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	Event 
	The Great Scout Rendezvous 2026 

	Dates 
	Friday, October 16 – Sunday, October 18, 2026 

	Location 
	Camp Thunderbird, 11740 Summit Lake Rd NW, Olympia, WA 98502 

	Program 
	All formal program runs Saturday. Friday arrival is optional. 


 
The Spirit of the Rendezvous 
In the early 1800s, trappers, traders, and explorers gathered once a year at a great Rendezvous. These frontier meetings were more than a place to trade furs and supplies. They were a time to share skills, swap stories, test one another's abilities, and celebrate the bonds of fellowship forged over a hard season on the trail. Nobody arrived at a Rendezvous already an expert. They arrived to learn from one another, and they left better outfitted than they came. 
Scouting draws from that same spirit. When Baden-Powell launched the first Scout camp on Brownsea Island in 1907, he was not only teaching skills. He was recreating that sense of adventure, camaraderie, and shared challenge. He called it fun with a purpose: games, competitions, and adventures that quietly build capable, confident young people. 
Every patrol arrives at Camp Thunderbird as a green outfit with things still to learn, and every patrol has the chance to leave as a Master Brigade. That progression is the thread running through the whole weekend. There is real competition here, but it is not against the patrol at the next station, it is against the patrol you were when you arrived. There is no first place and no last place. 
Any patrol that does the work by eight o'clock Saturday evening earns the same recognition at the Grand Campfire, because the measure that matters is how far your own patrol traveled to get there. 
In the words of Baden-Powell, "The Patrol System is not one method in which Scouting can be carried on. It is the only method." By leaning into patrol challenges and youth leadership, the 
Rendezvous will not just be a weekend of fun. It will be fun with a purpose, Scouting at its very best. 
The Sign of the Buck 
The buck on this year's patch is not just a decoration. It is the sign of the Rendezvous, and it carries two pieces of frontier history worth telling your Scouts. 
The first is trade. At a real rendezvous, a tanned deer hide was the standard unit of exchange. A trapper priced his powder, his coffee, and his traps in buckskins, and that is where the word buck came from as slang for a dollar. When our patrols trade tokens at the Swap Meet, they are doing the oldest thing that ever happened at a rendezvous. 
The second is the antlers. A buck does not grow his rack all at once. He adds points as he matures, season after season, and a full rack is the visible record of everything he has come through. That is exactly what the Brigade Trail asks of a patrol, so this year the tiers are marked in points. A patrol signing in at HQ starts with a bare antler on the Brigade Roll and earns a point at every tier it reaches. By Saturday evening the wall at Camp HQ is a rack of antlers filling in across the whole camp. 
The Brigade Trail 
Every patrol that checks in at Camp HQ is entered on the Brigade Roll, a master sheet posted where the whole camp can see it. Each patrol signs on as a Greenhorn Brigade and works its way up three more rungs across Saturday, earning a point on its rack at each one. Patrol Leaders bring their Passport to HQ to have progress recorded; the Storyteller updates the Roll, and the camp watches it fill in all day. 
The tiers are thresholds, not rankings. A patrol that reaches Master Brigade at 2:00 in the afternoon and a patrol that reaches it at 7:55 in the evening stand together at the Grand Campfire and receive the same recognition. Staff should say this out loud and often, because Scouts will assume otherwise. 
The Four Tiers 
	Tier 
	Rack 
	How a Patrol Earns It 
	Recorded By 

	Greenhorn Brigade 
	Bare antler 
	Check in at Camp HQ as a patrol with a Patrol 
Leader, a patrol flag, and a patrol name. Every patrol starts here. 
	Storyteller at check-in 

	Trail Hand 
	First point 
	Complete 12 stations, with at least two 
stations from each of the four areas. 
	Passport initials, verified at HQ 

	Trailwise 
	Second point 
	Build and present a useful camp gadget at the patrol campsite. 
	Pathfinder walk-through 

	Master Brigade 
	Third point 
	Complete four additional Trail 
Assignments from the list that follows. 
	Signed Trail Assignment card 

