
Instruction 

Style

Class 

Size

Difficulty 

Rating

Pre-camp 

reqt’s

Other Notes and Prerequisites

Technology Center

Communications Class 20 average #5, 7, 8

Electricity Class 20 Easy

Electronics Class 20 average $8 additional cost.

Engineering Class 20 Difficult Familiarity with various computer languages

Digital Technology Class 20 Difficult #1, 9 Bring USB storage device, current Cyber-Chip

Graphic Arts Class 20 average #6D, 7 Research for reqt’s 6D and 7 done at home and bring to 

camp to discuss with counselor

Programming Class 20 Difficult #1a Earn current Cyber Chip

Nuclear Science Class 20 average

Radio Class 20 Difficult

Robotics Class 16 Difficult Must be at least 13 years old. Recommended that scouts 

either have Programming merit badge or basic 

knowledge of computer programming before starting.

Space Exploration Class 20 average $16 additional cost. Required rocket launch to be 

scheduled

Chemistry Class 20 average #7

Shooting Sports

Archery Class 20 Difficult

Rifle Shooting Class 20 average must be 12 years old; $7 additional cost 

Shotgun Shooting Class 12 Difficult must be 14 years old; $25 additional cost

Climbing Class 8 physically

demanding

must be 14 years old and First Class

Cycling

(Mtn Biking option)   

Class 8 physically

demanding

must be 14 years old and First Class. Req’t #4 will not be 

completed.

Water Sports Outback 16 Difficult must be 14 years old and a First Class. Only offered in 

the Outback Program

Aquatics  MUST pass swim test to take any MB

Canoeing Class 20 average not recommended for 1st year campers  

Kayaking Class 12 Average not recommended for 1st year campers. 2 day class. 

Usually taken with Stand Up Paddleboard or other 2 day 

classes in handicraft.

Lifesaving Class 20 Difficult CPR note 1 No 1st year campers. Swimming merit badge 

recommended; must bring long-sleeve button down shirt 

and long pants with zipper. Reqt #1 MUST be 

successfully completed on day one to continue in class.

Rowing Class 20 average should be physically strong to handle swamping the boat, 

not recommended for 1st year campers

Small Boat Sailing Class 18 Difficult not recommended for 1st year campers

Swimming Class 20 Difficult

Instructional Swim

(Not a Merit Badge)

Class 12 Not a MB This is class is to teach scouts how to swim. Designed 

for scouts struggling to pass the BSA swim test.

BSA Stand Up 

Paddleboard

(Not a Merit Badge)

Class 12 Average Not a MB not recommended for 1st year campers. 2 day class. 

Usually taken with Kayaking or other 2 day classes in 

handicraft.

Scoutcraft

Camping Class 20 average #4b,5e,7b,8

d,9a,9b

NO 1st year campers; bring backpack for #5e; 

recommend doing #2,3,4,5a,7a before campEmergency Class 20 average #1,2c,6c, 8 First Aid merit badge required

First Aid Class 20 average #2d Bring first aid kit from #2d

Orienteering Class 20 average #7 bring orienteering-style compass

Pioneering Class 15 average #2

Scouting Heritage Class 20 Easy #4, 6

Signs, Signals & Codes Class 20 Difficult #7

Wilderness Survival Class 20 Difficult #5 bring survival kit, long-sleeve shirt, and long pants; NO 

1st year campers; requires Thursday night overnighter.

Forestburg Merit Badge Program

High Adventure – (Summit)



Instruction 

Style

Class 

Size

Difficulty 

Rating

Pre-camp 

reqt’s

Other Notes and Prerequisites

Forestburg Merit Badge Program

Astronomy Class 20 Difficult #5b, 6b, 8 Required stargazing Tuesday 9pm to midnight. Will 

reschedule for weather

Environmental Science Class 20 difficult recommend doing #4 before camp, not recommended for 

