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Build A City Event 
This event takes place on Thursday.  In this event, the Pathfinders are to set up camp without the 
physical help of adults.  The adults must stay outside of the camping area in which the camp is 
being set up. This is a timed event. 
 

Upon arrival and registration, the club will be given the number of the campsite their club will 
receive. Campsites will be assigned based on the number of people your club has registered by 
the camp registration deadline. (All campsites are approximately 75 feet deep) Your area 
coordinator or their assigned volunteer will show you to your club campsite. Do not unload 
ANYONE except for the director or their designee. Everyone else is to stay in their vehicles until 
directed by your area council member. 
 

Let your area coordinator/volunteer know you are ready to unload. Now everyone may exit their 
vehicles. The area council member will call time and the stopwatch will start counting once 
vehicles have been unloaded. (unloading will not be timed but should not take more than 15 
minutes).  All adults must stay out of the marked area and cannot touch any of the equipment. 
They can give instructions or encouragement.  No vehicle is to stay in the camping area, except a 
detached trailer and this must be moved into place before the event starts under the 
supervision of the area council member. The vehicle that moves it into place and ALL vehicles 
must be moved to the parking area and drivers must return to the campsite prior to the time 
being stopped for completion of this event; otherwise, 150 points will be taken off. 
 

When the camp is complete, the area council member is to be notified by the club director and at 
this time the event clock will stop.   
 

Camp inspection will be done by the area coordinator or designated representative. The 
inspection checklist is as follows: 
 

40 points 
Entrance and perimeter set up  
(including flags and the name of the club properly displayed) 
 

30 points 
Tents set up and aligned neatly (including staked down) 
Camp awnings/coverings/canopies are set up and tables arranged 
Kitchen set up including stove with proper hook-ups and food properly stored 
Wash station set up and Gray water station 
 

15 points 
Signage for gray water, first aid, director. 
Do not dig holes for gray water, clubs must take it in their own buckets to the gray water 
containers in the campgrounds. There will be several around the campgrounds. 
 

15 points 
Duty roster posted and Fire extinguisher near kitchen and not expired 
There will be a 10-point deduction every time an adult goes into the camping area or assists with 
any equipment. If the adults stay in the camping area for more than 2 minutes. There will be an 
additional 10-point penalty, with a 10-point penalty every 2 minutes. Clubs with less than 4 
Pathfinders may have one adult help but the adult is not allowed to speak while in the campsite 
area; therefore, teaching the pathfinders leadership should be considered and highly 
recommended.   
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Build A City Event – Cont’d 
 

Total Setup Time 
Less than 25 minutes 50 points 
25-35 minutes  45 points 
35-45 minutes  40 points 
45-60 minutes  35 points 
60-90 minutes  30 points 
90-120 minutes  20 points 
This event is worth 200 points 
 
50 extra points will be awarded for a mess kit rack and no disposable plates, bowls, cup, or 
utensils used by the Pathfinders, with Pathfinder washing their own dishes. This is so we do not 
produce unnecessary trash and teach our pathfinders to be responsible for chores and learn to 
thrive and be useful at home and their surroundings and to care for our planet. 
 
if your camp has no generator and uses other forms of lighting, your club will receive 100 extra 
bonus points 
 
Clubs arriving between 10:30p.m. and 11p.m. have a 100-point penalty 
Any club arriving after 11p.m. will forfeit this event (but they can still get the extra points).  
The gates will be closed at 11p.m.  They will not be allowed to set up their campsite until the 
morning without gaining points for set up but will receive the extra points for the mess kits. 
 
Be sure that no vehicle is left anywhere withing the camping area, whether near the club 
campsite or not; otherwise, the 150 points penalty will apply too. 
 
The list of items to set up during the time clock is not what a FULL campsite should have; 
therefore, be sure that your club finishes all that will be needed by your club throughout the 
weekend right after the actual event is timed. We want to be sure all pathfinders and staff set 
up a good campsite for a long weekend and be comfortable and continue to work as a team. 
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“Versed in Knots” 

Knot & Lashing Requirements from the Friend, Companion, Explorer, Guide Classes, Knot Tying, 

and Lashing honors. 

Memory Verses can be used for the Friend, Companion, Explorer, Ranger, Voyager, and Guide 

classes, and PBE teams. 

Teams of up to 6 Pathfinders. 

Maximum time for the event is 15 minutes. 

