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January 9 – 11. 2026 

Friday:
6:00pm - 9:00pm       Check-in in @ Augustus
8:15pm - 9:00pm       Cracker Barrel @ Augustus 
8:30pm - 9:15pm       Sled inspection Outside Augustus 
9:30pm - 10:00pm     Leaders meeting @ Augustus (Klondike Headquarters)
11:00                         Lights Out

Saturday:
7:45am – 8:15am      Sled Inspection (Final sled inspection is 8:15 AM) outside Augustus
7:30am - 8:30am       Breakfast @ Augustus
8:00am                      Registration (if not pre-registered) @ Augustus
8:35am                      Flags at HQ (with announcements)
8:45am - 9:30am       Event 1 
9:30 - 9:45                 Move ALL MOVEMENT WILL BE IN NUMERICAL ORDER (if starting on 7 you will move to 1)
9:45am - 10:30am     Event 2
10:30am - 10:45am   Move
10:45am - 11:30am   Event 3
11:30am - 11:45am   Move
11:45am - 1:15pm     Midday Mess (Lunch) @ Ford Commissioner Cabin 
1:15pm - 1:30pm       Move
1:30pm - 2:15pm       Event 4
2:15pm - 2:30pm       Move
2:30pm - 3:15pm      Event 5
3:15pm - 3:30pm      Move
3:30pm - 4:15pm      Event 6
4:30pm                     Klondike Concludes
4:45pm                     ALL SCORECARDS MUST BE TUNED IN @ AUGUSTUS
5:30pm - 6:30pm      Dinner @ Augustus 
6:45pm - UTC           Auction
11:00pm                    Lights Out

Sunday:
7:30am - 9:30am     Check-Out
10:00am                  Camp Closed


POCKET EQUIPMENT:
Knife (if you have one, and TOTIN CHIP)
Toilet paper in a plastic bag.
Matches in a waterproof container.
One, or more, handkerchiefs.
Sunglasses (recommended to protect against sun-glare on snow).
Compass.

YOUR PACK:
Flash tight (Keep batteries warm and have spares plus spare
bulb).
Extra gloves, socks, handkerchiefs, foot gear.
Waterproof raincoat or poncho.
Complete set of extra clothes (underwear, pants, shirt, a
sweater, hat, etc). Towel, washcloth, toothbrush, toothpaste, soap.
Personal First Aid Kit, including lip balm and hand lotion in plastic container

PROHIBITED
Sheath knives, machetes, or similar tools ARE NOT to be carried around Camp or on the trail.

Registration: 
Register for “Frozen Frontier Klondike” 
Campsite rental is included in participant cost. Campsites will be assigned within 1 week prior to the event. Contact Jayson if you have campsite preferences. Cabin rentals are separate from participant registration. Early Bird rates are available through December 27th, 2025 @ 11:59 p.m. Registration closes January 06, 2026 @ 11:59 p.m. Day-of Registration Fee applies to late registrants who register by emailing Dan Goerndt after January 06, 2024. 
Cost:  We Feed You Breakfast and Dinner!
Youth: Early Bird: $38      	Regular: $48
Adult: 	Regular: $25
General Rules and Info for Event: 
Trash from campsites must be disposed of at the dumpsters in the McIntosh Parking Lot, near the BeauMart, behind the Augustus, or the McCahill Parking Lot. 
Medical Forms & Health Officer: As stated in the Guide to Safe Scouting, leaders should have the Annual Health and Medical Form for each unit member participating in the event. These are especially important to have if a Scout will be attending the event without a parent. The form can be downloaded from the Lake Erie Council website. The Health Lodge is located next to the Augustus Training Center; the health officer will be on staff 24 hours a day throughout the weekend.

