PROCEDURE FOR DERBY COMPETITION,
At registration each patrol will be given a numbered scorecard that they will use at each City and upon which their score will be recorded at each City (as well as on the Judge's master list). This scorecard will, be marked at which City you are to begin the Derby. Each patrol will rotate to the next City in numerical order ONLY during the time indicated for MOVE. See the map for City locations. A major exception will be at FIRE BUILDING/COOKING (City #4). ALL PATROLS will visit that City at 11:45 AM for lunch. At 1:00 PM all patrols will resume their numerical order, skipping City #4.

Please be at your first City at 9:30 AM sharp, ready to go. Check-in inspections will be at your first City; checkout inspections will be at your last City.

If you lose your scorecard, you will lose all points. In the event of a conflict between the score recorded on the patrol's scorecard and on the Judge's master list, the Judge's list will be considered accurate.

SCOUTMASTERS: Since this is an all day event, PLEASE be very attentive to the clothing your boys will be wearing. 5 3/4 hours on the trail may be very demanding, especially in footwear, gloves, and hats.

At 9:30 AM a horn will sound to indicate the start of the first event. It will sound again at the beginning of each succeeding event. Move ONLY at the period of time indicated on the schedule.

By 4:15 PM all patrol scorecards MUST be turned in to Klondike Headquarters.

Equipment check in will be at each patrol's first City from 9:30 AM to 9:45 AM. A horn will sound to indicate the start of the first Event. Each Event will last thirty minutes and ONLY thirty minutes. Ten minutes will be allowed for moving between each City before the next Event begins.

MAXIMUM SCORE
- Check In and Check Out 
             20 points


Events

140 points

Mystery Task
  20 points




Total 

180 points

CUYAHOGA VALEY DISTRICT KLONDIKE DERBY CITY # 1


NAKNEK Pop. 24

COMPASS COURSE
EQUIPMENT NEEDED:
One compass for every 2 Scouts.  Score sheets and pencils will be provided.
EVENT:

Your patrol will be given 1 sheet of bearings and distances for every 2 scouts in your patrol.  There are two elements to the event:
1. Estimate the distance – the height or width of the object named on your sheet

2. Follow the list of bearings, showing magnetic compass degrees, and distances in feet on your sheet to find “tags” and mark the tag information on your score sheet.  Proceed until you have reached the end of your list.
All compass bearings are magnetic not true north.
First Class requirement 2 – Completing this event will complete First Class Requirement 2: “Using a compass, complete an orienteering course that covers at least one mile and requires measuring the height and/or width of designated items (tree, tower, canyon, ditch, etc.)” Scouts who do not complete the course during the competition can return to complete the course later in the day.  A “Certificate of Completion” will be awarded to those completing the course.

SCORING: TOTAL POSSIBLE:
20 Points
Participation and deportment
2 Points

Distance Estimate (Best estimate in patrol)
5 Points within 1 ft.


4 Points within 2 ft.


3 Points within 3 ft.


2 Points within 4 ft.


1 Points within 5 ft.

Orienteering Course………13 Points possible if all “buddies” reach all waypoints

1 point will be deducted for every 5 waypoints for the entire patrol which have not been completed in the time allotted.  The course is designed so that most patrols will not be able to complete all waypoints.  For example, for  patrols whose “buddy” teams total up to:
1-5 waypoints remaining
12 Points

6-10 waypoints remaining
11 Points

11-15 waypoints remaining
10 Points

16-20 waypoints remaining
9 Points

21-25 waypoints remaining
8 Points

26-30 waypoints remaining
7 Points

31-35 waypoints remaining
6 Points

36-40 waypoints remaining
5 Points

41-45 waypoints remaining
4 Points

46-50 waypoints remaining
3 Points

51-55 waypoints remaining
2 Points

56-60 waypoints remaining
1 Points

CUYAHOGA VALLEY DISTRICT KLONDIKE DERBY City #2
YAKUTAT pop. 127

SHOOTING 
EQUIPMENT SUPPLIED:

Bows, arrows, .22 cal. Rifle, and ammunition will all be supplied.