Basic requirement – build a bridge using lashing, then lay it on the 4-cinder block or bridge 

supports (1/2 size cinder block or cubes), and then cross over the obstacle (the pit of vipers) to 

the other side where “hope” awaits. 

Clubs will be provided with bridge making materials: 

5 rungs - 2"x2"x3'  

2 side supports - 2"x4"x8' 

10 ropes ¼"x15' 

4 bridge supports - ½ size cinder blocks (cubes). 

Pathfinders will run from the starting line to the materials then, construct a bridge (ladder) with 2 

poles and 5 rungs, set approximately 18 inches apart, using TIMBER HITCH and CLOVE HITCH 

knots with 5 SQUARE and 5 DIAGONAL lashings. 

The 5 rungs that are 3 foot long will be attached to the 8-foot-long poles with 5 square and 5 

diagonal lashings. Start all SQUARE LASHINGS with a CLOVE HITCH and then finish lashing with a 

CLOVE HITCH.  Start all DIAGONAL LASHINGS with a TIMBER HITCH and finish lashing with a CLOVE 

HITCH. (See lashing diagrams below.) 

Support the bridge (rungs attached on under side) on top of the 4 square cinder blocks over the 

“pit of vipers”.   

Upon completion, each team member will cross the bridge stepping on each rung. (You may offer 

a hand for balance to your fellow team members – if you fall off, start again.) After ALL team 

member have crossed over the “pit” they will pick 1 “Priceless Treasure” bag containing a jumbled 

Bible verse with each word and the reference text on wood blocks. The 12 possible Bible verses 

(chosen from the IA Classwork) are found below. As a team, arrange the words of the verse in the 

correct order. 

When the team finishes arranging the verse, they will cross back over the bridge. After the final 

team member is off the bridge time for the event will PAUSE. 
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“Versed in Knots”-Cont’d 

Bridge knots, lashings, and Bible verse are now checked by the judges, then time will re-start and 

the Pathfinders will disassemble their bridge/ladder and return the pieces neatly to the starting 

point.  Time then stops and the event will end. 

 

 

200 points possible 

10 points for each timber hitch, diagonal lash, clove hitch  10 X 5 = 50 points 

10 points for each clove hitch, square lash, clove hitch  10 X 5 = 50 points 

Correctly arrange the verse from the “Priceless Treasure” bag  = 20 points 

Bridge/Ladder holds for all team members to cross both times  = 20 points 

Elements disassembled and neatly returned to start   = 10 points 

All Club Member participate      = 20 points (scores will be averaged) 
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“Versed in Knots”-Cont’d 

Time < 6 min = 30 points  

Time 7 - 9 min = 20 points 

Time 10 - 12 min = 10 points 

Time 13 - 15 min = 5 points 

Total Time >15 min, event ends = 0 points for time, points awarded only for parts completed.  

(Should take 5 minutes for team of 6 to do 10 lashings, 30 seconds for Bible verse, 2 minutes 

disassembly for team of 6.) 

 
Bible verses version is New King James. 

Prayer: 

My voice You shall hear in the morning, O Lord; In the morning I will direct it to You, And I will look 

up. Psalms 5:3 NKJV 

Doctrine / 28 Fundamental Beliefs: 

You shall love the Lord your God with all your heart, with all your soul, and with all your strength. 

Deuteronomy 6:5 NKJV 

Remember the Sabbath day, to keep it holy. Six days you shall labor and do all your work, but the 

seventh day is the Sabbath of the LORD your God. In it you shall do no work: you, nor your son, nor 

your daughter, nor your male servant, nor your female servant, nor your cattle, nor your stranger 

who is within your gates. For in six days the Lord made the heavens and the earth, the sea, and all 

that is in them, and rested the seventh day. Therefore, the Lord blessed the Sabbath dan and 

hollowed it. Exodus 20:8-11 NKJV 

 

“Versed in Knots”
Ropes, 6’  (10ea)
2”x4”x8’  (2ea)
2”x2”x3’  (5ea)
8”x8” Cinderblocks  (4ea)
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“Versed in Knots”-Cont’d 

All Scripture is given by inspiration of God, and is profitable for doctrine, for reproof, for 

correction, for instruction in righteousness, that the man of God may be complete, thoroughly 

equipped for every good work.  

2 Timothy 3:16-17 

Behavior: 

See that no one renders evil for evil to anyone, but always pursue what is good both for 

yourselves and for all. 

