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At the start of every season, you and your Lair will sit
down to talk about what adventures you would like to
have. There's no one best way Lo do this, but you will
probably find it helpful to use the Jungle Map to ensure
that you are planning adventures that touch on all of the
Prograrm Areas,

For example, in the fall your Lair rmight plan to go hiking
{Active & Healthy Living) and take pictures of your
adventure. Later, you'll team up to create 2 collage of
your adventure using the pictures you took {Creative
Expression). For one of your evening meetings, your Lair
can ﬁrgamze a guest 5p=eal;er I‘r:'_:m your cammug ity like 3
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camp (Outdoors), where & ;;.:"-_.i"
roadside clean-up (Enuiton ). Your Lair could plan to
organize an exciting@a

Et.'.-f saccer for the Beauer Scouts
{Lea::lf.-fship] On your last rig Sur Ll

The Outdoor Adventure Skills program is an invitation for
yau and the Cubs in your Pack to try something new—to be
outside, testing yourselves with challenges while always
staying safe. tach Outdoor Adventure Skills pathway is
divided into nine stages with a badge awarded for each
stage. Keep in mind that the purpose of the program is not
the badge, Rather, the Outdoor Adventure Skills should be
seen as tools to support the Plan-Do-Review process and
sharing great experiences in nature,

The Qutdoor Adventure Skills are for all Sections, from
Beaver Scouts to Rover Scouts. it's not very likely that you
will reach Stage 3 in any of the Outdoor Adventure Skills
pathways while you're in Cubs. You can keep progressing,
however, when you become a Scout,

To find out more, visit Canadianpath.ca

At the end of the season, take the time to review your
adventures. Use the Program Quality Standards to get a
sense of what kinds of adventures your Pack should be
sharing, and to get an idea of some of the questions you
should take the time to answer, Have you spent enough
nights camping? What adventures did you enjoy? What
did not go quite as you hoped? How would you do
things differently in the future?

Reviewing is an important part of your program cycle.
A good review will help you to plan your adventures for
the next season!
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Plan-Do-Review is the three-step 55 that you and
your fellow Cub Scouts should use far each and every
adventure. |n fact, while there are three distinct parts of
Plan-Do-Review, you might think of the process as a
never-ending cycle. Every review your Lair or Pack shares
will contribute to better planning for your next adventure.

Let's build your adventure! A good plan will help you and
your Lair to thinkabout problems that might happen, and
came up with solutions so that everyone can have as much
fun as possible when you share your adventures. A big part
of planning is thinking of how everyone will stay safe. It's
alsa important to think of everything you need for your
adventure,

Some guestions you can ask yoursetves when planning are:

» When and where will we share our adventure? How will
we get there?

« What gear do we need?
« What skills should we practise?
*  How can we stay safe on our adventure?

= Has everyone agreed to all of the details?
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After coming up with a good plan, voushould be all set to
nave an awesome adventure with your Lair or Pack.

Before getting started, review your plan.

+  Did everyone come prepared with the night clothes and
the right gear? ;

Have you checked the weather forecast, and are you
prepared for changes in the weather?

Keep your plan in mind when sharing your adventure, and
stick to it! If something comes up that was not planned,
take time to talk things over &s a team.

Stay safe.

At the end of every adventure, celebrate with your Lair or
Pack the fun time you shared. This s also a chance to talk
about what went smoothly, discuss what did not go to
plan and think about new things to try in the future.

Some guestions you might ask yourselves include:

what do we know now that we did not
know before?
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«  What did we do to stay safe on our Eduﬂﬂturé?:_
What did we do to get along as a team? |
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- ‘What would we do differently next time?

= What problermns did we have, and how did we
solve thermn?

. What made this adventure fun?

. What about the adventure wasn't mucvun?
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The Personal Achievement Badges are an opportunity for
you T0 explore your own interests in your own way. Each
Personal Achievement Badge has four requirements - but
you decide what these four requirements will be! How will
you challenge yourself? Don't worry about what any other
Scout does for the same badge - the idea is to set
requirements that will be a brand new experience and fun
to do, Use the Plan-Do-Review process to develop your
skills and gain new knowledge.

