WESTMINSTER INVITATIONAL WALIGAZHU

Date:

Saturday, April 17, 2004

Time:

9:30 - 3:30 p.m.

Place:
Northeast National Guard Armory - 1025 Broadway NE in Northeast Minneapolis.

Program:
Troops arrive and register





9:30 AM




(SPLs register their troops)

Round Robin of games:  Soccer, Touch football, Volley ball, etc.
10:00


Lunch








Noon


Scout Skill Contests






1:00 PM

Half the patrols

Other half

Map and Compass

Tripods


1:00 - 1:30

Tripods


Maps and Compass

1:30 - 2:00

Knots



First Aid


2:00 - 2:30

First Aid


Knots



2:30 - 3:00



Awards and closing






3:00 - 3:20

Judges:
Knots:  One judge for each patrol.  Head judge and timer.


First Aid:  One judge for each patrol.  Head judge


Tripods:  Seven judges needed, including head judge


Map and Compass:  One judge for each patrol.  Head judge and timer.

Rules:
Questions not covered in these rules will be governed by the Boy Scout Handbook.  Disputes will be settled by a jury of the Scoutmasters of each troop.  The host Scoutmaster, Dave Moore, will be chairman of the jury, and will vote only in case of a tie.

Scoring:
A patrol can receive up to 50 points on each event for a total of 200 points.  The chief judge for each event should relay scores to the Main Scoring Table, manned by the SPL's of the participating troops.  These scores will be posted on a blackboard.

Awards:
Ribbons will be awarded to the top three patrols in each event.  In the case of a tie, duplicate ribbons will be awarded.  Three over-all awards will be given to the top three patrols, based on their total points for the four contests.  In the case of a tie, the award will go to the patrol with the highest score for any one event.  If the tie is still not broken, the next highest scores on any one event will be compared, etc.  All patrols will receive participation ribbons.  There will be only patrol awards, no troop awards.

Please call Dave Moore at 612-922-4988 if you have any questions.

TRIPOD BUILDING

Patrol Equipment:
3 upright poles at least 7' long, 2" minimum diameter.




3 cross poles at least 4' long, 2" minimum diameter.




7 lashing ropes at least l/4" diameter.

Starting Position:
Patrol rank formation beside assembled equipment (all poles together)

Finishing Position:
Patrol file, seated facing tripod.

Judges: 

A team of seven; time keeper and time‑recorder.

Maximum time:
10 minutes.

Contest:
At signal "Go" from the timekeeper, build a tripod, all members of patrol participating.  Start each square lashing with a clove hitch on upright pole, use 3 wraps and 2 fraps, end with a clove hitch on the horizontal pole.  Each shear lashing should have 5 to 7 wraps and 2 fraps.

Judging:

Lashings

Each tight, properly tied lashing




4

One or more turns of rope missing, 

out of place






-1

Knots missing or out of place




-1

Loose lashing





   -1 or -2

Each of the seven lashing is to be scored separately 

using the above point systems.




General construction of tripod

Top of tripod centered over base, crossbars all horizontal

or uniformly aligned





12

Maximum deduction for off‑center construction (tower 

easily tipped over)






 -6

Maximum deduction for poor cross bar alignment

 -6




Time to complete tower

When the patrol is finished and seated, the patrol leader calls out "Time" and the name of his patrol to the timekeeper.

Tower completed in 6 minutes or less


 10 points






           7 minutes or less


   8 points






           8 minutes or less


   6 points






           9 minutes or less


   4 points






         10 minutes or less


   2 points






         Over 10 minutes



   0 points




Total possible points




  50

KNOT TYING

Patrol Equipment: 
One 1/4" minimum diameter rope at least 6' long, ends whipped.  One pole at least 2' long.  Set of 6 knot cards.

Starting Position:
Patrol file formation, standing at home position.

Finishing Position:
Patrol file formation, seated at home position.

Maximum Time:
Nine minutes

Contest:
A relay contest with each patrol tying each of the six knots correctly twice.  Clove hitch, timber hitch tautline, and two half hitches (all tied around a horizontal pole, knots may not be slipped over the end of the pole), bowline, square knot.  Judge mixes cards and places them face down at the judge's line 20' from the starting line in front of the patrol.  At the starting signal, the first scout runs forward.  The judge turns over the first card and reads the name of the knot.  The scout ties (or tries to tie) the knot and shows it to the judge.  He then runs back to touch off the next scout, while the judge unties the knot.  If the last scout tied the knot correctly, the judge turns over the next card and reads the name of the knot.  If the last scout did not tie the knot correctly, the judge asks the next scout to tie the same knot.  Patrol will be scored on the basis of time required to correctly tie the twelve knots.

Judging:
If a scout declares he does not know the knot, have him return.  Do not let a boy who apparently does not know the knot but will not admit it struggle with a knot for more than half a minute before sending him back for the next scout.  One qualified judge is needed for each patrol. 