I Thessalonians 5:15 NKJV 

Do not love the world or the things in the world. If anyone loves the world, the love of the Father 

is not in him.  

I John 2:15 NKJV 

Salvation / 28 Fundamental Beliefs: 
If we confess our sins, He is faithful and just to forgive us our sins and to cleanse us from all 
unrighteousness. 
I John 1:9 NKJV 
 
Relationships / PBE: 
Greater love has no one than this, than to lay down one’s life for his friends. 
John 15:13 NKJV 
 
Promises/Praise: 
Therefore submit to God. Resist the devil and he will flee from you. 
James 4:7 NKJV 
 
Honor your father and your mother, that your days may be long upon the land which the LORD 

your God is giving you.  
Exodus 20:12 NKJV 
 
Great Passages: 
Your word I have hidden in my heart, That I might not sin against You. 
Psalms 119:11 NKJV 
 

And Elijah came to all the people, and said, “How long will you falter between two opinions? If the 

LORD is God, follow Him; but if Baal, follow him.” But the people answered him not a word.  

I Kings 18:21 NKJV 
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Knot Tying Relay 
Number of Pathfinders 10 

Materials Needed Minimum Rope Size (9-6ft Rope, 1-9ft 
Rope) 

Possible Points 220 

Bonus Points Possible 40 

Total Grand Points Total 260 
 

Knots required for the event will have to be tied in the order numbered below – no exceptions.  
No pathfinder is allowed to participate more than one time.  
 

The event must be filled by 10 different pathfinders.  
Every club must bring their own supplies. We will ONLY provide the stick. 
The knots for this event are taken from the Knot Tying Honor for the pathfinders.  
 

Point Structure (220 Points): 
- 100 Points if event is finished under 6 Min 

- 10 Points for every knot tied correctly (100 possible points) 

- 20 points for all knots saying together during the final run to the finish line. 

- 20 BONUS points if event is complete under 6 min 

- 40 BONUS points if event is complete under 4 min 

Possible Point Deduction 
- 10-point deduction for every 30 seconds over 6 min 

- 5-point deduction for every know tied incorrectly 

- 10-point deduction for knots falling apart or falling from the pole during the final run to the finish 

line 

Event Description 
Using the 6-foot ropes the pathfinders will run 50 feet to a stick on the ground and will start by tying the 
clove hitch knot leaving enough slack on the rope for the next pathfinder to tie the 2nd knot – order of the 
knots detailed below. Knots 1-7 and 10 will be tied together. The knots chosen for this part are designed to 
join two ropes together.  Knots #8 and #9 will be tied at the pole – these two ropes do not need to join 
The last pathfinder (10th pathfinder) will tie (using the 9-foot rope) a bowline around his/her waist and pull 
the stick 30 feet to the finish line without the other knots falling apart. All the ropes and the stick must 
cross the finish line to stop the time and receive the points.  

1. Uni Knot 

2. Fisherman Knot  

3. Square Knot 

4. Hunter’s Bend Knot 

5. Quick Hitch 

6. Carrick Bend 

7. Double Sheet Bend Knot    

8. Clove Hitch     

9. Two Half Hitches 

10. Bowline 

Sources: https://wiki.pathfindersonline.org/w/AY_Honors/Knot_Tying/Requirements   
https://www.animatedknots.com/basic-knots                                       

about:blank
https://www.animatedknots.com/basic-knots
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Sprint to the finish 

Bowline - tied around 
the pathfinder waist 

 
 
 
 
 
 
 

Uni Knot 

 
 
 
 
 

 
Fisherman 
Knot 
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Carrick Bend 
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Clove Hitch 

 
 
 
 
 
 
 
 

Two Half 
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6 Foot Rope 

Move the clove hitch to 
the pole 
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7 The Double Sheet Bend 
uses a second turn around 
the thicker rope. It is 
recommended when there is 
a great difference in the 
diameters of the two ropes. 
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10 

This knot will be tied around the pathfinder, 
run while pulling the stick and the other knots 
across the finish line to stop the time. 
 
If practiced, this knot can be done with one 
hand. 
 
With the rope round your back, hold about half 
a meter of the short end in your hand. 
 
Hook the standing end with your thumb to form 
a loop around your hand. 
 
