I, Boreas Rex, challenge you!
There is an ancient tradition among explorers that when they cross the Arctic Circle and enter the realm of Boreas Rex, the King of the North, they are induction into the highly revered ranks of the Bluenose. The Bluenose represents the commons condition many explorers suffer when parts of their body are exposed to the harsh elements of these high latitudes. Join us, if you dare, to pass the challenges set before you which determine if you are truly worthy of becoming a member of our society.

Klondike 2025 stations:

1:Jeopardy-The Frozen Edition: Scouts will be challenge on their trivia knowledge of all things scouting. Think categories such as - history, knots, basic advancement requirements. Point event

2: Frigid Fire Starting-Your patrol is exploring the Arctic but need to start a fire to warm up. But there is no wood in this zone. Scouts must burn baling twine set 18" off the ground using materials they brought with them. Use of only native materials for fire starting, No accelerants or manufactured products. No elevated fires and it must be lit from the bottom. Timed event

 3: Frozen Fish Sticks- Patrols are hungry from their trek across the tundra and stop to catch some Arctic Char for dinner. A 12' fishing pole must be lashed together using the shear lashing and spars provided. Fishing line with a machine nut  is attached and used to trip as many mouse traps as possible in the time allotted. Point event

4:Which Way Do I Go?- Near the North Pole in the snowy whiteout conditions you must be very cautious to find your way to the Pole. Scouts will be given bearings and a distance to traverse using their own pacing. Closest to the proper end point wins the event. Point event based on distance.

5:Polar Bear Shooting- As the Patrol treks along they suddenly realize they are being followed by a bear. Lucky for them they have their BB gun and must shoot the bear to prevent loss of patrol members. Point event

6:Tomahawk- While passing through Alaska the Patrol stops at Fairbanks to get supplies and have some fun in town before setting off for the North Pole. Members join in a spirited competition to see who has the best deadeye in tomahawk throwing. Point event

7:Polar Bear Bag- While the Patrol stops for the night they must protect their food and smellables from the nearby Polar Bears and Arctic Foxes. Using provided rope, carabineer and a diagram, they must use the Philmont bear bag method to hoist a bag of provisions high above the ground. Timed event

8:Frigid First Aid- The Patrol must render aid to a sled team member who is suffering the effects of the local climate and an unfortunate run in with a crevasse. Can you save them? Point event

9: Clean Cooking- Can you trust the water here, there or anywhere? Scouts must filter some muddy water (provided) from the Yukon River to prepare their evening meal. Patrols must get creative in using only natural materials and equipment they brought with them to filter two cups of water, start a fire and bring it to a boiling 212 degrees (pot provided). Use material such as sand, gravel, activated charcoal, plant fibers or other items you have researched. Bring your own filtering vessel. NO we won't make you drink the water. We want you to learn what you could do in a desperate situation. Fire starting has the same requirements as Station #2. Timed event

10: Continental Lumber and Tie Company- To get to the Arctic Circle there are many rivers and chasms to cross. To get across lumber has to be cut to make bridges. Patrols will be challenged to  cut logs to help the effort in tow member teams using a large cross-cut saw. Timed event 

11: Rail Spike Drive – While in Fairbanks where construction is underway on the White Pass and Yukon Railroad.  Test your patrol’s strength and accuracy to see if you can drive a rail spike into a wooden tie. Patrols will have 30 heavy nails which they drive them into a log-Timed event 

12: Arctic Fox Rescue- Patrols must lash together a four rung ladder with provided spars and rope. Then climb the ladder to rescue a lost and lonely fox kit stuck in a tree. Timed event

13: Tight Rope Shimmy- On the Patrol's way north they come to a steep ravine. The only way across is to shimmy across an existing rope left by earlier explorers. Scouts are suspended on the rope with their feet and hands on the rope and they inch across the divide.  Timed event. 

14: Geocaching- Gold rush pioneers from an years before hid their gold while they went to explore for new claims. But they never returned. They left  clues to their stash that your Patrol has found and you must navigate to find the treasure. But you must bring a small token treasure to leave in its place

15: Stretcher Relay- Your Patrol has come across an injured person, left for dead by his friends. You take pity on him and decide to carry him over the rough terrain to the next village for treatment. Two sand bags on an army stretcher are provided and you navigate an obstacle course using two different teams from your patrol. Timed event

16: Oops, We Only Have One Pair of Skis- Someone didn't lash all the skis in your Klondike Sled carefully and all but one pair are lost. Patrols must work together to complete the smooshboard course with all patrol members on the one pair of skis. Timed event

Tree ID -  As your patrol mushes through the wilderness, you keenly notice numbered trees along the way. You must identify correctly the trees. The more specific you are the more points you earn. (ex. Maple 1 point, Sugar Maple two points)
  
Patrol flag competition - must be new-we have photos of 2025 flags






