal family. 
 

The Timberwolf age group is an exciting transitional time when children really start to 
desire their own independent skills and knowledge about the world in which they live. This is a 
dynamic time for them as they learn that those new abilities are more difficult to learn than 
playing games. Having fun is easy to identify; being independent and wise is harder and can 
lead to frustration. Luckily the Timberwolf motto is “Do your Best.” In Cubbing, effort and attitude 
are more important than the number of badges earned.  

“Our standard for badge earning is not the attainment of a certain quality of work, but the 
amount of effort exercised by the individual.”  B-P’s Outlook, November 1921 

You can assist your child at home by reminding them that it is up to them to advance in 
their proficiencies or abilities that are in this Handbook. Be patient with them as they still need 
your help, and understand when they need to have fun and play some games. Still remind them, 
however, that they need to “Do their Best” and not give into themselves.  In addition, adults 
need to be “discriminating where to be generous and where to tighten up” (B-P, Aids to 
Scoutmastership).  

That being said the importance of each activity is its intention; it is not school work nor 
should all the tests be read literally.  Please talk to one of the Pack leaders if an alternative 
activity would be better to accomplish the goal.  
 

Finally, you too can play the game of Cubbing with your child. As their parent or 
guardian, you are also an “Old Wolf”. If you really enjoy the game, then consider becoming an 
adult Rover yourself to model these Cubbing aims too. As you now start on the Timberwolf Cub 
journey with your child, we wish you from one Old Wolf to another… 

 

Good Hunting, 
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Badge Guide 

 
◯ Tenderpad 

 
◯ 1st      ◯ 2nd  
Star         Star  

 
◯ Leaping Wolf  

Silver  

 
◯ Leaping Wolf  

Gold 

Special Proficiency Badges 

 
 ◯ Collector 

 
 ◯ Observer 

 
  ◯ Gardener 

 
 ◯ Signaler 

 
◯ Artist 

  
 ◯ Modeler 

 
 ◯ Home Craft  

 
◯ Knotter 

 
◯ First Aid 

 
◯ House Orderly 

 
◯ Guide 

 
◯ Conservationist 

 
◯ Athlete 

 
◯ Swimmer 

 
◯ Cyclist 

 
◯ Team Player 

 
◯ Camper  

 
◯ Hiker 

 
◯ Angler  

 
◯ Map Reader 
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Go Hunting ... at the Library! 
Non-fiction books in the library are organized by the Dewey Decimal System. Check the adult 

section, young adult “YA”,  and juvenile "J" sections to find what you need. 
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COLLECTOR 
552 Petrology (Rock collecting) 
737.4 Numismatics. Coin Collecting 
790.1 Recreational arts. Collecting 
 
OBSERVER 
508 Natural history 
580 Plants 
590 Animals 
 
GARDENING 
635 Garden crops 
 
SIGNALER 
302.2 Social interaction. 

Communication 
419 Sign languages 
623 Military and nautical 

engineering 
652.8 Written communication. 

Cryptography 
 
ARTIST 
709 Art History, biography 
731 Sculpture 
741 Drawing and drawings 
743 Drawing and drawings by 

subject 
780 Music 
790 Performing arts 
 
HOMECRAFT 
646.2 Clothing & living. Sewing 
745.5 Decorative arts. Hand Crafts 
746 Textile arts (knitting and 

crochet) 

MODELER 
629 Other engineering 
731.46 Sculpture. Wood Carving 
745.5 Decorative arts. Hand Crafts 
 
KNOTTER 
623.88 Military and nautical 

engineering. Marlinspike 
Seamanship 

746 Textile arts 
 
FIRST AID 
610 Medicine and health 
613 Personal health & safety 
616 Diseases 
 
GUIDE 
See Map Reader 
 
HOUSE ORDERLY 
640 Home and management 
641 Food and drink 
648 Housekeeping 
 
CONSERVATIONIST 
333.7 Economics of land and 

energy. Conservation 
360 Associations & Institutions 
363.7 Social problems and services. 

Environmental Problems 
591 Specific topics in natural history 

of animals 

ATHLETE 
613.7 Personal health & safety. 

Physical Fitness 
796.4 Athletic and outdoor sports 

and games. Track & Field 
 
SWIMMER 
797.2 Aquatic and air sports. 

Swimming 
 
TEAM PLAYER 
175 Ethics of recreation & leisure 
796.3 Athletic and outdoor sports 

and games. Team Sports 
 
CYCLIST 
629.2 Other branches of 

engineering; Repair 
796.6 Athletic and outdoor sports 

and games. Biking 
 
CAMPER 
613.69 Personal health & safety. 

Survivor Skills 
796.5 Athletic and outdoor sports 

and games. Camping/hiking 
 
HIKER 
613 Personal health & safety 
796.5 Athletic and outdoor sports 

and games. Camping/hiking 
 
ANGLER 
799.1 Fishing, hunting, shooting. 

Fishing 
 
MAP READER 
912 Maps of surface of earth 


