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INTRODUCTION

This notebook was conceived in response to three basic needs whish have been manifest  over the last two years I have been involved with the instruction of Master Guide Trainees;
· The need for training resource at a cost that trainees can afford
· The need for sample questions to aid revision and retention, and  to focus attention on the critical areas of the curriculum 
· The need for supplemental resource material that address the specific local organizational framework

This document is a condensation of the  2004 GC  Staff Training Manual with extracts from the 2004 GC Administrative Staff Manual, and additional information compiled on the local organizations impacting the Pathfinder and Master Guide programs.

The material is presented in a concise itemized format for the most part, and is intended to obviate the need for note-taking in class. Students are encouraged to  attend instruction sessions where the expansive material on the respective sections are covered. 

Those who are unable to attend all the scheduled instruction sessions will  find this a useful  tool, as the revision and test questions provide guidance as to the standard, and knowledge base required, and will aid the selection of additional reading material.
These questions are an integral part of this notebook and the thorough review of the knowledge base of the questions GUARANTEES success in the STC Pre-Test

This notebook has been prepared for use by trainees of the Hanover Master Guide Club.
Trainees and instructors from other parishes may, however, find it a useful aid and  can secure copies from this organization.


Ryon  W. Grant
President, HMGC 

March 2010
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CHAPTER  1
PATHFINDER PHILOSOPHY, HISTORY & AIMS

Definition
The pathfinder Club is a church-centered spiritual and recreational program of the world Seventh Day Adventist Church, for  young people between the ages of 10-15

While the Pathfinder Club exists primarily for youth, one of its basic purposes is to also
bring together parents and church members through active involvement with the club and
its members. Here the so-called generation gap disappears as young and old worship,
work, and play together in a bond of common experience. Meaningful relationships are
forged as leaders and counselors join with Pathfinders in sharing, building confidence,
and working together.

Philosophy
The whole philosophy of Pathfindering is built on the premise that "children learn best by
example, rather than precept." As they see leaders and parents model spiritual and social
values, they too will aspire to develop high moral principles, loving and caring attitudes,
and determination to excel in all their various pursuits.

Young people learn most effectively in a positive, happy, and secure atmosphere. The
attitude of the club leaders is therefore a vital ingredient in guaranteeing the success and
effectiveness of this ministry to youth. A failure to listen to and understand the needs of
the young people will only erect barriers to real spiritual growth and development and
may prove to be a contributing factor in making the church and its mission unattractive to
the youth.

History
· In 1907, youth ministry came into its own when the new Young People’s Department was added to the General Conference and Elder M. E. Kern was named its first director.

· In the Central Union of the U.S. a little booklet was produced in the same year, with Bible texts listed for daily devotions. It was called the Morning Watch. It soon caught on and became a key  part of the future Pathfinder Club. 

· Also in 1907 youth received a new plan of study known as the Standard of Attainment, which was a forerunner of the Progressive– AY– Pathfinder classes.

·  Reading Course plans for senior youth and junior youth were developed and offered by 1908. The Junior Society Lessons (1914) and the Junior Bible Year (1917) joined the resources available for youth ministry.

· In 1920, the General Conference saw the need of adding a Junior Youth Specialist to the Youth Department, and Harriet Holt was named to the position. She 
immediately set to work at experimenting with numerous ideas involving the
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children in outdoor activities, and in 1922 introduced the Progressive Classes, divided into two groups: two classes for Juniors, in what was called the JMV Society (Friend and Companion), and two classes for those youth who would become Junior Youth Leaders in an organization she called the Comrade Band (Comrade and Master Comrade). The last two were eventually changed to what is today known as Guide and Master Guide.

· Sixteen Vocational Merits were introduced in 1928 (these were the forerunners  to today’s Honors listing of over 250).

· In 1946 the first Conference-sponsored Pathfinder Club is born in California, and John Hancock designed the triangular emblem that is now recognized and worn with pride around the world by nearly two million Pathfinders

· Pathfindering went worldwide as it was accepted officially by the General Conference in 1950.