Pass the short end round the standing 
end and pull it back through the loop. 
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The Catapult 
In the Ancient Greece, in the city of Philippi, the instruction of the young men 
was of a priority in the development of holistic (mind, body, spirit and moral) 
skills.  
In planning this event, our Keene Fort Worth Area is connecting these principles 
to the Pathfinder guidelines. Our purpose is to encourage our pathfinders to 
build team, listening, and social skills. Moreover, to strengthen their knot skills 
by participating in a fun and practical event. 
  

Materials Supplied by KFW Area 
4 wood boards’ 2”x4”and 8’ feet long  
2 wood boards’ 2”x4”and 6’ feet long  
4 wood boards’ 2”x4”and 4’ feet long  
14 pieces of rope 1/4 in diameter of 16 feet  
2 pieces of rope 1/4 in diameter of 8 feet  
1 Water balloon launcher (less than 100 feet) 
1 Flag with a stand  
1 Stand for the flag 
 
Materials Supplied by Pathfinder Club 
15 Water Balloons (Need 10 for event) 
6 Helmets (or enough for each team member) 
6 Eye Goggles (or enough for each team member) 
 

 

         

 
 
 

Goal: 
To build the catapult and to shoot the water filled balloons at the flag within the 
maximum time of twenty (20) minutes.  Special hint: you may get wet! 
 

Team Preparation: 
1. Each club will select Pathfinder teams of five to ten members. 
2. Each team will bring a minimum of 15 water filled balloons to the event. 
3. When catapult is completed, the team will aim and shoot the water filled 

balloons at the target flag directly across from them.  
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The Catapult-Cont’d 
Catapult Procedure  
1. A line will mark the starting area. An area will be marked as the “BUILDING” 

area.  
2. Pathfinder teams will be lined up in front of each other at a reasonable 

distance (distance to 
       be determined by event facilitator).  
3. When the judge blows the whistle, the Pathfinder teams will run to where 

the material is located to build the Philippi Catapult. [Use the Cannon 
Slingshot as example.] 

4. The bottom of the structure will be made with square lashes.  
5. The sides (legs) of the structure will be made with diagonal lashes.  
6. The support part of the structure will be made with diagonal lashes.  
7. The support legs will be tied to the bottom and the support bars will be 

added using diagonal lashes.  
8. The Pathfinder team will lift the structure to an upright position.  
9. Tie the slingshot to the top of the support legs using a round lash. 
10. Stand your team flag next to the front of the structure – 1 foot apart.  
11. As soon as you finish building the structure and tie the slingshot, you can 

start firing the water balloons. You cannot start before the structure is 
finished.  

12. Using the 15 water balloons, try to knock down the team flag of the opposite 
club.  

13. The clock will stop when all the water balloons are fired, or the opposing flag 
is knocked down. 
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The Catapult-Cont’d 

 
 

Points  
Maximum      200 points  
Participation      50 points 
 

Types of Lashes  
Square lashing      20 points maximum  
Diagonal lashing     20 points maximum  
Round lashing      20 points maximum   
 

Judge Criteria for Lashing: 
1. Only one lash will be inspected for each type. 
2. The judge will select 1 lash per type. 
3. Judge will give up to 5 points, using the criteria below, for each type of lash. 
   

Beginning with the correct knot 5 points 

Finishing with the correct knot 5 points 

Lash made with aesthetics (good looking) 5 points 

Strong lash 5 points 

 

Target  
Knock down the opposing team flag               20 points  
 

Time  
Less than 6 minutes 65 points 

6:01 to 7 minutes 60 points 

7:01 to 8 minutes 55 points 

8:01 to 9 minutes 50 points 

9:01 to 10 minutes 45 points 

10:01 to 11 minutes 40 points 

11:01 to 12 minutes 35 points 

12:01 to 13 minutes 30 points 

13:01 to 14 minutes 25 points 

14:01 to 15 minutes 20 points 

Over 15 minutes 15 points 
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Good and Bad Plants 
 
For this event you will be working with the whole club in the form of a relay race.  
25 feet away from the starting line will be a stack of cards, and a board with tabs 
to place cards.  Run to the board, select one card, and place it by the name of the 
plant the card is describing or picturing.  Once they have placed the card, they 
run back to the start line and tag the next club member.  They then go to the 
back of the line.  They will continue to rotate through the club until all 25 cards 
have been placed.   Pathfinders are allowed to fix one mistake from previous 
club members by moving a card.  They are allowed to move only one card.   This 
is a timed event.  This event will be all in English. 
   