Adult Participation: To comply with Youth Protection/Safeguarding Youth “Two Deep” guidelines, all members of your troop must have Youth Protection. Two adults over the age of 21 must be registered Scouting America leaders. All Leaders MUST be registered. 
Sign in/Check in: All units must check-in each person present for the event, no exceptions. Please have a fully typed roster when checking in. See the form on the Council Website.
Alcoholic Beverages and Drugs: Possession and/or use of alcoholic beverages or drugs are prohibited. You will be asked to leave the Klondike If found with either, and may be prosecuted. 
Parking, Driving & Trailers in Camp: Please take only 1 vehicle per unit to your campsite. Try to stay on the road to avoid getting stuck. 
DRINK PLENTY OF WATER 



EQUIPMENT EACH PATROL WILL NEED (Minimum -- add more if you wish)
A. At least one compass for every two boys in your Patrol.
B. 8 - six-foot lengths of 1/4 &quot; rope.
C. 2 - twelve-foot lengths of rope (sisal preferred) not over 1 &quot; thick.
D. 1 - 25-foot length of rope (sisal preferred) not over ½&quot; thick.
E. First Aid kit.
F. Hand ax, properly sheathed.
G. At least one Pocket knife.
H. At least one TOTIN CHIP card (must have this to use knife and ax).
I. At least one Fire-N-Chit card (must have this to start the fire).
J. Two tarps at least 6 ft. x 6 ft.
K. 3 poles, approx. 1 ½ inch in diameter and approx. 6 ft. long (or scout staves).
L. Rope and/or twine for lashing.
M. Firewood and tinder for Pioneering and Lunch cooking fires.
N. Food for lunch, including water.
O. Utensils for cooking and eating, including place setting for two Judges.
0. Toilet paper in a plastic bag, or however you keep it dry
P. Trash bags.
Q. Notebook and at least one pencil, in a plastic bag.
R. Roster of Patrol members.
S. Patrol scoreboard (given out at registration).
T. Patrol flag on sledge or other transport equipment. Patrol name must be
on flag and sledge (or other transport equipment).
U. Troop number on sledge (or other transport equipment).

NO leader or spectator will be allowed to help any Scout or Patrol while that Scout or Patrol is involved with Derby competition. (This rule may be waived by the Judge, for Scouts with disabilities only).
Axes, hatchets, and saws must be properly sheathed and remain on the sledge or in
a backpack except when they must be used in an event.
SLEDGE SPECIFICATIONS

1. Commercially manufactured sleds or toboggans may be used but the patrol will
lose 4 points.
2. The plans which follow are a guide only. You are not required to follow their exact
dimensions.
3. Sledges must be at least six (6) feet long and eighteen (18) inches wide.
4. Sledges must display troop number, patrol name, and patrol flag or totem.
5. Sledges must be built by scouts. (Adult supervision is allowed)
6. Each sledge must have a towing bridle.
7. If a sledge breaks down during the Derby, the patrol may continue by
backpacking all equipment, but will lose points at the last City check-out.
8. Sledges WILL BE USED regardless of the weather.

PROCEDURE FOR DERBY COMPETITION,
At registration each patrol will be given a numbered journal that they will use along the trail, and upon which their score will be recorded along the trail.   (as well as on the Judges master list). This scorecard will be marked at each stop, it will also tell you where you are to begin the Derby. Each patrol will rotate to the next station in numerical order ONLY during the time indicated for MOVE. See the map for frontier locations. 

ALL PATROLS will visit Midday Mess by 11:45 AM for lunch (Ford Commissioner Cabin). At 1:15 PM all patrols will resume their numerical order.

Please be at your first station at 8:45 AM sharp, ready to go. Checkout inspections will be at your last City. If you lose your scorecard, you will lose all points. In the event of a conflict between the score recorded on the patrol’s scorecard and on the Judges master list, the
Judges list will be considered accurate. 

SCOUTMASTERS: Since this is an all-day event, PLEASE be very attentive to the clothing your scours will be wearing. 8 hours on the trail may be very demanding, especially in footwear, gloves, and hats.