EQUIPMENT NEEDED:
Safety attitude.  For this event, safety will be paramount.  As such, any patrol member who disrupts the event through any action deemed inappropriate by the Range Officer will disqualify the entire patrol and that patrol will receive 0 points for the event.  This is a ZERO tolerance policy with no appeal allowed.

EVENT:

This event has two parts; Archery and Rifle shooting.  One patrol will begin at the rifle range and another at the archery range.  The judges will direct the patrols as they come up to the range. 

ARCHERY:

There will be three archery stations.  When instructed, the first patrol member will begin at the first station and fire one arrow at the target for that station.  Once the patrol member has fired the arrow at the first target, they will be instructed to move to the second station/target and the next patrol member, when instructed, will go to the first archery station. When both of them have fired their arrows, they will move to the 3rd, and 2nd stations respectively and the third patrol member will move to the 1st station.  This rotation will continue until 8 scouts have shot at the targets.   All Scouts will shoot one arrow at each station.  If there are less than 8 scouts in the patrol, patrol members will be allowed to shoot again until 8 scouts have shot.
RIFLE SHOOTING:

There will be three rifle shooting stations.  Unlike archery, three patrol members will be positioned at each of the three rifle shooting stations.  They will be instructed at each station and will be handed the rifle ammunition by the judge at each station.  Each scout will fire three shots from their station – not moving from their station.  When all scouts have fired their three shots, they will be instructed to leave the stations and the next three patrol members will be instructed to take the stations.  This rotation will continue until 8 scouts have shot at the targets.   If there are less than 8 scouts in the patrol, patrol members will be allowed to shoot again until 8 scouts have shot.
SCORING:
1. Participation 
2 points

2. Any target hit (.375 each x 48 shots)
18 points
A hit will be any portion of the target (either paper-in the black, or the animal dummy in archery)
Total Possible Score 
20 points

CUYAHOGA VALLEY DISTRICT KLONDIKE DERBY  City # 3

BARROW Pop. 297
FIRE BUILDING
EQUIPMENT SUPPLIED:

1) - Several pieces of wood 1 inch thick. Total area will be approximately 12"x12"
2) - Pancake batter
3) - Matches
EQUIPMENT NEEDED:

1) - One Axe (hatchet), at least one Pocket Knife, a Fire-N-Chit card and a TOTIN' CHIP card for each person using an axe or knife and starting the fire. No other tools will be allowed.
2) - One small frying pan – large enough to cook a six inch pancake
3) - Pancake flipper
EVENT:

You will be provided with an axe yard, and several pieces of soft wood. Only those patrol members who show the judge a valid Totin' Chip card will be allowed to prepare wood for the fire.  One member must show the judge a Fire-N-Chit card to be able to start the fire.  You must build one of the attached fire lays. Two matches (not your own) will be provided by the judge. More will be available, but each one used will result in the loss of one point. Only materials supplied by the judge may be used. No fire starters are permitted. 

Once the first match has been struck and the fire started, fires may be rearranged and more wood added. Timing begins when the first match is struck.  Once the patrol has determined that the fire is adequate, they will be given the pancake batter to cook their pancake.  Once the patrol determines that the pancake is done, they will break the pancake in two to demonstrate that it is fully cooked and show the pancake to the judge.  The SPL will then eat the pancake.
Fire remains are to be disposed of as instructed by the judge. The Patrol Leader will explain to the judge the correct procedure for dousing the fire, namely:

1. Spread remains of fire throughout fire pit.

2. Douse with water, snow, or soil.

3. Test that no fire remains by placing hand on fire remains.

4. Scatter doused remains widely throughout peripheral area.

5. e. Return fire pit to natural condition.

SCORING:
1. Proper fire lay 
4 points

2. Fire started w/2 matches 
4 points

Deduct 1 point for each additional match over two –max loss 4
3. Pancake cooked 
3 points

4. Pancake eaten 
4 points

5. Proper cleanup of fire site and explanation
3 points
6. Deportment
2 points
Total Possible Score 
20 points
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FIRELAY EXAMPLES

CUYAHOGA VALEY DISTRICT KLONDIKE DERBY City # 4

DEAD HORSE Pop. 18

COOKING FIREBUILDING

EQUIPMENT NEEDED: 

Matches, water, cooking utensils, mess kits and/or other eating equipment. Raw meat, fish, or poultry. Two raw fresh vegetables. Hot drink fixings. Material for fire building.