	Master Brigade, Royal Rack 
	Fourth point 
	Complete all 16 stations and seven Trail 
Assignments in addition to the above. 
	Passport initials, verified at HQ 


 
A patrol that finishes all four points has a full rack, matching the buck on the patch. Recognition at the Grand Campfire is the same for every Master Brigade; the fourth point is simply a mark of how far a patrol chose to range. 
The Camp Gadget 
 
The camp gadget replaces the campsite gateway this year, and it is the one piece of the Brigade Trail every patrol must complete. Using lashings and materials the patrol brings or gathers, each patrol builds something genuinely useful at its own campsite: a wash station, a boot rack, a gear tower, a table, a firewood cradle, a flag stand. The test is usefulness, not decoration. A Pathfinder visits each campsite during the day, asks the patrol to explain what they built and why, and records the patrol as Trailwise. 
This carries First Class requirements 3a and 3d in their natural setting, and it is deliberately placed at the campsite rather than at a staffed station. Patrols need unhurried time together in their own camp, and last year's feedback asked for exactly that. Pathfinders should ask which lashings the patrol used and why they chose them, so the requirement is genuinely practiced rather than merely built. 

Trail Assignments 
Trail Assignments are patrol work done away from the staffed stations, mostly in the patrol's own campsite. A patrol needs any four to reach Master Brigade, and each one is recorded on a Trail Assignment card carried in the Passport. Nothing here requires a staffed station, a queue, or a scheduled time slot. Patrols do this work when their own camp rhythm allows it. 
Patrol Leaders bring the signed card to Camp HQ. The Storyteller records the assignment on the Brigade Roll and, where the assignment produces something to share, adds it to the display at HQ. 
	Trail Assignment 
	What the Patrol Does 
	Signed Off By 

	Brigade Kitchen 
	Cook a patrol meal together with a twist of the patrol's choosing: one pot, Dutch oven, or frontier rations. Turn in a recipe card at HQ for the Camp Cookbook. (Tenderfoot 2a-2c; Second Class 2e; First Class 2a-2e) 
	Scoutmaster or ASM 

	Buckskins and the Swap Meet 
	Bring or make a small handmade token that hangs from the patrol flag, then trade it with another patrol at the Swap Meet. Both Patrol Leaders sign. (Patrol Method) 
	Both Patrol Leaders 

	EDGE It Forward 
	A Scout in the patrol teaches a newer Scout a skill using the Teaching EDGE method, and explains the four steps. (Tenderfoot 8) 
	Scoutmaster 

	Sing for Your Supper 
	Prepare a song, skit, or cheer and perform it for a neighboring patrol at their campsite. The audience patrol signs. (Patrol Method) 
	Neighboring Patrol Leader 

	Talk to the World 
	Visit the World Wide Fire during troop time. Make or listen in on a contact and log it in the station book. 
(World of Scouting) 
	Hub operator 

	Leave It Better 
	Carry out a Leave No Trace sweep of a stretch of camp beyond the patrol's own site, and report what was found. (Scout 1e; Second Class 1b) 
	Pathfinder 

	Dispatch from the Trail 
	Take one good photograph or write a short article about the patrol's weekend and turn it in at HQ. Selected dispatches are shared on district social media during and after the event. 
	Storyteller at 
HQ 


