Activity:  Coastal Carolina Venturee
Location: Camp Moultrie
Dates: 9/25/26
Intent: An event designed to encourage Venture Crews to compete against one another in a “Quest” style event, accumulating points in order to secure the CCC Venture Flag. Remembering the ALPS Model for Venturing: ALPS: Adventure, Leadership, Personal Growth, and Service.
Competition times will be specifically scheduled so that many events are running at the same time and crews will have to plan and manage their crews in order to have enough participants to compete in the activities separately focusing on diverse talents to demonstrate the strength of the crew as a whole and not just a few high performing individuals.

The ALPS Model
· Adventure: Venturing emphasizes high adventure and challenging outdoor activities, such as high-adventure trips, camping, and rappelling. These activities provide opportunities for team-building, learning new skills, and gaining new experiences in a fun and safe environment. The adventures are youth-led, allowing participants to plan and execute activities based on their own interests.
· Leadership: The program provides ongoing leadership development through training, mentoring, and hands-on experience. Venturers elect their own crew officers and learn to apply proven leadership skills by planning and leading activities, which helps them gain confidence and responsibility.
· Personal Growth: Venturing encourages goal-setting and self-actualization through a structured advancement program (Venturing, Discovery, Pathfinder, and Summit ranks). This focus includes the development of self, development of others, and the development of faith, providing a framework for identifying and achieving personal goals.
· Service: Venturers lead and participate in community service projects, which instills a sense of responsibility and allows them to make a positive difference in their communities. Service projects can be local or part of larger events, and they help Venturers apply the values of the Scout Oath and Law. 



Potential Events:
1. Adventure
a. Range & Target:
i. Archery Tic Tac Toe
ii. Hatchet/Knife Throwing
iii. Lashing Trebuchet (will this already be made for them to use?)
b. Sport:
i. Tug of War
ii. Disc Golf (Horse)
iii. Ultimate Frisbee or Badminton?
c. Scout:
i. First Aid/CPR/Mass Disaster 
ii. Orienteering
iii. Craft – Leather belt buckle
iv. Table Games (the intent of this section is for Crew Members to earn points participating in activities that are typically late-night before lights-out activities.) Chess, Cards, Board Games?
d. Spirit
i. Scout Appearance & Crew Unity
ii. Fellowship & Sportsmanship
iii. Crew Chant/Slogan
iv. Song/Skit
e. Camping
i. Campsite
ii. Camp Cooking (cracker barrel) Competition
2. Leadership
a. Crew Annual Plan
i. Crews will receive points for the plan and activities that they completed that previous year. 
3. Personal Growth
a. Training- Is it possible to have crews run & attend a 1-2 hour training session as a part of the competition? 
4. Service
a. Points will be received for crews performing their assigned service tasks at the event.
b. Additional service point can be awarded for completion of “Bonus” projects around camp.


Schedule

Day/time
Friday 
6 PM- 8PM
8:45PM
9PM
11PM

Midnight


Saturday
7:45 AM
8:00 AM
9:00 AM 
11:45 AM
12:00 PM
1:00 PM
5:45 PM
6:00 PM
8:00 PM
9:30 PM

11PM

Midnight

Sunday
7:45 AM
8:30 AM
8:45 AM 
10:00 AM













Arrival & Check-in
Opening Assembly
Table Games & Crackerbarrel
End of Competition day
Return to campsites 
Quiet Time Begins



Assembly & Flags
Breakfast
Morning Quest
Assembly
Lunch
Afternoon Quest
Assembly/Flags
Dinner
Campfire Program
Cracker-barrel Competition & Social
End of Competition day
Return to campsites 
Quiet Time Begins


Breakfast
Scouts Own
Awards & Closing
Depart























