For descriptions of the each badge and requirements you
might like o set for yourself, visit Canadianpath.ca

The 1& Personal Achievement Badges are:

In making your Cub Scout Promise, you said you will

do your duty to God. There are many ways that you can
do this. One way might involve earning the Religion in
Life emblem,

To help you earn this award, you need to get a
pamphiet outlining the requirements for the faith of
your choice from your Council office or Scouts Canada’s
wiebsite. Ask ane of your Scouters to help you get it
Usually, an adult from your faith will be appointed to
help you with the requirements

When you have completed the requirements, you will
be presented with both an emblem and a certificate.
Your Scouter will probably arrange for a spiritual leader
of your faith to present them to you at an appropriate
occasion—perhaps at a religious service,

The Religion in Life Award has five stages. The
emblem's outside border colour [yellow, green, blue,
red, and purple—adults only) shows which stage you
have earned.

The Spirituality Award is

D designed for the youth
ber who | il
ffw member who is presently

excluded from earning a

Religion in Life Award by not
belonging to a specific faith

. community. To help you eam
this award, obtain a pamphiet

outlining the requirements
from Scouts Canada's website,

Purpose: Demonstrate an ability to speak in
anocther language.

Requirements:

1, Show you know a language other than your first by
talking on a subject of your choice for 5 minutes.

¢. The person to whom you are speaking or reporting to
must agree that your pronunciation and grammar are
basically correct and age-appropriate,

| SPEAK JE PARLE
EMGLISH FRANCAIS

PARLO ICH SPRECHE
ITALIANG

DEUTSCH

| promise to do my best,

To love and serve Cod, to do my duty to the Queen;

To keep the law of the Wolf Cub pack,
And to do a gpood turn for somebody every day.

The Cub respects the Old Wolf,
The Cub respects himself/herself.

Do Your Best

The Seeonee Award is the top
award you can receive while
in Cub Scouts, You will
receive the award when you
complete the following
requirements;

PERSOMAL PROGRESSION

Review your personal progression with your Lair and
Scouters. Think about how you've grown over your time in
Cub Scouts,

OUTDOOR ADVENTURE 5KILLS

Complete 10 stages of Cutdoor Adventure Skills. You may
choose to make progress across several Outdoor Adventure
Skills or focus.on making great progress in a few Cutdoor
Adwventure Skills.

SEEONEE AWARD PROJECT

This is the “capstone” project of Cubs, typically completed
in your last year before you move up to Scouts, With the
approval of the Howler Council, you will complete a
challenging project to address an issue you care about and
that will help a community ({local, national or international)
using the following Plan-Do-Review framewaork.

SERVICE HOURS

To achieve your Seeanee Award, you must complete 15
n:urrmunrt:r service hours. These hours can include the time
you spent on your Seeonee Award project.

PLAN: PEER PLANNING

AND RISK ASSESSMENT

a. Choose a project that matters to you and that you
believe will matter to a community. This community
could be:

« Local (your town, school, church, hospital, etc)

- National (Canada)

» International (outside Canada)
Problems that you may address with a capstone Seeonee
Award project include (but are not limited to): education,
poverty, pollution and consenvation.
You might paint benches or picnic tables for a local park,
assemble care packages for armed forces members serving
overseas or acquire new and used school supp!ues to send to
a foreign school in need

b. Create a project plan that inciudes a schedule, a budget
and a list of supplies.

c. Present your plan to your Howler Council for its approval.

Your Scouter will need to approve the risk management
components of the project.

DO
Carry out your project.
REVIEW

Present the results of your project to your Howler Council,
Lair or Pack This is a significant review that's more than just

. about the project. Your review should also reflect on how,

YOUr experience was a personal journey.

Howlers, it is now time to scout ahead to find new
hunting grounds. Seex out a place called the village. The
village will offer new trails to discover and adventures to
experience

You are becoming a Scout. You can continue progressing
On your journey by going on bigger adventures, pursuing
higher stages in the Outdoor Adventure Skills and taking
on new rotes in the Troop.