Camping 
By 1911 some members thought their children needed something more than the fare they had. They understood that children need to spend time in the outdoors, learn camping 
skills, with the accompanying benefits of independence, teamwork and relationship with their Creator that came with the new skills. One response to meeting these needs was the Takoma Indians Club in Maryland; another was the Mission Scouts in Tennessee (1919).
Numerous individuals in local churches had begun taking their children on camping experiences for several years, but the spiritual benefits of this type activity didn’t register with church leadership until the mid-Twenties. Australia held its first Junior Camp in 1925, and the following year (1926) camps were held in both Wisconsin (one for girls) and in Michigan (one for boys). They were so successful that the idea spread very quickly, even with very little support beyond a “blessing” from church administrators. Wilbur Holbrook recalled that for his first camps in Wisconsin and Illinois (1927) the conference loaned him $2.50 and when he was 50¢ short at the close, it was taken from
his salary. Today, camping in all of its multiple forms is an integral component of youth ministry (with huge financial backing by the church) around the world, with many thousands of young people attending, as well as developing leadership skills while serving on the staff
The progressive uniformed groups under Youth Ministries are as follows;

Adventurer Club  ages 6-9  with five age-related classes–
· Eager Beaver		(Kindergarten to age 5)
· Busy Bee,		(Age 6 or grade 1)
·  Sunbeam, 		(Age 7 or grade 2)
· Builder and 		(Age 8 or grade 3)
· Helping Hand; 	(Age 9 or grade 4)

Pathfinder Club ages 10-15 with six age-related classes– 
	CLASS			COLOR              AGE
	Friend			Blue		-10 OR GRADE 5
	Companion		Red		-11 OR GRADE 6
	Explorer		Green		-12 OR GRADE 7
	Ranger			Silver		-13 OR GRADE 8
	Voyager		Burgundy	-14 OR GRADE 9
	Guide			Gold		-15 OR GRADE 10
5
Master Guide and Senior Youth 
 16- and beyond  with specific focus on leadership training and skills development. 


Aims
1. help the youth understand that God and the church love and care for them.
2. encourage pathfinders to discover their God-given potential.
3. Inspire young people to express their love for god. (Witnessing)
4. make the salvation of each pathfinder a priority.
5. Inspire an appreciation for nature and God’s creation
6. teach the pathfinder specific skills and hobbies to enrich their lives
7. encourage the pathfinder to be physically fit
8. give opportunity for the development of leadership
9. seek to foster the harmonious  development of the physical, intellectual, spiritual, and social  life of the pathfinder


World Youth Ministries Leadership
The world Pathfinder Movement is administered by the Youth Ministries Department of the church. The Directors in charge of  the respective levels impacting this territory are as follows.

Territory			Youth Director		President
General Conference		Gilbert R. Cany		Ted NC Wilson

Inter-American Division	Benjamin Carballo		Israel Lieto

Jamaica Union			Charles Blythe			Everett Brown

West Jamaica Conference	Trevor Reid			Astor Bowers



West Jamaica Conference Master Guide Association
President	Everton Johnson	2012-2013


Hanover Master Guide Club
President	Katia Davis		2012-2013


Hanover Federation of SDA Youth
President	Tennesha Grant	2012-2013
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CHAPTER  2
UNDERSTANDING PATHFINDERS

Understanding Pathfinders
There are three basic age ranges among pathfinders;
· pre-adolescent		9-12
· early adolescent	13-15
· min adolescent	16-17

The first two  properly relate to pathfinders (10-15). The third  relates to the Master Guide age group.
The characteristics of the groups are viewed in four categories;  mental, physical, spiritual, social.

Pre-adolescent 9-12
MENTAL
1. The golden age for memorization
2. Eager to investigate and learn, - curious.
3. They love stories, and books and usually like to read.
4. They have a real interest in collecting things.
5. This is an age for  interest generalization – not specialization

PHYSICAL
1. Healthiest period of life
2. The body and mind are well balanced for coordination and games.
3. This is a restless period of ceaseless movement and energy

SPIRITUAL
1. This is an age of keen interest in spiritual things
2. This is the peak age of baptism
3. They enjoy witnessing activities and  recognition
4. They readily accept instruction

SOCIAL
1. Little interest in the opposite sex
2. They like secret codes and adventure
3. An age of imagination, and drama, mimicking of animals, friends etc.
4. They are prone to hero worship
5. They are learning teamwork but retain an independent spirit.