The plants in this event have been sent in a separate document.   
 
There are 8 “good” plants and 10 “bad” plants.    
 
Note that there are multiple pictures and long descriptions.  The cards will either 
contain one of the pictures or a short summary of the plant.    
 
There are a possible 32 cards, but the club will only have 25 for the race.   
 
The following points will be awarded for the 25 cards completed under the times 
below: 
Under 12 minutes 200 Points 

Between 12-15 minutes 175 Points 

Between 15-20 minutes 125 points 

Five points will be deducted for every card placed incorrectly. 
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DRILL RELAY EVENT 
 

INSTRUCTIONS: 
 

• Upon arrival at the event, clubs are required to approach the check in 
desk for basic instructions such as lane position. 

 
• The ENTIRE CLUB should be in attendance. Pathfinders will be chosen at 

RANDOM for each section at the event, with no repeated members (A 
Pathfinder can only join one section of the relay). The commander will be 
chosen from the options the club will present at event. Adjustments will 
be made with smaller clubs. Information about the type of adjustment 
will be presented upon arrival at check in desk. All sections will be done 
simultaneously, except for small clubs. 

 

• Pathfinders and staff who are not chosen to participate in the event are 
to be positioned off the field, including staff taking photos. 

 
• Clubs are required to wear CLASS C uniform. 

o CLASS A: FULL Pathfinder uniform 
o MODIFIED CLASS A: FULL Pathfinder uniform WITHOUT sash 
o CLASS B:CLASS A uniform shirt with a neckerchief and slide and 

non-uniform bottoms (jeans, shorts, etc.) 
o CLASS C: Field Uniform; 

Club/Conference/Union/Division/Camporee shirt with non-
uniform bottoms (jeans, shorts, etc.) 

 
• It is REQUIRED to wear running shoes, no slippers are allowed for safety 

concerns. If team members need to leave the event to change their 
footwear, it will cause the club to lose their spot in the queue. 
  

• This event will NOT allow any repeated attempts or reconsideration of 
the final score from the club (staff, parents, and pathfinders). 

 
 

• MAX TIME: 8 minutes. Whistle will indicate start and end times for all 
sections. Even if a section is incomplete, the club must leave the floor 
immediately to avoid further deductions. 

 
 

• TOTAL POINTS: 200 (BONUS +5 specifically for drill routine; see below); 
No half points allowed. 
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DRILL RELAY EVENT-Cont’d 
 

SECTION 1: DRILL ROUTINE 
• TIME: 8 min (+5 bonus points between 6-7 min) 
• TEAM MEMBERS: 10: 9 Pathfinders + 1 Commander  
• TOTAL POINTS: 102 (+5 bonus points for time) 

o Commander requesting permission to enter/exit: 10 points 
o Routine/Drill Unit: 62 points (If all commands are executed 

correctly) 
o Commander calling routine in order: 20 points 
o Unit within Boundaries: 10 points 

• DEDUCTIONS: Out of boundaries: 1 point for every occurrence. 
• IMPORTANT NOTE: Starting point of routine will be shown to 

commander by Drill Master 
• DRILL MANUAL: NAD Pathfinder Drill Manual 1989 

 
REQUESTING PERMISSION TO ENTER DRILL AREA: 5 POINTS 

1. Approach Drill Master. 

2. Execute a PRESENT ARMS while stating:  

3. “Sir/Ma’am, the [CLUB NAME], from [CHURCH NAME] in the TEXAS 

CONFERENCE, from the SOUTHWESTERN UNION, requests permission to 

take/enter the field/floor, Sir/Ma’am.” (No exceptions of modifications) 

4. Wait for the Drill Master to HAND SALUTE.  

5. Execute ORDER ARMS and an ABOUT FACE. 

6. The Time will start when FALL IN is given by the Club Drill Commander 
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DRILL RELAY EVENT-Cont’d 
 

COMMAND LIST: (MUST BE CALLED IN ORDER) 
 

1. Fall in 
2. Open Ranks March 
3. Dress Right Dress 
4. Ready Front 
5. Close Ranks March 
6. Present Arms 
7. Order Arms 
8. Parade Rest 
9. Stand at Ease 
10. At Ease 
11. Rest 
12. Attention 

13. Left Face 
14. About Face 
15. Forward March 
16. Right Flank March 
17. Left Flank March 
18. Column Right March 
19. To the Rear March 
20. To the Rear March 
21. Column Right March 
22. Eyes Right 
23. Ready Front 
24. Column Right March 
25. Change Step March 
26. Column Right March 
27. Ready Halt 
28. Left Face 
29. Right Step March 
30. Ready Halt 
31. Dismissed (After asking permission to exit the Drill Area) 
 

REQUESTING PERMISSION TO EXIT DRILL AREA: 5 POINTS 
•  Approach Drill Master. 