Scoring:
When the patrol is finished and seated the judge calls "Time".  The timekeeper calls out the time in minutes and seconds and the judge records the time on the patrol score sheet.  Compute score as follows:  Award 50 points to the patrol if it completed the relay in four minutes or less.  If not, determine the number of seconds over four minutes.  Divide the number by 6 (six) and subtract the answer from 50.  This calculation will result in the following sample scores:





4 minutes

50 points





5 minutes

40 points





6 minutes

30 points





7 minutes

20 points





8 minutes

10 points





9 minutes

  0 points

FIRST AID

Patrol Equipment:
Two blankets; gauze pads; two 3' splints; two 1' splints; 8 neckerchieves or bandages.

Starting Position:
Rank formation, standing in front of victim.  Victim is lying down.

Finishing Position:
Rank formation, sitting down.

Maximum Time:
10 minutes

Judges:

One per patrol, one timekeeper

Contest:
Judges hand the problem cards to the patrol leaders and head judge reads the problem to all the patrols.  Timekeeper calls "Go".  Patrol then gives needed first aid to the victim.  The "Call to the doctor" is made to the judge.  At the end of ten minutes, the timekeeper calls "Time".  (Note: time is not a factor in scoring of this contest, except that all patrols must stop the contest after 10 minutes).  The problem will require skills only from Tenderfoot Second Class and First Class.

Scoring:
Each judge has an identical score sheet listing things to be looked for.  The possible score is 50 points.

Sample Score Sheet  (NOTE:  treatments shown not necessarily correct):


Leadership:





Poison:


clear directions, PL in charge
3


fast start

3


no unnecessary talking

3


give water

2


scouts calm, cheerful

2


determine what


send for help, telling who, what,




poison

2



where



2


make vomit

3


Hurry cases first


5


Other situations in logical order
5

TOTAL POINTS

50


Artificial Respiration:



Arterial Bleeding:


fast start



3

fast start


3


check mouth


1

direct pressure


2


head back, windpipe open

1

elevate



1


lower jaw out


1

dressing


1


close nostrils


1

bandage


3


proper rhythm


2


keep doing it; don't' quit 



till told to


1

MAPS AND COMPASS

Patrol Equipment:
Compass (Pathfinder or equivalent), pencil.

Other Equipment:
Topographic map with map symbols indicated and numbered, and with a Center Point identified; 16 numbered answer sheets; envelope.

Starting Position:
Patrol file, standing behind starting line.

Finishing Position:
Patrol file, sitting behind starting line.

Maximum Time:
10 minutes.

Judges:

One per patrol; timekeeper.

Contest:
Judge places answer sheets face down in a pile in front of the map.  At signal "Go" from the timekeeper, the first scout runs up and orients the map.  He then turns over the first answer sheet.  The answer sheet will have a number and will ask for a map symbol name, a bearing, or a distance.  The scout looks at the number on the answer sheet and finds the map symbol with this number on the map.  Depending on what the answer sheet asks for, he either finds the bearing from the Center Point to the numbered map symbol using a compass, estimates the distance from the Center Point to the Numbered map symbol to the nearest tenth mile, or determines the correct map symbol name.  He writes the correct answer on the answer sheet, gives it to the judge, returns to his patrol, and touches off the next scout.

Scoring:
If the patrol finishes before the timekeeper calls "Time" at the end of 10 minutes, the judges puts down 2 points for time on the Map and Compass score sheet fro the patrol.  The judge puts the answer sheets and the Map and Compass score sheet (with patrol name and troop number) into an envelope and gives it to the Map and Compass Chief Judge for judging.  Using master answer sheets, the Chief Judge and his assistants give three points for each correct map symbol, bearing, and distance, for a total possible 48 points.  Bearings may be within 10 degrees of the actual bearing; distance may be within one tenth mile of the actual distance.

The following Map Symbols may be used on the contest:

_______ Bridge

_______ Unimproved Road

_______ School

_______ Building

_______ Gravel Pit


_______ Stream

_______ Cemetery

_______ Lake



_______ Swamp

_______ Church

_______ Railroad


_______ Trail

_______ Contour Line
_______ Hard Surface Road

_______ Woods

January 2004

Dear Scoutmaster,

Your troop is invited to participate in a Waligazhu at the Northeast Armory, 1025 Broadway, Northeast Minneapolis, on Saturday, April 17, 2004, at 9:30 AM.

A Waligazhu is a patrol athletic and scout skills contest. The scout skills contest covers First Aid, Map and Compass, Knots, and Lashing.  The attached rules describe the events and tell what each patrol needs to bring.

We hope as many troops as possible -- both old and new -- will come.  There will be patrols there of all proficiency levels, I am sure.

Please return the form below if your troop would like to attend, and call me at 612-922-4988 if you have any questions.

Yours in scouting,

Dave Moore

----------------------------------------------------------------------------------------------------

Troop ___________ will attend the Waligazhu on April 17.

I expect to have __________ patrols competing.


________________________________________

_______________



Scoutmaster







Phone
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