Early Adolescent 13-15
MENTAL
1. Alert but have a  tendency to daydream
2. They learn quickly
3. Boys have a keen interest in science, gadgets, and girls become interested in home-making and relationships

PHYSICAL
1. A period of rapid growth resulting in loss of coordination
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2. sex organs develop, influencing behavior.
3. Second healthiest period of life.
4. Girls are on average taller than boys at 12-13,  slightly taller at 14 and 2” shorter by 16

SPIRITUAL
1. Interest in spiritual things begin to decline at this age
2. This is the second highest age for baptism among children
3. They are less inclined to demonstrate spiritual feelings and convictions
4. There are often conflicts with conscience

SOCIAL
1. An age of loyalty to peers
2. They begin to seek individual freedoms and feel the need for expression.
3. frequent mood changes and seemingly strange tastes, - even  eccentric behavior
4. Money making impulses emerge

Mid Adolescent 16-17
MENTAL
1. High regard for scholarship
2. Tendency to challenge and question everything
3. Ideals  and values are being shaped and the ‘self’ identified

PHYSICAL
1. The teenager has attained 85% of adult height and weight
2. Muscle development encourages interest in competitive physical activities
3. Strong sexual attractions, present a need for supervision in some instances.

SPIRITUAL
1. The mind is usually made up for or against in respect of spiritual things.
2. What has not been achieved previously now becomes difficult.

SOCIAL
1. Brutally frank in criticisms
2. Like cliques and want to be surrounded by special friends
3. They are very sensitive and often guided by public perceptions and preferences.

Basic principles of effective club discipline
There are three basic interpretations of the word discipline;
· Instruction to a disciple; or the body of knowledge pertaining to a particular field or profession.
· The punishment received for wrong-doing
· Internal self control that guides ones actions, and responses in life.

It is the  third concept of discipline that is most important to the pathfinder. 

In order to maintain club morale, cooperation, interest  and discipline, a comprehensive approach must be taken to the organization of the pathfinder program. The following six areas summarize the main factors to consider;
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	1. Program planning
· Have a spiritually focused program
· Aim for 100% attendance
· Plan a diversified program

	2. Membership
· Make members feel welcome and a part of the club
· Place persons who are comfortable together in the same group.
· Build the cohesiveness of the units, classes and club in general.

	3. Resources
· Ensure adequate equipment and tools are available for  the conduct of the program
· Ensure training resources are available and adequate.
· Seek to secure needed funding for program expenses.

	4. Facilities
· Ideally the club should have its own meeting hall with pathfinder posters, notices, law, pledge etc on the walls.
· Facilities should be conducive to instruction and learning. It  is recommended to change the meeting place  on occasion to inject some variety and freshness to the program
· The pathfinder  club should have adequate storage for its equipment and resources.

	5. Staff	
· All members of staff should be involved in the conduct of the program.
· Consultations must be made in the development of the program
· The director must provide adequate supervision of the staff  to ensure program success.
	
	6. Support Structures
· The church should support and work closely with the pathfinder club leaders.
· The home support for the program is essential for attendance, funding, discipline, and overall operation.
· The club must serve the community  and earn the respect , recognition, and support  of  citizens. The conduct of pathfinders in the community is an important factor in determining this support.