• Execute a PRESENT ARMS while stating:  

• “Sir/Ma’am, this has concluded our drill, permission to exit the field, 

Sir/Ma’am.”  (No exceptions of modifications) 

• Wait for the Drill Master to HAND SALUTE.  

• Execute ORDER ARMS and an ABOUT FACE. 

• Time will end when the ENTIRE CLUB is COMPLETELY OFF the drill 

boundaries. 
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DRILL RELAY EVENT-Cont’d 

 
SECTION 2: UNIFORM 
 

• Time: 8 min 
• Team members: 2 Pathfinders 
• Total points: 30 
• Deductions: Incorrect placement: 1 point for every occurrence. 

 

LINKS TO UNIFORM SPECIFICATIONS 

• https://www.clubministries.org/pathfinders/pathfinder-uniform-
standards-nad/  

 
 

• http://clubministries.org/wp-content/uploads/UniformPolicy2016v1.pdf   
 
 
This portion will be hands-on. Pathfinders will be given a description of a 
Pathfinder and construct their uniform based off the description.  
 
EXAMPLE: Hello my name is Kaila Cisneros; I am currently the Texas Drill and 
Drum Corps coordinator. I am an invested Master Guide, who has completed all 
6 Pathfinder classes. I was never able to complete the TLT Program because it 
was in its developing stages when I was a teenager. Since I was 17, I have been a 
staff member of my club (I am now 34). My drill and marching honor is the only 
honor that is an advanced honor. I am baptized member of the Seventh-Day 
Adventist Church. 
 
 

1. Correct Master Guide Paraphernalia (Correct neckerchief with red lining, 

patches, pins, etc. 

2. Staff Service Star: 17 years of service 

3. Advanced honor star on the specific honor 

4. Baptismal pin with correct placement  

5. White Shoulder Cord  

  

https://www.clubministries.org/pathfinders/pathfinder-uniform-standards-nad/
https://www.clubministries.org/pathfinders/pathfinder-uniform-standards-nad/
http://clubministries.org/wp-content/uploads/UniformPolicy2016v1.pdf
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DRILL RELAY EVENT-Cont’d 
SECTION 3: FLAG RAISING 
 

• Time: 8 min 
• Team Members: 8 Pathfinders (2 Commanders, 6 Pathfinders 

folding/unfolding) HALF of the group will execute flag raising, and the 
other half will execute flag lowering. 

• Total points: 36 
o Flag tightness: 5 points 
o Correct sequence: 21 points 
o Flag not hitting ground: 10 points 

• Deductions: Incorrect placement: 1 point for every occurrence. 
 

REFERENCES TO FLAG FOLDING/UNFOLDING 
 

FOLDING VIDEO: https://www.youtube.com/watch?v=2Seknm1avVg  
 

The traditional method of folding the flag is as follows: (Unfolding process done in 
reverse) 
 

(A) Straighten out the flag to full length and fold lengthwise once. 
 

 
 
(B) Fold it lengthwise a second time to meet the open edge, making sure that the union 
of stars on the blue field remains outward in full view. (A large flag may have to be 
folded lengthwise a third time.) 
 

 
 
(C) A triangular fold is then started by bringing the striped corner of the folded edge to 
the open edge. 
 

 
 
(D) The outer point is then turned inward, parallel with the open edge, to form a second 
triangle. 
 

 
 
 
 
 
 

https://www.youtube.com/watch?v=2Seknm1avVg
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DRILL RELAY EVENT-Cont’d 
 
(E) The diagonal or triangular folding is continued toward the blue union until the end is 
reached, with only the blue showing and the form being that of a cocked (three-corner) 
hat. 
 