 
Two notes on the Swap Meet. First, patrols are asked in advance to arrive with a simple handmade token that can hang from a patrol flag, but no Scout should be shut out because their unit did not get the word. HQ keeps a bin of loaner materials such as leather rounds, cord, stamps, and markers, and any patrol may draw on it. Second, a patrol that cannot find a trading partner still completes the assignment. Staff hold a reserve of tokens made in advance, and the Storyteller trades one on behalf of the Rendezvous so no patrol is left standing. 
The Swap Meet itself runs as an open half hour on the Parade Field Saturday afternoon. Patrols who have already traded elsewhere in camp do not need to attend. Staff running it should take a moment to tell Scouts why their tokens are called buckskins, because the history is half the fun. 
Key Leader Information 
At the Great Scout Rendezvous each Troop remains responsible for its own campsite and program basics. Troops plan and prepare their own meals while at camp. Troop leadership retains full responsibility for uniform expectations and for any disciplinary action within their own unit. 
The Camporee Staff's role is to create an engaging program and to ensure a safe and enjoyable experience for all. Staff support Troop leadership, they do not replace it, and they are available throughout the weekend to guide, encourage, and provide resources where needed. 
One change from last year deserves a leader's attention up front. The campsite gateway has been retired. In its place, patrols build a working camp gadget at their own site, and several of the Trail Assignments are designed to be done in camp rather than in the main program areas. Troops should plan for their patrols to be in their own campsite for part of Saturday, not only moving between stations. 
Staff and Volunteers 
The Rendezvous runs with two groups of people, and this year we are naming them plainly. 
Staff are the leadership team: the Chief Scout and the Rendezvous Captain, the Trail Bosses, HQ and the Storyteller, the Pathfinders, the kitchen, and the medics. Staff arrive Friday, carry the event from set-up through closeout, and take their meals in the dining hall, where simple prepared meals are provided. 
Volunteers are the people who run the sixteen stations. They arrive with their units, camp with their units, and eat with their units. Volunteering is a Saturday commitment at one station, not a weekend on the staff roster, and adults who volunteer receive a registration discount through the District. 
Both groups make the weekend. The difference is scope and logistics, not standing. 
For 2026 the stations are volunteer-led. They are run by whoever steps up to run them, youth or adult, and most will be a mix. What has not changed is where the leadership sits. Youth hold the Chief Scout role, the Trail Boss positions overseeing each area, the Storyteller role at HQ, and the Pathfinders who work the campsites. Youth set the tone of this event and adults support them in it. 
For volunteers running a station 
Treat it as a Scouting role, not a shift. Let the Scouts in front of you do the work, ask questions rather than giving answers, and hand off to any youth working the station with you the moment they are ready to lead. A patrol should leave your station having done the thing themselves. 
You do not need to be an expert. Every station has a written guide in this book, your Trail Boss will walk you through the area Saturday morning, and there is no requirement you have run it before. 
Scout Spirit 
At the heart of the Rendezvous is Scout Spirit, the pride, energy, and joy Scouts bring when they live the Scout Oath and Law. Every patrol, every volunteer, and every staff member adds to the spirit of camp when they show up with enthusiasm, respect, and a willingness to help others succeed. 
Our focus is fun with a purpose. The challenges matter, but they are not the end goal. The true measure of success is whether Scouts leave the weekend more confident, more connected to their patrol, and more excited about Scouting.  
In the words of Baden-Powell, "The most worth-while thing is to try to put happiness into the lives of others. 
 
The Stations 
Sixteen stations run across four areas, four to an area. Patrols roam freely and choose their own order and every station is initialed in the Patrol Passport. Each station awards a Trail Mark in its own color; a bead, a charm, or a token, depending on the station. A patrol's Trail Marks are the visible record of where they have been, carried on the patrol flag or a lanyard and counted at Camp HQ toward the Brigade Trail. Each station is built to run in fifteen to twenty minutes, so a patrol reaching twelve of them still has real time left for its campsite work. 
Scoutcraft Alley 
 
	Station 
	The Challenge 
	Trail Mark 

	Flint's Forge 
	Build a fire that burns through the challenge string, then set up and light a lightweight stove and explain when you would choose each. 
	Orange Bead 

	Doc Sawyer's Field Hospital 
	Treat a field injury drawn from the scenario deck, then a second one that gets worse while you work. Bandage it properly and carry your patient out. 
	Red Bead 

	Knot Yard Relay 
	Run a knot relay as a patrol, naming a real use for each knot before it counts. 
	Knot Charm 

	Blade and Bit 
	Earn the edge. Handle knife, saw, and axe safely, sharpen a blade, and whip and fuse a rope end. 
	Knife Charm 


 
 
Wayfinder's Range 
	Station 
	The Challenge 
	Trail Mark 

	Mapmaker's Quest 
	Run a short bearing-and-pacing course, then measure the height of a tree and the width of a gap without crossing either. 
	Compass Charm 

	Sun, Star and Shadow 
	Find north three different ways with no compass and no phone. 
	Sun Charm 