Your time as a Cub Scout is coming to anend. Take what
you have learned as you continue your Scouting jourmney
with the Troop. Have fun!
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Cwer yaur time in Cubs, you

o will likely have shared a

- number of adventures with

" the Scout Troop. In your third
year of Cubs, youwilldo a
little bit more to get ready
for your next big challenge:
becoming a member of the

. Seout Troop.
Mermbers of the Scout Troop

will get together just with the Howlers. This visit could
happen at a Pack meeting, or you might share a special
linking adventure without the other Cubs from your Pack.

“The Scouts will explain what is involved in their Section

and answer any questions youmight have.

“You will alsa have an opportunity to go to a Scout meeting

1o get a first-hand feel for how Scouts is different from

what you have already experienced
in Cubs.

At the end of the Scouting Year, you will take part in a
spedial ceremony to move from the Pack to the Troop,
Mary Croups will have a big ceremony for all of the youth
who are moving from one Section to the next. Your
Canadian Path link badge will be presented to recognize
your time in Cubs. Wear it proudly on your Scout uniform!

Canadianpath.ca/cubs

You will find Trail Cards, planning templates,
personal progression charts and other itéms to
help you on your Scouting journey




Your Jungle

Your Jungle Map includes a number of places that you can
visit to have different kinds of adventures.

Each year, your Pack starts its Jungle Journey at Council Rock
(look for the howling wolf on the left side of the map). At
Council Rock, you are presented with your whiskers

and become a Tracker (a first-year Cub Scout), a Runner

(a second-year Cub Scout) or a Howler (a third-year

Cub Scout).

After Council Rock activities, you get together with a smaller
team of Cubs called a Lalr. Your Lair brainstorms what
adventures you would like to share for each area on the map.
The Howlers from each Lair will collect the suggestions they
hear and bring them to the Howler Council to decide what
adventures the Pack will pursue and share,

Council Rock -

Leadership
= Earning your whiskers

o L - Planning adventures

' * Howler Counail
m + Code of Conduct
llE i‘ !ﬁ'lu » Leading Lair and Pack activities

* Leading linking activities

Baloo's Cave -

Beliefs & Values

= Cubs"Own

«  Campfires

= Good turns

= Exploring different cultures
“and faiths

« Reflecting with the

Internal Compass

Red Flower Camp - Outdoors
_ = Camping
!! \r I Hiking

Paddling

Outdoor Adventure Skills
Scoutcraft

Ceocaching
Orienteering

You will spend three yearsin Cub Scouts. Each year you
will have a different role in the Pack. Your role is
indicated on the woggle your wear around your
neckerchief. First-year Cubs have one set of "whiskers”
(a line on either side of the wolf head) on their woggle,
second-year Cubs have two sets of “whiskers” and
third-year Cubs three sets of "whiskers”. When a

first-year Cub Scout is presented with his or her woggle,
the Cub is said to have "earned his/her whiskers.”

First-year Cub Scouts are known as "Runners”, They learn
from the older Cubs how to run with the Pack and
discover great new adventures.

& o

Second-year Cubs are known as “Trackers”. They mertor
the Runners and link with the Beaver Colony. This helps
Beawver Scouts Lo get excited about someday becoming
Cub Scouts themselves!
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Third-year Cubs are known as "Howlers". They are
the voice of the Pack. They help plan and organize
meetings and adventures with a helping hand from
the Pack Scouters,
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Personal
Progression Badges

Personal progression in Cub Scouts happens in three stages,
These stages indicate how Cub Scouts typically grow over
their three years in the Section.