1st year campers

Fishing Class 20 Easy #7 bring rod and tackle; bring fishing regulations from 

home

Fish and Wildlife Mgmt Class 20 Average #5, 7

Weather Class 20 average #9 

Handicraft

Animation Class 20 average #5 Research for reqt 5 done at home and bring to camp to discuss 

with counselor

Art Class 20 Easy #6, 7 2-day class. Class on Tuesday & Thursday only. Usually 

taken with Leatherwork, Basketry or Fingerprinting

Basketry Class 20 average 2-day class. $20 additional cost. Class on Monday & 

Wednesday only. Usually taken with Art, Wood Carving or 

Photography

Chess Class 20 average

Fingerprinting Class 20 Easy 2-day class. Class on Monday & Wednesday only. Usually 

taken with Art, Wood Carving or Photography

Indian Lore Class 20 average $15 additional cost

Leatherwork Class 20 average 2-day class. $10 additional cost. Class on Monday & 

Wednesday only. Usually taken with Art, Wood Carving 

or Photography

Photography Class 20 average Bring your 

Own digital  

camera 

2-day class. Class on Tuesday & Thursday only. Usually 

taken with Leatherwork, Basketry or Fingerprinting

Wood Carving Class 20 average 2-day class; Totin' Chip required; $6 additional cost; 

bring pocketknife, Class on Tuesday & Thursday only. 

Usually taken with Leatherwork, Basketry or 

Fingerprinting

Note 5: Changes may be made after the publishing of this Leaders Guide due to National BSA changes in Merit Badges 

Requirements. 

Oceanography Class 20 average #8

Nature Class 20 average

Mammal Study

Ecology/Conservation (ECON)

Note 1: An introduction to CPR will be offered at camp to meet the Lifesaving merit badge requirements, but we recommend 

getting the training at home before camp if possible.

Note 2: For any badge where you are doing some requirements at home before camp, you must bring the completed work with 

you to camp to show to the counselor. For the nature badges where you are keeping a terrarium, aquarium, or growing plants, you 

should take photographs and write the date on the back of each. If the requirement is to visit a place or person, bring a note from 

your parent or Scout leader. Anything under the “pre-camp reqt’s” column MUST be completed prior to arriving at camp and MUST 

be shown to the counselor at camp.

Note 3: Additional costs for merit badge kits for Electronics, Space Exploration, Basketry, Indian Lore, Leatherwork, Woodcarving, 

Shotgun Shooting and Rifle Shooting will be automatically charged to your unit when you sign the Scout up for the merit badge. 

Late sign ups may purchase during camp at the Trading Post.

Note 4: Pre-camp requirements listed above must be completed before camp in order for the scout to have the opportunity to 

complete the badge at camp. 

Class 20 Easy
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Forestburg Scout Reservation - Summer Camp 2018 

Personal Program Form 
 

**** NOTE*** 

**  DO NOT Return These Forms to the Council Service Center  ** 

**  Unit Leader submit in online registration system  ** 

 

Scout’s Name _________________________,    Patrol: ____________________ 

 

Must be returned to Scoutmaster by: ___________________ 

 

Circle your Choices. When making selections, ensure that there are no timing conflicts. 

Period - A 

9:00 AM - 10:00 AM 

Period - B 

10:15 AM - 11:15 AM 

Period – C 

11:30 AM - 12:30 PM 

v Wood Carving (A1) v Fingerprinting (B1) v Wood Carving (C1) 

v Leatherwork (A2) v Photography (B2) v Leatherwork (C2) 

v Fingerprinting (A3) v Basketry (B3) v Basketry (C3) 

v Photography (A4) v Art (B4) v Art (C4) 

Indian Lore (A5) Animation (B5) Chess (C5) 

Archery (A6) Archery (B6) Archery (C6) 

ü Rifle Shoot (A7) ü Shotgun Shoot (B7) ü Rifle Shoot (C7) 

Pioneering (A8) Ø Camping (B8) Ø Wilderness Survival (C8) 

Scouting Heritage (A9) Orienteering (B9) Emergency Preparedness (C9) 

First Aid (A10) First Aid (B10) First Aid (C10) 

Radio (A12) Communications (B12) Communications (C12) 

Electronics(A13) Electronics(B13) Nuclear Science (C13) 

Space Exploration (A14) Electricity (B14) Space Exploration (C14) 

Graphic Arts (A15) Engineering (B15) Programming  (C15) 

Environmental Science (A16) Environmental Science (B16) Environmental Science (C16) 

Mammal Study (A17) Nature (B17) Fish & Wildlife Mgmt  (C17) 

Astronomy (A18) ª   Fishing (B18) Weather (C18) 

Swimming (A19) Instructional Swim (B19) Swimming (C19) 

Ø Small Boat Sailing (A20) Ø Small Boat Sailing (B20) Ø Small Boat Sailing (C20) 

Ø Canoeing (A21) Ø Rowing (B21) Ø Canoeing (C21) 

v Kayaking (A22) v Kayaking (B22) v Kayaking (C22) 

v Stand Up Paddleboard (A23) v Stand Up Paddleboard (B23) v Stand Up Paddleboard (A23) 