	Sign of the Wild 
	Identify ten animals from tracks, scat, calls, and other sign, then cast a track to carry back to camp. 
	Paw Charm 

	Leaf and Root 
	Identify ten native plants, sort the safe from the hazardous, and tell how to treat exposure to the bad ones. 
	Green Bead 


 
Council Commons 
	Station 
	The Challenge 
	Trail Mark 

	Signal Hill 
	Send a message across the hill by semaphore, mirror, or Morse, and get it back correctly. Then step next door to the World Wide Fire. 
	Blue Bead 

	The Outfitter’s Table 
	Pack a pack that works, account for the Ten Essentials, then pick the best patrol site and say why. 
	Purple Bead 

	Weather Eye 
	Read the sky, name what is coming, and decide what a patrol should do about it. 
	Bolt Charm 

	Hug a Tree 
	Learn what to do the moment you realize you are lost, and how to hike so it never happens. 
	Tree Charm 


Challenge Trail 
	Station 
	The Challenge 
	Trail Mark 

	Night Camp 
	Pitch a tent with half the patrol blindfolded, guided only by words. 
	Black Bead 

	Portage Passage 
	Name the parts of the canoe, then carry it through the obstacle course without dropping or dragging it. 
	Anchor Charm 

	Pack Mule Run 
	Lash a carrying rig and move your gear load and your Patrol Leader through the course intact. 
	Brown Bead 

	The Bucket Brigade 
	Make dirty water drinkable, then move it across the course without losing it. 
	Clear Bead 


 
The World Wide Fire: JOTA and JOTI 
 
The Jamboree on the Air and Jamboree on the Internet fall on this same weekend, and roughly a million Scouts around the world will be on the air with us. That is too good to leave as a side table. This year JOTA and JOTI get a proper home in camp called the World Wide Fire, and it works two ways. 
First, it sits beside Signal Hill in Council Commons. Every patrol that works the signaling station steps next door to see the radio operating, hear a contact, and understand that the flags and Morse they just practiced are the same idea their grandparents' generation used and that Scouts a continent away are using right now. 
Second, the World Wide Fire stays open all day and into the evening as a drop-in hub. A patrol does not need to be on the station rotation to visit. Scouts can come during troop time, before the campfire, or whenever the bands are good, and any Scout who makes or listens in on a contact can log it and complete the Talk to the World Trail Assignment. Units with their own licensed operators are warmly invited to bring gear and help staff it. 
Operator, call sign, equipment, and the exact location of the hub are still being arranged and will be published as we firm them up. Whoever runs the hub should keep a simple log book: patrol, unit, who they reached, and where in the world that was. That log gets read out at the Grand Campfire. 
Daily Program 
Friday, 16 October - DRAFT 
Friday arrival is optional and there is no formal program. Units who prefer to arrive Saturday morning will miss nothing. 
	Time 
	What Happens 

	3:00 pm - 6:00 pm 
	Staff leadership arrival. Bring a sack dinner. Registration setup and dry run. Area set-up begins. 

	6:00 pm - 8:00 pm 
	Optional early arrival of Troops. Pathfinders escort units to their camp areas. Troop time. 

	9:00 pm 
	Staff and Volunteer brief in the dining facility, followed by cracker barrel. 

	10:00 pm 
	Taps. 

	Note 
	Area set-up must be complete Friday night. Trail Bosses walk their areas before the evening brief. 


 

Saturday, 17 October - DRAFT 
This is the day. Everything the Rendezvous does happens between the opening ceremony and the Grand Campfire. 
	Time 
	What Happens 

	6:30 am 
	Reveille. Staff breakfast in the dining hall. Troops responsible for their own breakfast in campsite. 

	7:30 am 
	Staff preparation. Volunteer area walk-throughs. Welcome team and registration team ready. 

	8:00 am - 9:00 am 
	Troops arrive. Pathfinders escort units to assigned camp areas. Campsite set-up. 

	9:30 am 
	Troop leadership meeting in the Dale O Building for 
Scoutmasters, SPLs, and Patrol Leaders. The Brigade Trail is explained here. Patrol Leaders collect Passports and Trail Assignment cards. 

