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INTRODUTION AND CONTACT INFORMATION 

Dear Scouts BSA Leaders and Adult Leaders, 

 Thank you for considering The Plague at Camp Barstow for your Troop program.  The entire, The 

Plague staff is extremely excited to have the opportunity to offer such a unique and fun event.  This guide 

is intended to inform your Troop of some basic information about the event, and will be supplemented, 

(with additional info) as we get closer to the actual event.  This event is a Patrol method, based event.  Be 

aware this event will not be a Dead carbon copy of past events.  That’s right this is our first event at Camp 

Barstow in which we have had considerable input from both leaders and Scouts.  The theme has been 

inspired by the popular video game Fornite with Zombies added in the mix of things.  The Plague is not 

just Zombies roaming the camp and Scouts running around, it is orienteering, decision making, teamwork, 

and basic scout skills embedded into intense Zombie themed program.  The Patrol method, Battle 

Royale, Compass, and Apocalypse survival training cooperation techniques have been incorporated into 

a unique physical world competition.  This year’s event will be an exciting event that scouts will be talking 

about until the next event.  “Scouting is a game with a purpose.”  The plague is a game your Troop will 

not want to miss.   

If you have any questions, Please contact Fred Stephens at (803) 807-6433 or email me at 

flstep@scdjj.net. 

(Small Disclaimer:  There will not be any real Zombies at Camp Barstow and this is only “Make Believe”, 

at least until a Scout sees a Zombie.) 

Yours In Scouting, 

 

Event Director 

The Plague at Camp Barstow, February 2020 
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Camp Barstow and Z.O.R.T 

Camp Barstow has had a migration of zombies into the area.  The Virus that is believed to be responsible 

to the Zombies is called the BP virus.  It is believed the virus lies dormant under certain types of rocks (a 

good reason not to disturb the rocks in camp).  This virus attacks anyone who has direct contact with an 

infected surface.  Earlier this year, Camp officials formed an elite organization called the Zombie 

Outbreak Response Team (also known as Z.O.R.T).  This team is responsible for ending any breakouts 

and gathering information about the virus.  Due to the highly infectious virus, Z.O.R.T. ranks must be 

refilled from time to time with recruitment events drives.  Zombie Ops is one of those drives to replenish 

the ranks to continue the noble work, which has been very successful at Camp Barstow.  This year we 

have seen significant change in the virus’s conduct in reacting with humans in general.  In other camps, 

Scouts recon units were deployed in such a manner as to minimize exposure, but with predicted future 

patterns coupled with the changes in the virus itself, minimal exposure will be extremely difficult to 

execute, thus the outbreak at Camp Barstow.  Each patrol will have direct exposure to Zombies.  We will 

need full natural Scouts BSA patrols to assist and conquer the next major outbreak predicted for February 

21, 22, & 23, 2020. 

Registration  

The Plague at Camp Barstow is a weekend event open to registered Scouts BSA.  Registration is 

available online through the Indian Waters Council website (www.indianwaterscouncil.org).  Registration 

costs $45 per participant, Z.O.R.T. and OA.T. $35, and registered Adult Leaders $20.  Registration will be 

closing ….. 

Registration cost includes food for the weekend, a patch, and a t-shirt.  Adult leader’s cost only includes 

food for the weekend.  There is not an “Early Bird” price, nor is there a late fee.  Due to the type of 

activities planned we will not be able to accept any last minute registration or “at the door” additions.  

Thanks for your understanding.  Registration for The Plague at Camp Barstow should be as a Troop.  All 

fees need to be paid online or within 10 days of registration by mail or at the local scout office.  

Registration is limited to 150 scouts.  Early registration is advised.  ALL Adults on camp are required to 

have completed current Youth Protection Training. 

OA Tactical Members of O.A.T. should be designated on registration as O.A.T.  OAT members must be 

as active OA Lodge member (2020 Lodge Dues Paid) and attend 1 lodge event in 2019 and have 

preferred attendance at the OAT training on….. at Camp Barstow.  OAT Membership is subject to will of 

the OA lodge and each member’s scoutmaster.   

Food for the Living All Meals will be supplied.  This will include: Friday night Cracker-barrel, Saturday 

Breakfast, Saturday Lunch, Saturday Dinner, Saturday Cracker-barrel, and (for those the survive to 

Sunday) a Sunday Breakfast.  See medical section on allergies and dietary restrictions.  However, Troops 

are welcome to bring and cook their own food if they would like (in considering cooking within the troop 

please refer to “Gear Hauling” section). 

Event T-shirt and Additional Event Patches 

All registered youth will receive on event patch and t-shirt.  Additional event patches are $5 each and 

event t-shirts are $10 each. 

 

 

http://www.indianwaterscouncil.org/
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Check-in Friday Night February 21 

Onsite check-in will begin at 5:00 pm on Friday, February 21 and will end at 8:00 pm at the O’Tuel 

building.  NO VEHICLES IN CAMP!!  Please come into the parking lot and follow the instructions and 

answer any questions, of the staff on site.  All vehicles and trailers must be parked in the main parking lot.  