 

 
SEQUENCE OF RAISING / LOWERING 

 

FLAG RAISING 

1. Commander approaches Drill Master 
2. Execute HAND SALUTE 
3. Receive flag with open arms 
4. Wait for drill master to HAND SALUTE 
5. Execute ABOUT FACE  
6. March to members at poles 
7. Unfold flag, clip flag, and unhook ropes simultaneously 
8. Execute PRESENT ARMS as American Flag is being raised 
9. Execute ORDER ARMS as after flag is secured 
10. Execute ABOUT FACE 
11. Leave field 
12. Tag lowering team 

 

FLAG LOWERING 

1. Unhook ropes and lower flag 
2. Execute PRESENT ARMS while American flag is being lowered 
3. Start folding process of flag while other team members unclip flag from 

ropes 
4. After successfully folding the American flag, approach the drill master. 
5. Wait for drill master to HAND SALUTE 
6. Hand over flag 
7. Execute HAND SALUTE 
8. Execute ABOUT FACE and rejoin group 
9. Execute DISMISSED and leave field 
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DRILL RELAY EVENT-Cont’d 
SECTION 4: REQUIRED KNOWLEDGE – please refer to the new “Ceremonies 
Guide” if needed at AdventSource 
 

• TIME: 8 min 
• TEAM MEMBERS: 4 Pathfinders  
• TOTAL POINTS: 32  
• DEDUCTIONS: Incorrect answer: 1 point for every occurrence. 

 

1. What is your favorite Bible verse? 
 Answers may vary.  
 

2. List the 6 Class Levels in Order: 
ANSWER:  
 Friend, Companion, Explorer Voyager, Ranger & Guide  
 

3. Be able recite the pledge: (With correct hand placement: Right hand over 
heart) 

• ANSWER: By the grace of God, I will be pure, kind, and true. I will keep 
the Pathfinder Law. I will be a servant of God and a friend to man. 

 

4. Be able to state any of the Pathfinder Laws ("what is the 5th Law?") by 
number. 

• ANSWER: (With correct hand placement: Right hand 90 degrees 
upright to side of body) 

The Pathfinder Law is for me to:  
1) Keep the morning watch 
2) Do my honest part 
3) Care for my body 
4) Keep a level eye 
5) Be courteous and obedient  
6) Walk softly in the sanctuary  
7) Keep a song in my heart 
8) Go on God's errands. 

 

5. Be able to recite the pledge of allegiance (rendering proper salute): 
• ANSWER: I pledge allegiance to the Flag of the United States of America, 

and to the Republic for which it stands, one Nation under God, indivisible, 
with liberty and justice for all. 

 

6. Be able to recite the words to the Pathfinder Song? (Both English and 
Spanish allowed) 
 

Oh, we are the Pathfinder strong  
The servants of God are we.  
Faithful as we march along, In kindness, truth and purity. 
A message to tell to the world, A truth that will set us free,  
King Jesus the Savior’s coming back for you and me.  

 
 

https://www.adventsource.org/search?query=ceremonies&section=other
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DRILL RELAY EVENT-Cont’d 
7. EMBLEM QUESTIONS: 

1. Red: Sacrifice that reminds us of Christ  
2. White: Purity and righteousness of Christ's life in our lives  
3. Blue: Loyalty to our God in heaven, Parents, and our Church  
4. Gold: Excellence which the Pathfinder Club has a high standard of to help 

build strong character  
5. 3 Sides: Completeness of the Godhead (Father, Son, Holy Spirit)  
6. Tripod of Education: Mental, Physical, Spiritual  
7. Shield: Protection "Fear not I am the shield" 
8. Sword: Bible "The sword of the Spirit is the Word of God"  

 
8. Differences between class uniforms? 
 

• CLASS A: FULL Pathfinder uniform 
• MODIFIED CLASS A: FULL Pathfinder uniform WITHOUT sash 
• CLASS B: CLASS A uniform shirt with a neckerchief and slide and non-

uniform bottoms (jeans, shorts, etc.) 
• CLASS C: Field Uniform; Club/Conference/Union/Division/Camporee shirt 

with non-uniform bottoms (jeans, shorts, etc.) 

  
9. When you are raising the flags, which flag ascends first and descends last? 

• ANSWER: American Flag 
 
10. When is it appropriate to say AS YOU WERE SIR/MA'AM? 

• The command can be said by the club ONLY in a Drill Down event. 
• For all other settings (Exhibition) If an improperly given command is not 

revoked, the Pathfinders execute the movement in the best manner 
possible.  
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The Good Samaritan 
 
This event will be based on the specialty of first aid. Five Pathfinders will be 
required to carry out this activity. For this event, three scarves, two flagpole 
poles, the necessary rope to make the stretcher (4-10ft and 1-23ft), 2 poles for 
stretcher separators, safety pin for the arm bandages, and memorize and recite 
in the English language Luke 10:36 in the New King James Version. Each club 
must bring its own material. 
Steps 1.- The injured must be lying down half the distance of the total route 
before the competition begins. 