	9:50 am 
	Assemble on the Parade Field. 

	10:00 am 
	Opening ceremony. The Rendezvous begins and every patrol is entered on the Brigade Roll as a Greenhorn Brigade. 

	10:15 am 
	Stations open across all four areas. The World Wide Fire opens and stays open all day. 

	Noon 
	Lunch break. Staff & Volunteers at the dining facility. 
Campers at campsites or sack lunch as directed by their unit. 

	12:30 pm 
	Stations resume. 

	2:00 pm - 2:30 pm 
	The Swap Meet on the Parade Field. Open to any patrol with a buckskin token. 

	5:30 pm 
	Stations close. Last Passport and Trail Assignment turn-ins accepted at HQ until 8:00 pm. 

	6:00 pm 
	Evening assembly on the Parade Field (Optional). Retreat the colors. Volunteers to their Units, Staff to the dining hall. 

	6:00 pm - 8:00 pm 
	Campsite time. Patrols finish camp gadgets and Trail 
Assignments. Pathfinders complete campsite walk-throughs. 

	8:30 pm 
	Grand Campfire at the Campfire Bowl. Master Brigade recognition.  

	9:30 pm 
	Troops to campsites. Troop time and friendship fires. 

	10:15 pm 
	Staff / Volunteer cracker barrel and checkpoint. 

	11:00 pm 
	Taps. 


 
Sunday, 18 October - DRAFT 
 
	Time 
	What Happens 

	6:30 am 
	Reveille. Troops responsible for their own breakfast in campsites. 

	7:00 am 
	Staff breakfast in the dining facility. 

	8:00 am 
	Morning flag ceremony on the Parade Field (Optional) 

	8:30 am 
	Scouts Own in the camp chapel. 

	8:30 am - 10:30 am 
	Break camp. Cabins and campsites. 

	9:30 am - 10:30 am 
	Staff walk-through and area clean-up. 

	9:45 am 
	Troop leadership Start-Stop-Continue in the Dale O Building. 

	10:30 am 
	Closing ceremony on the main Parade Field. Retreat the colors. 

	11:00 am 
	Troops Dismissed. Grab-and-go snack provided. 

	Noon - 2:00 pm 
	Staff lunch, facility clean, closeout. Staff huddle at Hazel Devine at 2:00 pm, then staff dismissed. 


 

A Note for Unit Leaders 
Patrols that arrive prepared have the most fun. Stations are built on skills from the Trail to First Class, and while staff will happily teach, the day does not allow for full instruction from scratch. 
Please review this section with your SPL and Patrol Leaders before you come. 
	Topic 
	What Unit Leaders Need to Know 

	Registration 
	Troops register online as a unit through the District. The Scoutmaster or an adult designee checks in at the Scout Office with a roster and medical forms on arrival at camp. 

	Adult station staffing 
	Adults who volunteer to staff a station receive a registration discount. Details and sign-up come from the District. Station assignments are made by the Chief Scout ahead of the event; no prior expertise is assumed and every station has a written guide in this book. 

	Patrol size and preparation 
	Keep patrols between five and eight Scouts. Every patrol needs a Patrol Leader, a patrol flag, and a patrol yell before arrival. 

	Buckskin trade tokens 
	Ask each patrol to bring one simple handmade token that can hang from a patrol flag, for the Swap Meet. Loaner materials are available at HQ for any patrol that arrives without one. 

	Uniforms 
	Each Troop sets its own uniform expectations. Staff will be in the Scout field uniform. 

	Arrival and parking 
	Please arrive as a unit if possible. You will be greeted in the main parking lot, unload gear, then park on the Akela side of camp. No vehicles enter Camp Akela during the weekend. Pathfinders escort Troops to campsites. Plan to arrive by 9:00 am Saturday. 

	Campsites 
	Assume your campsite will have a fire pit and access to running water. Most, but not all, have a table. There are no covers provided (bring a tarp if weather looks wet). 

	Patrol (Campsite) Time 
	Part of Saturday is meant to be spent in your own campsite building the camp gadget and working Trail Assignments. 