Aims of effective discipline
The acronym “HIRE ME’ can be used to remember these points
· Have rules that are conducive to overall harmony and empowerment.
· Involve all staff and other stakeholders in the planning of the program
· Reveal God’s character through order as observed in the universe.
· Encourage respect for parents, staff,  and peers
· Make compliance and cooperation an attractive option.
· Encourage self-discipline by example.
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Maintaining balance in discipline
If discipline is not maintained, pathfinders,  club,  church, home, and community all pay the PRICE.
· Present devotional admonition on discipline. This can be done through the teaching of the pledge and law.
· Rules must be few, clear,  and well considered
· Involve parents in the disciplinary training.
· Counsel with pathfinders before punishment.
· Enforcement of the rules must be consistent, and fair

Methods of Discipline
In enforcing discipline care must be taken in five key areas  relating to  your emotional state, and four areas relating to  the approach in dealing with an offender. A simple 
*confrontation between instructor and pathfinder  lasting no more than a few seconds can illustrate this.* Instructor grabs errant pathfinder by the front of his shirt and pushes him in a seat and barks ;

 “ Hey bwoy yuh nuh hear fi siddung? And who yuh a kiss teet afta? 
Yuh want a bax out dem teet deh?
 Say  sarry or yuh gwine siddung yah afta every baddy gaun till yuh learn mannaz!

· Don’t punish in anger
· Don’t use force
· Don’t force apologies
· Don’t detain after club
· Don’t make threats you can’t back up
· Give personal counsel
· Use group judgment
· Take care of individual differences
· Expel if necessary

Disciplinary Procedure
The procedure to address disciplinary breaches should proceed in one direction, preferably in a straight line.
· Speak privately with the pathfinder. Explain expected behavior, and pray with pathfinder.
· If  problem persists, enlist the deputy director  in charge of discipline  to jointly repeat the previous  efforts.
· If problem persists, involve the club director and all parties arrange a visit with the parent to resolve the matter.
· If all previous efforts fail, refer to pathfinder disciplinary committee for discussion and final decision . This could result in expulsion or suspension.

Preventing disciplinary problems
An ounce of  Prevention is better than a pound of cure. Always seek to ‘avoid’ rather than to ‘correct.’
· Plan an extensive program. The devil finds work for idle hands.
· Be prepared for your classes and sessions
· Give clear, precise instructions
· Show respect for those set under you
· Be fair – don’t have favorites
· Avoid mannerisms that could lead to ridicule 
· Have a sense of humor – it’s a good armor!
· Control your emotions – even under pressure.
· Don’t be a fault-finder.
· Watch your voice- don’t shout.
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CHAPTER  3
PATHFINDER CLUB LEADERSHIP

Club Leadership
Attitudes and qualities of  Christian leaders involved with Pathfindering
1. Live a Christ-centered life
2. Sincerely love children
3. Be optimistic and enthusiastic
4. Master diversified skills
5. Be master of your emotions
6. Know how to organize
7. Maintain pleasant relations with fellow workers
8. Enjoy the outdoors
9. Have a sense of humor.
10. Have a personality that commands order
11. Be resourceful and creative.
12. Enlist cooperation
· be friendly
· be generous with praise
· ask advice
· make people feel important
· never embarrass anyone
· lead instead of drive
· learn to remember names
· keep your promises
· do not brag
· don’t make decisions with emotions
· chose capable helpers
· be action oriented
· be willing to cooperate with others.

Leadership Styles
There are three basic leadership styles;
Autocratic or Authoritarian	:where one person dictates to the group and makes all decisions without consultation.

Democratic :  where decisions are made on consensus with the input of all stakeholders.

Laissez Faire:where the leader allows the members to do as they feel and 	there is no central coordination or direction.

Leader’s roles and functions
The leader has specific roles in the group or organization. These relate to;
· the task.
· the group, and
· the individual
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Task Roles 
· Set objectives and priorities
· Consider resource needs and constraints
· Examine alternate approaches
· Examine impact of interaction with external environment.
· Measure success

Group Roles 
· Build group cohesiveness
· Gain and test consensus
· Communicate plans and goals
· Resolve or manage conflicts
· Assign tasks and responsibilities

Individual Roles 
Motivate the individual
Make him feel an important part of the group
Provide an emotional support structure
Communicate role and responsibility


Task Functions
These are steps required in the development and execution of various group tasks.
· Summarizer
· Analyzer				
· Clarifier
· Information seeker, giver
· Goal setter
· Opinion seeker/ giver
· Initiator