 
Step 2.- The next participant must run to where the injured is and make a 
bandage on his head. Once done, he must return to the starting line. 

Square knot 
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The Good Samaritan- Cont’d 

Step 3.- The next participant must run to where the injured Pathfinder is, and 
bandage his arm with a scarf, when the bandage is finished, he must return to 
the starting line. 

 
Step 4.- The next participant must run to where the injured is and bandage his 
foot with a scarf. Once done, he must return to the starting line. Remember the 
foot must be without the shoe as the picture shows. 
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The Good Samaritan- Cont’d 

Step 5.- The four participants who are on the starting line must run to where is 
the injured Pathfinder, assemble the stretcher and transport him to the finish 
line.  
Step 6.- When they reach the finish line, the clock will stop to record the total 

time. 

 

Step 7.- When the line judge indicates, all the members of the team at the same 

time, should repeat the memory verse in English. 

 

 

But a certain Samaritan, as he journeyed, came where he was. And when he saw 

him, he had compassion. Luke 10:36 

 

 

 

 

 

 

Flagpole 
pole 

Clove hitch 
 
 

Separating 
poles Square lashing 
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The Good Samaritan- Cont’d 

 

Points 

Maximum         200 points 

➢ Participation        50 points 

➢ Correct Bandages (Head, Arm, foot)     30 points 

➢ Square Lashing and Clove hitch     30 points 

➢ Stretcher assembly       30 points 

➢ Correct memory verse      30 points 

➢ Time 10 minutes       30 points 

Between 11 – 15 mins 25 points 

Between 15 – 20 mins 20 points 

 

Note: 

If the injured Pathfinder falls off the stretcher, 20 points will be deducted 
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Ultimate Master Guide Race – Pathfinder Edition 
 

Introduction 

Fitness and Endurance racing is a form of sport which is meant to test the durability or endurance of 
Pathfinders. More men and women are competing in extreme races—military or adventure-style events that 
may include unreasonably tough running terrain, feats of strength, and obstacles of different difficulty. There 
are over 20 types of extreme races and all of them are designed to test the strength and will to cross the 
finish line. 
 

Objective 

The race is based on modern endurance races where Pathfinders will need to overcome obstacles and 
challenges along the way. You need to be fit to participate. The race itself will be 1.5+ miles long and will have 
obstacles that you will need to go over, under or through. 
 

Participants 
10 Pathfinders total from the Ranger, Voyager and Guide classes can participate 
but need to be fit and agile and sign a waiver before the race. The waiver will be 
attached to event description for both, pathfinder, and parent and or legal 
guardian to sign. We highly recommend that you exercise regularly and consult 
with your doctor before the race. 
 
The waiver form is based on the full Master Guide Race; therefore, the obstacles 
will not be as much nor as dangerous, but the form cannot be modified, so 
parents need to sign it as is. The waiver must be presented at the event, filled 
out completely and signed by parent/guardian; otherwise, Pathfinders will not 
be allowed to participate and will not get points for showing up to the event. 
 

The list of obstacles and detailed race event will be sent in a different document. 
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Pin Trading 
 

We will have a pin trading activity Saturday night after vespers in the main tent.  Bring your International 
Camporee pins you wish to trade. Maybe you can find the one pin you are missing! 
Encourage your pathfinder groups to get the honor before camporee. It is not a requirement, but highly 
encouraged.  
 
Here is the link to the Honor with the key 
https://wiki.pathfindersonline.org/w/AY_Honors/Pin_Trading/Answer_Key 
 
#7-9 Talks about pin trading etiquette  
 
 
 

Sabbath Parade 
 

We will be having our parade on Sabbath morning as usual.  Instructions on when and where to meet 
will be given out at Camporee when you get your packet on arrival.  Remember you will be marching 
with your Diamond club guidon if you have one.   Also, if your club has a banner, please bring it to march 
with you also.   
Banner Specifications: 8ft x 3 ft with pole pockets. 
If you have a drum corps, please contact us. 
 

about:blank