Bagheera’s Hunting Grounds - PROGRESSING THROUGH THE STAGES
Environment

= Scoutrees To move frorm one stage to the next, you will have to

« Adopt-a-fload complete four program cycles — one Scouting Year in Cub
+ Shoreline Cleanup Scouts. Remember, the program cycles match up with the
»  Leave NoTrace camping four seasons of the year, and it's an apportunity for you to
+ Environmental service projects plan fun things to do based on the six Program Areas,

Learning about nature
000
0000
000

Monkey City -

& % Creative Expression

= Music and drama
' = Visuat and spoken arts
: 411 L+ Digtalarts

Trait Cards are a resource that your Lair can use to get A Eﬁt'heﬁng of wolves is known as a Pack. Walves stick A Lair is the home M‘E‘Eﬁmhr&;‘lhi 0 -'_lh;!_r_::rur : 5
Habbies and personal interests 5 oe SovEtures SR are sorted by Frogam together = when hunting, when exploring or even just Pack, you will be part of a1 mall Lairnﬁmurhm,‘-'fw i 2y share is 1o come together
Areas. When your Lair is planning its adventgres, it can when playing, As part of a Pack, you will find that you will work closely with a!:;gu‘t_ﬁign nﬁm‘ﬂutr&ﬂ.lﬁﬂﬂ | Noihidaies o Efﬁtﬂ‘fﬂrm the Huwler_l:mncll. ¢ b Scouting i part of The Cariadien Pl SR EOE A Beavers, you KB farriliar with this progess.
. . . . have a look at the Jungle Map to maice sure it ]_"35 ideas 3§ have a role to play, and if you ever need help, all kinds of projects and adventures. The Hoy e W ailt_h& great :dg*;-; fﬂ"' : that runs from Beaver Scouts to Rover Scouts. The Finally, The Canadian Path helps you and the other
' for every Program Area, If your Lair is ever having some another Cub Scout can help you, Your Lair will decide its own name. It will be made up es from the Pack’s Lairs and decides which Junigle s just one stop on a larger journey. The members of your Pack to develop in terms of what we

trouble with one of the Program Areas, it can tum to'the
Trail Cards for some new ideas.

Your Lair might not have any trouble coming up with its
own ideas, inwhich case thera's no nead to even look at

As a Fack, you will play games, share campfines,
explare nature, go camping, learn new things, help
eachigther and serve your community,

of Runners, Trackers and Howlers.

As a Lair, you will share ideas for adventures, prepare
and eat meals, tell funny jokes, sleep in tents and play

‘enes will work the best for everyone, and then the

Howlers will work together to make these

“adventures happen|

Canadian Path has four basic parts — what we call the
Four Elernents, The first of these is Adventure — the
idea that Cub Scouting should mean new and exciting

experiences. The second element is Youth-led: you and

{ SCOUTS CANADA

call SPICES: your Sogial, Physical, intellectual,
Character, Emotional and Spiritual growth.

Together, these four foundational elements —

: , games as a team. NLE L POy Adventure, Youth-led, Plan-Da-Review, and
Elephant Turf — Citizenship Eﬁm “Ethﬁ:ﬂ{ E-mﬂlr; ﬂrj;ﬁ;ﬂ;d: iy ﬁ;‘;ﬂ:ﬁ:ﬁﬁ:ﬁ f;:}‘]i“hﬂt ﬂdf;f“h":;ﬁ: SPICES—are the footings of The Canadian Path.
+ Home and communi el .l g these adventures.
+ Canada and the wﬂzy there are any adventures that sound really exciting but / will largely be up to you! The Canadian Path

) + Service projects

The key to personal progression is the review of your entire
Scouting Year. Take the time to reflect on how you've grown
based on the experiences you've been able to share with
your fellow Cub Scouts.

. TRACKER

hadn't already occurred to anyone. % H §  encourages a consistent Plan-Do-Review approach to
* Volunteering Trail Cards provide some helpful advice on how your Lair l R BS everything you do in Cub Scouts. If you were in
can use the Plan-Do-Review approach for an adventure, | A A N‘k&
. . . . and they have important safety tips. If you are looking L | i alee s

at Trail Cards online, you will find that every Trail Card
has links to websites that can help your Lair with
its planning.

. The Swinging Bridge - |
I Active & Healthy Living
" = Soloand team sports
Active in all seasons
Healthy living choices
Healthy relationships
Mental and spintual wellbeing
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