Group Functions
· Harmonizer
· Compromiser
· Feeling empathizer  and sharer
· Gate-keeper
· Listener
· Follower
· Standard setter
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CHAPTER  4
CLUB ORGANIZATION

How to organize a pathfinder club
1. Counsel with the Conference Youth  Ministries Personnel (Parish Federation)
2. Present plans to the local church board, and pastor (The local church board sponsors the club)
3. Inform the congregation in a regular worship service
4. Call an afternoon meeting to promote and discuss the program.
5. Teach the staff training course to prospective officers.
6. Elect the Director and  deputies
7. Executive Committee elects other officers, counselors, and instructors
8. Develop the program, including staff responsibilities.
9. Enroll  pathfinders
10. Launch Club – Induction Service.


Pathfinder Committees
There are two basic committees administering pathfinder affair. 
The Executive Committee
This comprise the Director, Deputy Directors, AY Leader, Elder or Pastor,.
This group will meet to elect the Chaplain,  Treasurer Secretary, who will also serve as members of the pathfinder executive. The pathfinder director and deputies are elected by the church’s nominating committee each year but at the initial set-up of the club the selection is usually done by the church board.

The expanded pathfinder executive committee will then elect the other officers of the club including, counselors, instructors, and unit officers.

The pathfinder Staff Committee
The full corps of officers elected will meet as the Pathfinder Staff Committee, and is responsible for the development, execution,  and administration of the pathfinder program

Officers & their duties
Pathfinder Director
He/She should;
· be a master Guide with the requisite leadership qualities and temperament.
· Be a member of the church board
· Maintain liaison with other department leaders in respect of the pathfinder program
· Maintain liaison  with the local conference and federation officers
· Chair meetings of pathfinder committees
· Lead in the development and planning of the yearly and weekly pathfinder programs
· Supervise staff and club operations

Deputy Director
He/She should;
· Have the same qualities as the director
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· Deputize for the director in all areas except serving on the church board
· Assume responsibility for functional and operational areas including, administration, Curriculum management, Outdoor & recreation activities, Honors and craft.
· Provide support to the director.


Club Secretary
· Has responsibility for all club records except treasury records.
· Responsible for managing correspondences for the club.
· Make records and prepare minutes of meetings of committees of the club
· Maintain the register of members
· Prepare and submit reports to the local conference on club activity.


Club Treasurer
· Handle and account for all monies on behalf of the club
· Maintain records of all monetary  transaction for the club
· Keep all bills and receipts to support club accounting records for audit.
· Prepare reports on income, expenditure, and of balances held by the club.
· Supervise fund-raising activities on behalf of the club.

Club Chaplain
· Provide for the spiritual wellbeing of the pathfinder club members
· Oversee the conduct of devotion and other worship services for the club
· Supervise missionary outreach projects.

Unit Counselor
This is the key member of the pathfinder staff. The unit counselor should;
· Oversee the unit in all pathfinder meetings, outings or other events.
· Provide counseling, and mentorship to pathfinders
· Assist with the maintenance of discipline and order.
· Set examples in neatness, uniform, conduct, and spirituality.

Unit Captain
The term of the captain varies from three months to a year. He is elected from his unit and should;
· take charge of the unit when instructed by the counselor
· take reports at roll call
· carry the unit guidon during ceremonies
· help to maintain unit spirit.



Instructor
Instructors need not be uniformed pathfinders. Instructors; 
· teach the curriculum  and honors to pathfinders
· assist with the completion of projects.
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Unit Scribe
The term of the captain varies from three months to a year. He is elected from his unit and should;
· deputize for the captain when required
· maintain records for the unit
· assist the club secretary with club reporting

Area Coordinator
The Area Coordinator is an invested Master Guide with administrative capabilities appointed by the local conference to;
· represent the Youth Ministries Director at ceremonies
· assist local clubs with the development and administration of their programs
· work with local parish federations  in the development of plans
· Assist with the training of youth leaders.


Uniform
The pathfinder/ master guide uniform should be worn at official pathfinder/ Master Guide function or where the uniformed groups are required to participate.

The uniform must never be worn by non-members, nor by members for private personal purposes.