At 8:45 AM a horn will sound to indicate the start of the first event. It will sound again
at the beginning of each succeeding event. Move ONLY at the period of time indicated on the schedule.

By 4:45 PM all patrol scorecards MUST be turned into Klondike Headquarters at the Augustus.

Equipment check in will be at Augustus following the Leader meeting.  A second equipment check in will be Saturday morning at 8:00 AM.  A horn will sound to indicate the start of the first Event. Each Event will last thirty minutes and ONLY thirty minutes. Fifteen minutes will be allowed for moving between each station before the next Event begins.


MAXIMUM SCORE - 
Check In and Check Out 20 points
Events 140 points
Mystery Task 20 points
Bonus Klondike sentence 50 points
Total 230 points
 
January 14th, 1897 – Dawson Trail
The journey begins. Our sledge is packed, our dogs eager. The snow is deep and the air bites like a wolf. Today we crossed the frozen creek and found our first sign of others heading north. A note was carved into a tree: “Only the prepared survive.” It seems we are not the only ones chasing fortune through this frozen land.
Rumor has it, each mayor along the trail holds a piece of a hidden message — words passed from traveler to traveler since the first prospectors set out. As you make your way through the stations, gather the clues they offer and record them carefully in your journal. At the end of the day, if your patrol can piece together the message correctly, you’ll earn 50 bonus points toward your final score.








We’re excited to share that this year’s Klondike will feature a special guest appearance tied to the spirit of Jamboree-on-the-Air.  It is Kandersteg International Scout Center (KISC) Stay tuned for details as we bring a global Scouting connection to the frozen frontier.











KLONDIKE DERBY Stop #1
Orienteering
Mayor: Doug Gansler
January 15, 1897 — Silent Pines
Never trust the trail alone. Our compass and stars became our only friends. Ridges blurred in snow, but the bearing held true. Together we marched through endless white. Hope lies ahead where the map ends.

Event: Prospectors, your challenge is to navigate across the frozen frontier using only your compass and your personal pace count. You will use your pace count to measure distances and your compass to follow bearings. No maps, GPS, or guessing — just your skills and teamwork.
Before starting, visit the Pace Count Station. A 100-foot tape will be laid out for you to walk or run several times to determine how many paces you take to cover 100 feet. Record your average pace count. You’ll use that number to measure the distances shown on your instruction sheet.
Once you know your pace count, you’ll receive a map section. Your job is to start at the marked S (Start) and follow the information listed on the map. Each leg will take you to a new point. At each correct point, you’ll find a marker or letter. Record that letter in the Symbol column on your sheet before moving on. 
Rules and Guidelines
1. Use only your compass and pace count — no maps or electronic devices.

2. Always keep your group together and stay within the marked area.

3. Accuracy matters more than speed — correct navigation earns the most points.

4. Each patrol should carry a pencil to record symbols at every point.

5. When finished, return your sheet to the station for scoring.


SCORING:
Possible points up to 18 points
Patrol Deportment 2 points
Total Possible Score 20 points



KLONDIKE DERBY Stop # 2
Avalanche Alert 
Mayor Dr. Greg DeVor

January 16 1897 — Granite Point
Morning’s calm along the Dawson Trail was broken by the sudden cry of “Avalanche!” I felt my heart leap as we prospectors scrambled to act. Ropes flew from the sled, tarps snapped open, and voices tangled as we argued which way to turn. Some shouted for shelter, others pulled toward the safe zone, but in the rush, we found ourselves bound together by urgency. My hands shook as I tied knots, the cold biting deep, yet the line held, and we moved as one. When the all‑clear finally came, I stood breathless, knowing our choices had shown both wisdom and folly. Still, we had endured — proof that survival rests not only in gear, but in unity.


Event:  There will be a signal for “Avalanche incoming!”  From this it is up to your prospecting team to determine how to react, but it must be fast.  You must decide what action to take
· Gather essential gear?
· Secure a rope?
· Shelter in place?
· Move towards safety?