Any scouts that will not be able to arrive between 5:00 pm and 8:00 pm should reference below 

and plan to arrive Saturday Morning.  NOBODY WILL BE ALLOWED ON CAMP WITHOUT THE 

APPROPRIATE ESCORT!! 

 

Late Check-in Saturday Morning and Day Guests 

Late and day guest onsite check in is available on Saturday Morning between 7 am and 8 am.  Event 

administration is aware that several units are in transit from considerable distances and arrival on Friday 

night may be impossible.  Participants who are checking in on Saturday morning need to enter the 

parking lot and follow instructions and answer any questions, of the staff on site.  Late Saturday morning 

check in will close at 8 am on Saturday, please make the appropriate plans.  NOBODY WILL BE 

ALLOWED ON CAMP WITHOUT THE APPROPRIATE ESCORT!! 

 

Gear Hauling 

There will be none.  All and any gear must be carried in by the scouts (preferably on their back).  There 

will be NO TROOP TRAILERS allowed past the parking lot.  Due to the nature of this event safety is the 

upmost importance.  Check out Zombie Ops, Zombies, and weather, if you would like to know more.  All 

meals are being supplied and scouts should plan to either stay in the Adirondacks or tents.   

 

Medical Forms 

All units are required to have completed Medical Forms (Part A and B) for all participants and adults.  

Medical forms will be inspected at Check-in.  The medical forms will be left with the medical officer and 

picked up at the end of the event.  Please alert us in advance of any food allergies or dietary restrictions 

of any youth or adults attending.   
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Troop Camping 

Troops will be assigned to campsites with the following criteria: 

1) Number of people registered in a unit for the event. 

2) Any special needs of individuals in a unit 

3) Male participants will be in campsite 1-4 

4) Female participants will be in campsite 5-7 

5) Zombie horde population location & movement during check in period. 

Please email if your unit has any special needs in regards to a campsite.  Campsites will have power, but 

the camp has been winterized.  The only bathrooms available will be in the dining hall and across from 

the dinning hall.  Special Note:  Z.O.R.T. Information Division assures us that zombies can’t climb stairs 

(into the Adirondacks) and have extreme difficulty operating tent zippers (so “No Worries” all campers 

should sleep safe & sound 😉. 

 

Required Items for Scouts BSA 

Each Scout will be required to have a water bottle, small pad and pen or pencil, and proper attire for the 

day’s weather. 

 

Scoutmaster Zombie Watch 

Each Troop is asked to provide 2 adult leaders to attend a 2 hour, Staff Shift during Saturday, between 9 

am and 6 pm.  There are many posts throughout camp, which the experience and seasoned eyes of a 

few scout leaders would prove invaluable.  Leaders can be assured of Zombie Proof Defenses at all 

posts.  Interested Leaders should contact the event director.  There will also be a signup, Friday at check-

in.  Each leader should have a water bottle and proper attire for the day’s weather. 

 

Zombies 

Zombies are in many areas and spread all over the camp.  Zombies can only be disposed of by methods 

known and developed by the Z.O.R.T..  The Z.O.R.T. has been trained in Advanced Zombie Leave No 

Trace Disposal Methods.  A SCOUT SHOULD NEVER TRY ANY ZOMBIE DISPOSAL METHOD!! (Don’t 

touch the zombies).  Every attempt by a scout in the past has led to Zombification and ultimately disposed 

(and /or a trip home). 

 

Rules of Engagement are simple.  No purposeful engagement wherever possible.  There is a Zero 

Tolerance for purposely having zombie contact.  No taunting or provoking Zombies is allowed.  Every 

scout is going into an active zombie area.  Zombies are known to have no fear, need no rest, and have a 

sense detecting live mammals (especially Humans).  Zombies are unaware and uncaring of the “no 

contact” rule of engagement.  At certain times the unavoidable reality of Zombie contact happens. 
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Prohibited Items include, but are not limited to:  Firearms, explosives, fireworks, or any form of an 

improvised Explosive Device (IED) are prohibited.  NO straight bladed knives, swords, battleaxes, 

or ninja throwing stars are allowed in camp. 

 

Scout Operatives, and Missions 

As a Participant of The Plague at Camp Barstow, a Scout Patrol will become Z.O.R.T.  Scout Operative 

Patrol (S.O.P) and a member of a Camp Team with specific missions and goals established by Z.O.R.T.   