EVENT:

You are to build one of the cooking fires from the Scout Handbook or Fieldbook using only two matches. NO artificial fire starters may be used. (No wax, tallow, oil, grease, fat, butane, propane, steel wool, or chemically treated tinder or any other quick start method). The judge will have a supply of barn matches for emergency use. Any use of BSA prohibited materials such as lighter fluid, gasoline, naphtha, Kerosene, etc. will reduce your points to zero.  This is a NO TRACE event and the fire MAY NOT touch the ground.  You must provide your own barrier to build your fire upon.

When your fire is ready, you are to prepare a lunch consisting of a hot drink and at least one raw meat, fish or poultry and two fresh vegetables. In preparation for a trail meal, you may plan ahead in partially preparing the required meal. You may clean, cut up and package your meat, fish or poultry, and vegetables and partially cook them ahead of time, but they must not be fully cooked or prepared. Canned, freeze-dried, dehydrated, or commercially frozen ingredients may NOT be used. Prepare enough food for a good meal for your entire patrol PLUS TWO JUDGES. This food is to be your lunch (not only a demonstration).

After you have finished eating, extinguish your fire, put the remaining ashes, unburned wood, etc. and garbage in your trash bag, and rough clean your utensils, plates, etc. using water or snow. You may finish cleaning your materials, later at your campsite. Make sure your cooking area is absolutely clean before you depart. (The Judges will be very strict on this). No debris or garbage may be buried.

NOTE: Time will be strictly limited to vacating the area at 1:00 PM

SCORING:

Properly built Scout fire 

2 points

Lit with one or two matches 

2 points 
(Lose 1/2 point for each additional match, 
lose ten points if you use any kind of prohibited 
fire starter)

One meat and two fresh vegetables 

3 points

Hot beverage 

2 points

Meal fully cooked and hot when served 

3 points

Put out fire properly and remove debris 

3 points

Disposal at garbage and trash 

2 points

Rough cleanup of utensils 



1 point

Deportment 

2 points





MAXIMUM possible 
20 points

NOTE: Wood used must be kiln dried commercially prepared wood or you may use wood obtained from Beaumont.  No firewood (other than stated) may be brought to Beaumont.

CUYAHOGA VALLEY DISTRICT KLONDIKE DERBY City #5
KODIAK pop. 824
ROPE BRIDGE

Equipment needed: 

Eight (8) six foot ropes.

Two (2) twelve foot ropes.

Any other equipment that you wish to bring

Event: 

Your patrol has arrived at the Yukon River in flood stage. The current is fast moving and ice cold and has destroyed the bridge. You have found a land projection that has narrowed the river to approximately 25 feet for a short distance. You must attempt to get all of your patrol over the river, including your sledge and equipment. You are fortunate to find one rope already stretched across the river.

You must send one half of your group across the river; one of which will carry a pull rope for the equipment transport, the other end being secured to the sledge. This rope will be made up of the six-foot ropes in hand. After the sledge is across, the remaining patrol members will cross the river.
1. Eight Scouts must successfully cross the river. If your patrol has less than 8, you will rotate until the required number have finished.

2. If a Scout falls off, it will not count as a crossing (see Scoring).

3. You may transport your sledge in any manner you choose, using any equipment you have. Either on the sledge or separately, you must also transport your other equipment. (Hint: pulleys and carabineers may be used) 

4. TIME will start at the moment that any patrol member touches the main crossing rope. TIME will stop when the crossing is completed.

SCORING:

Completed under 5 minutes

 18 points

under 6 minutes

 16 points
under 7 minutes

 14 points
under 8 minutes

 12 points
under 9 minutes

 10 points
under 10 minutes

   8 points
under 11 minutes

   5 points
over 11 minutes but less than 15 min

   2 points
Deportment

   2 points

MAXIMUM possible
 20 points

NOTE: If a Scout completely falls off the rope, he will be presumed drowned and cannot rejoin a crossing rotation. For each instance, the patrol will lose one point.