Hint: The tools you need are already on your sledge — ropes, tarps, first aid, and more. Stay united but remember ACT FAST!



SCORING:
1. Prospectors establishes or moves to a safe zone - 5 points
2. Prospectors reacts immediately to avalanche signal - 5 points
3. Prospectors stays together as a unit - 5 points
4. Prospectors uses sled equipment appropriately (ropes, tarps, etc.) - 5 points
Total Possible Score 20 points













KLONDIKE DERBY Stop # 3
Trail Engineering
Mayor: Kevin Toth

January 17, 1897 – Klondike Ridge
Morning broke clear, but the work ahead weighed heavy as the sled groaned under supplies. We found an object blocking our path, so with gear from the sledge we set about devising a contraption to move it. This was a slow process, with rope slipping, knots freezing stiff, and tempers nearly the same—yet we kept on. End of day found the crate lifted and hauled with hardly a scout straining, the trail saved by wit over muscle.





Event: Using ropes, poles, and teamwork, Scouts must build a simple device to move an object (a crate, barrel, or “gold” bag) across a short gap without letting it touch the ground. The design is up to them — it could be a lever, a sling, or something entirely original. The challenge is hands‑on, requires no fire or water, and sparks creative thinking about knots, balance, and basic mechanics.







SCORING:
1. Device successfully moves object with touching the ground               
     6 points
2. Deportment 3 points
3. Work site prepared safely and cleared of hazards 3 points
4. Leadership 4 points
5. Full Participation 4 points
Total Possible Score 20 points










KLONDIKE DERBY Midday Mess
Mayor Brian Shaffer

January 18,1897 – Prospectors’ Rest
Today the trail paused and the pans came out. Ashes swirled as we cooked our catch by the fire. Spices were few, yet hunger made all sweet. Thick stew and laughter warmed the cold. Even the dogs looked pleased.


This event will start at 11:45 AM all participants in Klondike will move here no matter what number you're on.  At 1:15 PM you will move back to your rotation, starting with where you left off.

COOKING Lunch

EQUIPMENT NEEDED:
Matches, water, cooking utensils, mess kits and/or other eating equipment. Raw meat, fish, or
poultry. Two raw fresh vegetables. Hot drink fixings. Material for fire building.

EVENT:
You are to build one of the cooking fires from the Scout Handbook or Fieldbook using only two
matches. NO artificial fire starters may be used. (No wax, tallow, oil, grease, fat, butane, propane,
steel wool, or chemically treated tinder or any other quick start method). The judge will have a
supply of barn matches for emergency use. Any use of BSA prohibited materials such as lighter
fluid, gasoline, naphtha, Kerosene, etc. will reduce your points to zero. This is a NO TRACE event, and the fire MAY NOT touch the ground. You can supply your own barrier to build your fire upon, or ask for one.

When your fire is ready, you are to prepare a lunch consisting of a hot drink and at least one raw meat, fish or poultry and two fresh vegetables. In preparation for a trail meal, you may plan ahead in partially preparing the required meal. You may clean, cut up and package your meat, fish or poultry, and vegetables and partially cook them ahead of time, but they must not be fully cooked or prepared. Canned, freeze-dried, dehydrated, or commercially frozen ingredients may NOT be used. Prepare enough food for a good meal for your entire patrol PLUS TWO JUDGES.
This food is to be your lunch (not only a demonstration).  After you have finished eating, extinguish your fire, put the remaining ashes, unburned wood, etc. and garbage in your trash bag, and rough clean your utensils, plates, etc. using water or snow. You may finish cleaning your materials, later at your campsite. Make sure your cooking area is absolutely clean before you depart. (The Judges will be very strict on this). No debris or garbage may be buried or burned.