After Check-in, Patrols will set up camp.  Patrols will sleep, eat, acquire resources and accomplish 

objectives within their assigned team.  Available Missions will involve S.O.P units getting to designated 

arenas throughout camp, where Z.O.R.T. and OA.Tactical Guard units will instruct primary patrol and 

district goals.  Mission goals involve ultimately assisting the Z.O.R.T.  Research Division and ensuring the 

survival and advancement of their patrol and district.  Each mission completed by any patrol gets Z.O.R.T. 

a little closer to a final cure for the BP Virus.  Compass, Map Reading, and Basic Scout Skills (including 

Scouts BSA to first class skills) are required by all Scout Operatives Patrols to complete their assigned 

missions.  A patrol must consist of at least 4 scouts and no more than 8 scouts.  If registered scouts 

within a Troop have less than 4 scouts in a patrol, they will be combined with other scouts to form a 

complete patrol.  There will be training on Saturday Morning, Preemptive preparation is recommended for 

all participants.  The Patrol Method, Battle Royale, Compass, and Apocalypse survival training 

cooperation techniques have been incorporated to assist mastering Z.O.R.T. goals and objectives. 

 

The Buddy System 

There have been many interpretations about zombies and their particular capabilities and flaws.  Please 

take special note, those are video games and movies; this is the real world.  The only thing that movies 

and games have taught us is that going alone is a very, very bad idea.  Cooperation and the Buddy 

System are essential and necessary for survival during this outbreak in all patrols.  Below are some 

examples: 

1) A trip to the bathroom; this is where a scout is very vulnerable.  Always check the 

bathroom with care as zombies are dead and can be very quiet at times.  Also remember 

that just because it’s not socially acceptable to climb under cubical doors, it doesn’t mean 

the zombies won’t do it.  When using a toilet, make sure you have a buddy near by the 

bathroom to watch out for zombies. 

2) You can’t always look in front of you and behind you at the same time.  Even though the 

common zombie is slow multiple zombies can surround you and trap you in a corner, so 

with the help of a buddy you have a better chance of clearing and keeping an area safe. 
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Zombie Disposal, Rules of Engagement, and Infection 

Zombies can only be disposed of by methods known and developed by the Z.O.R.T. Tactical Guard.  The 

Z.O.R.T. Tactical Guard has been trained in advanced Zombie Leave No Trace Disposal Methods.  A 

SCOUT SHOULD NEVER TRY ANY TYPE OF ZOMBIE DISPOSAL METHOD!!  Every attempt by a 

scout in the past has led to Zombification and ultimately disposal (and/or a trip home). 

Rules of engagement are simple.  No purposeful engagement wherever possible.  There is a Zero 

Tolerance for purposely having any zombie contact (especially any attempt at zombie disposal).  Survival 

is hard enough; the entire camp’s survival may hinge on tasks completed or the samples, data, or tested 

serums in a single patrol’s possession. 

Every Scout Operative unit is going into a active zombie area.  Zombies are known to have no fear, need 

no rest, and have a sense detecting live mammals (especially humans).  Zombies are unaware and 

uncaring of the “no contact” rule of engagement.  At certain times the unavoidable reality of zombie 

contact happens.  Any operative having physical contact (of any kind) with a zombie needs to report to 

the nearest Z.O.R.T. Tactical Staff member to receive a dose of ZOMBEX13, (a drug that can end most 

BP virus infections in early stages), more info will be available on Friday’s SITREP. 

 

The Plaque, Zombies, and Weather 

This is not a fair weather event.  This event is a rain, snow, or shine event.  This is a patrol based 

outbreak event.  If you are a lone scout, we will integrate you into a patrol.  A patrol should have a 

minimum of 4 scouts and a maximum of 8 scouts.  Natural patrols are recommended, as super patrols 

(patrols put together just for this event) are discouraged.  Regardless a patrol flag or patrol totem should 

be present to be regarded as a Scouts BSA patrol. (extra points will be awarded for patrol flags or totems 

that are brought) 

Common Zombie Characteristics Are: 

1) Pale-grey skin (this can vary per zombie) 

2) Unhealed wounds (if they were hit by a bus after Zombiefication, it will be ugly) 

3) Lack of communication skills (you will never have to argue with a zombie, but their 

constant groaning is annoying) 

4) Shuffling when trying to walk (you will never see one in the Olympics) 

5) One track mind (your brains, they will not be distracted by anything else “Brains, it’s not 

just for breakfast anymore”) 

6) Tend to travel in groups (sometimes called “Horded” or “Swarms”.  Very Dangerous-

AVOID WHENEVER POSSIBLE!). 

 

Zombies can operate in almost any weather without loss of capabilities.  Weather not listed below have 

no known effect on zombies. 
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Cold   

The exact temperature at which zombies cease to function is unknown.  It is believed they do slow down 

in the cold and may freeze solid in certain temperatures and conditions.  Unfortunately, when thawing 

occurs, they would regain their ability to renewed action.  Past Z.O.R.T. research suggest the BP virus 

produce a substance similar to Glycoprotein.  Glycoprotein depresses the freezing temperature of blood 

sufficiently to render the body immune to the cold.  If true, Zombies would then have a workable system 

that no longer needs to regulate internal temperature to function.  Meaning their blood would never 

convert into a solid, continuing to flow and power the body.  No matter the temperature, caution should 

still be used. 

 

Rain 

Zombie’s hill climbing effectiveness is reduced.  This applies more to unimproved surfaces.  They smell 

better after some of the nastiness is washed off. 

 

 

 