Frontier Camp (FC1) Frontier Camp (FC2) Frontier Camp (FC3) 

Period E      9:00 AM – 10:30 AM Period F     11:00 AM – 12:30 PM 

«  BSA Lifeguard (T2)  

Lifesaving (E1) Adult Open Boating at Old Econ (F1) 

¨ Climbing (E3) ¨ Climbing (F3) 

¨ Cycling (E4) ¨ Cycling (F4) 

 

v Basketry, Leatherwork, Fingerprinting, Kayaking will be presented on Mon & Wed Only.   Wood Carving, Art, 

Photography, Stand Up Paddleboard will be presented on Tues & Thurs Only.  

 

Ø Camping and Wilderness Survival not available to first year campers. Some aquatics not recommended for first 

year campers. 

 

ü Participants must be at least 12 years old for Rifle Shooting and 14 years old for Shotgun Shooting. 

 

¨ Climbing and Mountain Biking participants must be at least 14 years old. 

 

«    BSA Lifeguard participants must be at least 15 years old. This will require afternoon service hours as well as 

training from 2:30 – 5:00 pm Monday thru Friday and one of the two Lifesaving classes. Adults are welcome. 

 

ª    Fishing participants need to bring their own fishing equipment.  
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Forestburg Scout Reservation - Summer Camp 2017 

Personal Program Form (Continued) 
 

Period G - 2:30 PM - 3:30 PM  

v Wood Carving (G1)  

v Leatherwork (G2)  

v Basketry (G3)  

v Art (G4)  

v Fingerprinting (G5)  

v Photography (G6)  

ü    Shotgun (G7)  

Camping (G8)  

Emergency Preparedness (G9)  

Signs, Signals & Codes (G10)  

Communications (G12)  

Digital Technology (G13)  

Robotics (G14)  

Chemistry (G15)  

Environmental Science (G16)  

Oceanography (G17)  

ª   Fishing (G18)  

Swimming (G19)  

Frontier Camp (FC4)  
 

v Basketry, Leatherwork & Fingerprinting will be presented on Mon & Wed Only.   Wood Carving, Art & 

Photography will be presented on Tues & Thurs Only. 
 

ü Participants must be at least 12 years old for Rifle Shooting and 14 years old for Shotgun Shooting. 
 

ª    Fishing participants need to bring their own fishing equipment.  
 

Period P - Stand Alone Programs  

*     High Adventure Outback Program (P1, may not choose any other programs except SCUBA) 

*  Discover SCUBA Program (P2, may be combined with any other programs) 

*  Buckskin Camper Program (P3) 
 

*   Please see program descriptions in Forestburg Leaders Guide. The High Adventure Outback program is a stand 

alone programs for Scouts and adults 14 and older and does not allow for participation in other scheduled program 

features except SCUBA. Buckskin Campers may sign up for merit badges in Periods A and C. Discover Scuba is for 

Scouts and adults 12 and older and is one day 1:15 - 2:15 and one evening between 7:00 - 9:00. 
 

Period T – Training  

Course Comments 

Ham Radio License (T1) Scouts and Adults:  Monday – Thursday 2:30 – 05:00 PM and 7:30 – 9:00PM 

    BSA Lifeguard (T2) 15 years and older: Monday – Friday 2:30 – 5:00 PM + Class in period E or F 

Safe Swim Def/Safety Afloat (T3) Adults only:  Monday 10:30 AM – 12:00 PM  

Climb on Safely / Trek Safely (T4) Adults only:  Tuesday 10:30 AM – 12:00 PM 

Leave No Trace (T5) Adults only:  Wednesday 10:30 AM – 12:00 PM 

Youth Protection (T6) Adults only:  Friday 9:00 AM – 10:30 AM 

This is Scouting (T7) Adults only:  Friday 10:30 AM – 12:00 PM 

Swimming and Water Rescue (T9) 15 years and older: Monday – Friday 9:00 – 10:30 AM 

Paddle Craft Safety (T10) 16 years and older: Monday – Friday 9:00 – 10:30 AM 

Intro to Outdoor Leadership Skills (T11) Adults only: Monday – Friday 9:00 AM – 12:30 PM 

SM/ASM Leader Specific (T12) Adults only: Monday 1:00 PM – 4:30 PM 

 

 

Training sessions will be scheduled by Forestburg staff based on interest level and availability of instructors. 

Forestburg staff reserves the right to cancel or reschedule any session due to lack of participation or availability of 

instructors. 