NOTE: Time will be strictly limited to vacating the area at 1:15 PM





SCORING:
Properly built Scout fire 2 points
Lit with one or two matches 2 points
(Lose 1/2 point for each additional match,
lose ten points if you use any kind of prohibited
fire starter)

Scoring:
One meat and two fresh vegetables 3 points
Use of secret ingredient (see Judges upon arrival) 2 points
Hot beverage 2 points
Meal fully cooked and hot when served 2 points
Put out fire properly and remove debris 2 points
Disposal at garbage and trash 2 points
Rough cleanup of utensils 1 point 
Use of Cast iron 2 points
MAXIMUM possible 20 points

NOTE: Beaumont will supply secret ingredient and charcoal if Klondike staff start the fire you lose 1 point


















KLONDIKE DERBY Stop # 4

Evacuation After Rescue
Mayor: Taine and James Gilliam


January 19, 1897 – Wolf Hollow 
Heard a cry in the woods before dawn. Elias had slipped and gashed his leg on the ice. Lashing a sled from branches, we hauled him to camp. Prayers rose with each pull through the snow.



EQUIPMENT NEEDED BUT NOT LIMITED TO:

• Sled (standard Klondike patrol sled)
• Blankets or sleeping bags (for insulation)
• Tarps or jackets (to pad or wrap the patient)
• Poles or sturdy sticks (for stretcher frame)
• Rope or paracord (for lashing or securing)
• Extra gear from sled (packs, pads, etc.)

EVENT: “The Glacier Pullout”

Your fellow prospector has been rescued from the ledge. The bleeding has been controlled, the wound stabilized, and they’re now bundled against the cold. But the danger isn’t over.

The terrain is slick, uneven, and unforgiving. The nearest aid station is 25 yards away, and the clock is ticking. Your prospecting team must work together to transport the injured safely across the glacier field, navigating obstacles and protecting them from further harm or exposure.  Safely evacuate your injured prospector from the rescue site to the aid station using only the gear in your sled and your teamwork.

1. Prepare the prospector: 
· Ensure they’re insulated from the cold          (blanket/sleeping bag).
· Pad the sled or stretcher to prevent jostling.
· Secure them gently but firmly to prevent slipping.

2. Build Your Evacuation Rig:
· Option 1: Use the sled as a stretcher, padded and stabilized.
· Option 2: Lash poles and tarp into a hand-carried stretcher.
· Option 3: Combine sled and stretcher—carry over rough terrain, drag over smooth.

3. Assign Roles:
· Lead navigator
· Patient monitor
· Carriers (rotate as needed)
· Spotters for obstacles

4. Navigate the Course:
· Follow the marked path (cones, logs, snow piles).
· Communicate clearly and adjust pace for safety.
· Watch for signs of hypothermia or distress.

5. Debrief at the Aid Station:
· Explain your choices and teamwork.
· Reflect on what worked and what could improve.


Scoring: 
Possible points up to 18 points
Patrol Deportment 2 points
Total Possible Score 20 points























KLONDIKE DERBY City # 5

ICE RESCUE
Mayor: William Pizzi
January 20, 1897 – Frozen Crossing
Cracks spread underfoot faster than thought. Our prospecting sledge started to go through the ice, the crew scattered leaving one prospector left. Lines were thrown, and hands numbed as we hauled him free. Danger passed, but the memory will haunt the night.


EQUIPMENT NEEDED:
Eight (8) six-foot (6) ropes properly whipped or fused.
EVENT:
While crossing a pond with your sledge in tow, the ice cracks and becomes unsafe. One prospector is on the sledge, the rest of your prospecting crew is across on shore. You must rescue the sledge and the stranded prospector without getting on the ice. Here is what you must do.