CUYAHOGA VALLEY DISTRICT KLONDIKE DERBY City #6
POINT HOPE pop. 23
BACKCOUNTRY LIFE LINE

EQUIPMENT NEEDED:

8 - six foot ropes
1 - 25 foot rope of sisal, jute, or manila.  Clothes line not acceptable.
2 - poles approximately 6 feet long and 1 to 1 1/2 inch diameter. 
1 - cooking pot, with bail.

The first aid kit will be provided by the Judge.

EVENT:
Your patrol has split into two groups, each hiking along opposite edges of a gorge which is 15 feet wide. A member of Group B on the western side of the gorge stumbles on a sharp rock, falls and needs first aid. They call to Group A on the eastern side of the gorge to send over the first aid kit.

The two groups must coordinate efforts to rig a transport line to get the first aid kit across the gorge. Only then can the injured hiker be treated.

Each set of hikers must toss a line across the gorge. Both ends of each line must be "anchored" at each end, such as to a tree, so that they do not fall into the gorge. The anchor knots will be bowline, taut line hitch, clove hitch, and timber hitch (all
four must be tied).  One of the lines is to be made by tying together the 8 six foot ropes. The joining knots shall include square knot, sheet bend and fisherman's knot (these three knots must be tied).
At no time can any member of Group A or B be nearer to the edge of the gorge than two feet - if they enter this two foot area they will be considered as having fallen into the gorge. The tossing lines cannot be weighted or balled. For trees, one member of each group will hold upright a six foot pole to act as the "tree". The "tree" must be at least two feet from the edge of the gorge.

SCORING;

1. Knot tying (maximum points) 
14 points 
2 points for each correctly tied knot. There must be 
at least the seven different knots listed above.

2. Rope Toss (maximum points) 

4 points Each side will be permitted three tosses. 1 point 
will be deducted for each toss after the first toss by a side

3. For getting the first aid kit across 
2 points

4. Deduct 2 points for poor participation and/or department

Total Possible Score 
20 points 

CUYAHOGA VALEY DISTRICT KLONDIKE DERBY CITY # 7
SITKA Pop. 93
KNOT TYING

EQUIPMENT NEEDED:

Eight (8) six foot (6') ropes properly whipped or fused

One (1) round pole approximately six feet (6') in length and approximately one inch (1") in diameter.

EVENT:

Patrol will line up in single file behind line Each Scout will have a six (6) foot rope. Patrol leader will give the judge the pole.

At a signal, the first Scout in line will approach the judge, who is standing approximately five feet in front of the Scouts, and will pick a token from a can held by the judge. The Scout will then tie the knot whose name is written on the token. The patrol member may use the pole given to the judge to tie the knot if necessary.  After tying the knot the Scout will tell the judge what the knot is used for. The Scout will then return to the line of Scouts, and the next Scout will approach the judge and repeat the process. This will continue until 8 Scouts have tied and/or identified (or attempted to tie and/or identify) their knot. If the patrol consists of less than 8 Scouts, they will rotate in order until eight Scouts have appeared before the judge. If a Scout is unable to tie and/or identify the given knot, it will be considered as a miss.

If the patrol member draws either the Timber Hitch or the Clove Hitch, that scout will stand to the side until all of the other 6 knots are tied.  The judge will then instruct the scout with the Timber Hitch to tie that knot on a log using a rope that is already over a beam of the shelter.  Once the timber hitch has been tied, the other patrol members – except the scout tying the Clove hitch, will use the rope and lift the log off the ground.  Once lifted, the scout with the Clove Hitch will then tie a Clove Hitch a stake that has been driven into the ground by the judge.  The patrol will then let go of the rope to demonstrate that both knots hold.  Once instructed by the judge, the patrol will grab the rope, undo the Clove Hitch, lower the log and undo the Timber Hitch.
The eight knots to be tied are:

Bowline

Clove Hitch

Fisherman's

Sheet Bent

Square


Taut-line Hitch

Timber Hitch

Two half Hitches

SCORING:

Knot tying
8 points 

1 point for each correctly tied knot. 

Proper Identification 
8 points
1 point for each correctly identified knot and its use. 

Proper Deportment 
4 points

Total Possible Score 
20 points 
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