	Meals 
	All Troops are responsible for their own meals. Plan accordingly, practice good hygiene, and use the three-bucket method for dishwashing. Volunteers should plan to eat with their Troops. Cracker Barrel both nights and Saturday lunch will be available for volunteers for convenience.  

	Campsite cleanliness 
	Practice Leave No Trace. Campsites should be clean, safe, and Scoutlike. Trash disposal instructions are provided at check-in. 

	Troop time 
	Friday evening and designated Saturday times are for unit campfires, advancement work including Scoutmaster conferences, and preparing patrol flags and yells. Patrol Leaders should review the sample Passport so their Scouts know what to expect. 

	Emergency procedures 
	In a camp-wide emergency you will hear three short blasts of an air horn and staff runners will notify units in person. Assemble on the main Parade Field and get a solid headcount for your unit. 

	Health and safety 
	First aid is located inside the Dale O Building and with roaming medics. All Scouts use the buddy system at all times. 

	Departure 
	Campsites must be inspected and cleared by staff before leaving. Please plan to stay through the closing ceremony for unit recognition. 


Recommended Packing List 
Two additions this year, both marked below: bring lashing rope and spars for the camp gadget, and bring simple materials for buckskin trade tokens. 
	Troop and Unit Gear 
	  
	  

	Troop flag 
	Battery or propane lantern 
	Cooking gear 

	Patrol flags 
	First aid kit 
	Food and meals 

	Three buckets for dishes 
	Dining fly or pop-up 
	Tents 

	Folding table 
	Firewood 
	Lashing rope and spars (new) 

	Trade token materials (new) 
	  
	  

	Clothing 
	Toiletries 
	Gear 

	Troop uniform 
	Towel 
	Sleeping bag 

	Sweater or jacket 
	Toothbrush 
	Sleeping pad 

	Rain gear 
	Toothpaste 
	Pack or duffel 

	Hat 
	Soap 
	Day pack 

	Pants 
	Deodorant 
	Water bottle 

	Shirt 
	Feminine hygiene 
	Ten essentials 

	Socks 
	  
	Flashlight 

	Underwear 
	  
	Medical forms 

	Boots or shoes 
	  
	Compass if you have one 

	Work gloves 
	  
	Pocketknife  


 
The Scouting Trail 
Every station and every Trail Assignment supports one or more requirements from the Trail to First Class. Requirement numbers below are taken from the current Scouts BSA rank requirements. A Scout who does the work at a station has practiced the skill; whether it is signed off in their handbook remains a decision for their own unit leadership, not for camporee staff or volunteers. 
	Station 
	Requirements Supported 

	Flint's Forge 
	Second Class 2a, 2b, 2c, 2d 

	Doc Sawyer's Field Hospital 
	Tenderfoot 4a, 4c; Second Class 6a, 6c; First Class 7a, 7b 

	Knot Yard Relay 
	Scout 4a; Tenderfoot 3a, 3b, 3c; Second Class 2f, 2g 

	Blade and Bit 
	Scout 4b, 5; Tenderfoot 3d 

	Mapmaker's Quest 
	Second Class 3a, 3c; First Class 4a 

	Sun, Star and Shadow 
	Second Class 3d 

	Sign of the Wild 
	Second Class 4 

	Leaf and Root 
	Tenderfoot 4b; First Class 5a 

	Signal Hill 
	Communication and the World of Scouting; Second Class 6d 

	The Outfitter’s Table 
	Scout 1e; Tenderfoot 1a, 1c; Second Class 1c 

	Weather Eye 
	First Class 5b, 5c, 5d 

	Hug a Tree 
	Tenderfoot 5a, 5b, 5c, 5d; Second Class 3c 

	Night Camp 
	Tenderfoot 1b; Patrol Method and communication 

	Portage Passage 
	First Class 6b, 6c, 6d 

	Pack Mule Run 
	First Class 3a, 3b, 3c 

	The Bucket Brigade 
	First Class 7f; Second Class 5c 


The camp gadget carries First Class 3a and 3d. The Trail Assignments carry the requirements noted alongside each one in the table above. 
 