KNOT TYING AND ROPE TOSSING
1. Place sledge and stranded prospector, who must sit on the sledge and cannot move from the seated position behind the furthest line of stakes as instructed by the judge (30 feet). The stranded prospector will attach one of the six-foot ropes to the sledge by tying a bowline.
2. The rest of the prospector crew will make a long rope by tying together the remaining six-foot ropes, using three different joining knots. The remaining crew will coil the rope and throw it un-weighted to the stranded prospector. Each patrol member will have only two chances to throw the rope so that the stranded prospector can reach it from his sealed position. The stranded prospector cannot use anything tohelp him in reaching the rope.

ICE RESCUE
1. Alter all members of the crew have had their turn tossing the rope, the prospector leader (SPL) will select one member to coil and toss the rope for the actual rescue. He
will continue to toss until the stranded scout can grab the rope. The stranded prospector is not permitted to use any tools, poles or hooks to grab on to the thrown rope.
2. The stranded prospector will then attach one end of his rope to the thrown rope and the other to the sledge using a bowline knot. The prospector crew will then pull the sledge across
the thin ice to the area designated by the judge.

SCORING:
If the prospector on the sledge can reach the rope from his sitting position on the first toss from the prospector crew 
you will get one point; second toss you will get one half point, if neither, you will get zero points.
NOTE: If the knots become loose and the rope separates, it will be counted as one toss.

Scoring:
1. Maximum points for tying and tossing 6 POINTS
2. Perfect rescue job. One final cast of rope and good knots
sledge arrived safely 10 POINTS
3. Deduct one point for each additional cast of rope and for each
improperly tied knot.
4. Good try but could not make it. (includes rope breaking) 2 POINTS
5. Deportment 2 POINTS

































KLONDIKE DERBY City # 6

ROPE BRIDGE
Mayor: Joey Fletcher and Patrick Shaffer

January 21, 1897 – Eagle Gorge
Came upon a raging creek, too wide to leap. Ropes from old packs might serve to span it. Our hands froze as we tied knots in the bitter wind. Steady steps carried us across, hearts pounding. Safety waited on the far bank, and we thanked our luck.

EQUIPMENT NEEDED:
Eight (8) six-foot ropes.
Two (2) twelve-foot ropes.
Any other equipment that you wish to bring

The equipment that will attach to the rope bridge will be provided (carabiners) 

EVENT:
Your patrol has arrived at the Yukon River in flood stage. The current is fast moving and ice cold
and has destroyed the bridge. You have found a land projection that has narrowed the river to
approximately 25 feet for a short distance. You must attempt to get all of your patrol over the
river, including your sledge and equipment. You are fortunate to find one rope already stretched
across the river.
You must send one half of your group across the river; one of which will carry a pull rope for the
equipment transport, the other end being secured to the sledge. This rope will be made up
of the six-foot ropes in hand. After the sledge is across, the remaining patrol members will
cross the river.
1. Eight Scouts must successfully cross the river. (You May Not Attach Any Person To the Rope In Any Form) If your patrol has less than 8, you will rotate until the required number has finished.
2. If a Scout falls off, it will not count as a crossing (see Scoring).
3. You may transport your sledge in any manner you choose, using any equipment you
have. Either on the sledge or separately, you must also transport your other equipment.
(Hint: pulleys and carabiners may be used)
4. TIME will start at the moment that any patrol member touches the main crossing rope.
TIME will stop when the crossing is completed.









SCORING:
Completed under 5 minutes 18 points
under 6 minutes 16 points
under 7 minutes 14 points
under 8 minutes 12 points
under 9 minutes 10 points
under 10 minutes 8 points
under 11 minutes 5 points
over 11 minutes but less than 15 min 2 points
Deportment 2 points
MAXIMUM possible 20 points

NOTE: No scout is to be hooked to the rope at any time ONLY your gear and sled. If a scout is found to be using the rope bridge in any way other than described you will be disqualified from this city and may be removed from the Klondike. If a Scout completely falls off the foot bridge, he will be presumed drowned and cannot
rejoin a crossing rotation. For each instance, the patrol will lose one point.

Beaumont will provide the rope across the river and the carabiners that will attach the sled / gear to the rope 
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