 
 
 
 
 
 
The Patrol Passport 
Every patrol carries a Passport. It is the patrol's record of the weekend, the thing they hand across the table at HQ, and the souvenir they take home. Patrol Leaders collect them at the Saturday morning leadership meeting. 
The layout below is the working example for 2026, printed as a folded booklet. Station volunteers initial the line beside their station. Trail Assignment cards and the camp map with station list are included so that a patrol can plan its route. 
	THE GREAT SCOUT RENDEZVOUS 

	October 16-18, 2026     Camp Thunderbird 

	[ patch artwork ] 

	Troop # ____________     Patrol ____________________ 

	Patrol Leader _________________________________ 

	"The Patrol System is not one method in which Scouting can be carried on. It is the only method."  
- Baden-Powell 


 
	Your patrol signs on as a Greenhorn Brigade. Earn a point on your rack at each tier. Every patrol that reaches Master Brigade by 8:00 pm Saturday is recognized at the Grand Campfire, no matter when they get there. 

	[  ]  GREENHORN BRIGADE  -  bare antler  -  checked in at Camp HQ 

	[  ]  TRAIL HAND  -  first point  -  12 stations, at least two from each area 

	[  ]  TRAILWISE  -  second point  -  camp gadget built and shown to a Pathfinder 

	[  ]  MASTER BRIGADE  -  third point  -  four Trail Assignments complete 

	[  ]  ROYAL RACK  -  fourth point  -  all 16 stations and all seven Trail Assignments 

	Bring this book to Camp HQ each time you reach a tier. The Storyteller records you on the Brigade Roll. 

	This is not a race. The competition is with the patrol you were this morning. 


Collect a Trail Mark at every station.  
Your volunteer initials the line; the Trail Mark is yours to keep. 
	Station 
	Trail Mark 
	Volunteer Initials 

	SCOUTCRAFT ALLEY 
	  
	  

	Flint's Forge 
	Orange Bead 
	 

	Doc Sawyer's Field Hospital 
	Red Bead 
	 

	Knot Yard Relay 
	Knot Charm 
	 

	Blade and Bit 
	Knife Charm 
	 

	WAYFINDER'S RANGE 
	  
	  

	Mapmaker's Quest 
	Compass Charm 
	 

	Sun, Star and Shadow 
	Sun Charm 
	 

	Sign of the Wild 
	Paw Charm 
	 

	Leaf and Root 
	Light Green 
	 

	COUNCIL COMMONS 
	  
	  

	Signal Hill 
	Blue Bead 
	 

	The Outfitter's Table 
	Purple Bead 
	 

	Weather Eye 
	Lightning Bolt Charm 
	 

	Hug a Tree 
	Tree Charm 
	 

	CHALLENGE TRAIL 
	  
	  

	Night Camp 
	Black Bead 
	 

	Portage Passage 
	Anchor Charm 
	 

	Pack Mule Run 
	Brown Bead 
	 

	The Bucket Brigade 
	Clear Bead 
	 


 
 
	Trail Assignment 
	Who Signs 
	Signature 

	Brigade Kitchen 
	Scoutmaster or ASM 
	 

	Buckskins and the Swap Meet 
	Both Patrol Leaders 
	 

	EDGE It Forward 
	Scoutmaster 
	 

	Sing for Your Supper 
	Neighboring Patrol Leader 
	 

	Talk to the World 
	Hub operator 
	 

	Leave It Better 
	Pathfinder 
	 

	Dispatch from the Trail 
	Storyteller at HQ 
	 

	Four signatures make you a Master Brigade. All seven, plus every station, make the Royal Rack. 
	  
	  


 
	[  CAMP MAP  -  in development ] 

	Stations numbered to match the list opposite. Also mark campsites, Camp HQ, the Parade Field, the Campfire Bowl, the World Wide Fire, water, latrines, and first aid. 


 
	YOU HAVE MADE THE RENDEZVOUS 

	Turn in your Passport at Camp HQ. 

	Patrol Leader ~ 

	Chief Scout of the Rendezvous ~ 

	"The most worthwhile thing is to try and put happiness into the lives of others."  - Baden-Powell 
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