The uniform include insignia which are divided into two categories; 
· identification insignia, which identify the organization to which the wearer belongs and 
· recognition insignia which indicate class, position, or special achievements in conduct or service.

The following list depict the various  insignia and indicate where on the uniform each should be worn.

Pathfinder Club Name
Right Sleeve	: ½ inch below right shoulder seam

Staff-Office Sleeve Strip
Right Sleeve	: ¼ inch below club name strip

Pathfinder Triangle
Right sleeve	: ¼ inch below staff office strip  or ½ inch below club name strip

World Emblem
Left Sleeve	: ½ inch below left shoulder seam

Class Chevrons
Left Sleeve	: ½ below world emblem with the highest on top

Master Guide Star
Left Sleeve	: ½ inch below world emblem

Class Pin
Left Pocket	: At the top of left pocket with the highest to the wearer’s left
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Class Pocket Strip
Left Pocket	: Centered Above the left pocket

Advanced Class Bar
Left Pocket	: just above class strip

Good Conduct Ribbon
Left Pocket	: Above class pins and advanced bars

Office Badges
[image: Flag 2]Right Pocket	: Centered above right pocket or at the top of the sash
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Complete the labeling of this Pathfinder Flag
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Master Guide Uniform
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Finances
There is a need for finances to effectively conduct the pathfinder program. Although most of the personal services will be voluntary there are others including transport, communication, and other technical services as well as material that must be paid for.

Sources of income could include ;
1. membership dues
2. church subsidy
3. sponsorships
4. offering collections
5. special projects
6. fund-raising campaigns

Fundraising campaigns should be approved by the local church board or territorial authority, as the case may be, and should not involve components that resemble gambling.

A Budget should be prepared in line with the yearly plan, and should outline the timing of funding needs, income sources, and fun-raising plans.


Reporting
The scoring plan outlines the areas that need to be taken care of in each club on a monthly, bi-monthly, and annual basis.
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Membership
Membership requirements;
· Must be 10-15 years old or at least in the fifth grade 
· Must complete an application form 
· must pay membership fees and insurance as prescriber by the pathfinder exec committee.
· Must own and wear uniform as required
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INSURANCE
Insurance coverage is a requirement for all individuals involved in activities organized by the church. This is provided through the local conference and participation should be encouraged to protect  the clubs, churches, and officers from claims arising from injury.
In order to minimize the risk of accidents, injury, or loss of life, the following points should be attended to.
· Premises including buildings and camp sites should be free of hazards.
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· Equipment used must be appropriate for the slated activity and in good working order.
· Supervision must be adequate to the numbers and ages of participants and the nature of the activity concerned.
· Activities must be appropriate to the ages, sex, and number of participants; the availability of adequate supervision; and the suitability of premises, equipment, weather conditions and other factors.

Persons who may be sued for damages or injury include;
Pathfinder Directors
Pathfinder Counselors
Camp Directors
Conference Youth Directors
The Church
Any other person directly responsible for the injury.


In the event of an injury;
1. Apply first aid as may be necessary, and obtain skilled professional care as soon as possible.
2. Use ambulance services for any transportation where this is available.
3. Inform parents or guardians as soon as possible.
4. Compete an incident report covering each and every injury, obtaining eyewitness statements.
5. Send incident reports and eyewitness statements, as well as any claims made, to Risk Management through your local conference within stipulated timeframe.
6. Always show sympathy and support for the injured  person and his or her relatives.
HOWEVER;
	Do not admit liability for the injury.
	Do not express opinions in the incident report
	Do not make offers or promises to the injured party
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CHAPTER  5
PROGRAM PLANNING

Yearly planning
The pathfinder program should be planned in entirety at the beginning of the year.
Reference should be made to the conference and federation calendar as well as note made of  Federation, Master Guide, and other  local church  programs that might have an impact such as crusades. The plan should leave room for unforeseen eventualities to avoid program derailment.

In setting the annual plan the requirement of each class should be taken into consideration and where different classes have similar program activities it is best to combine these to economize on time and resources.

The staff should be given their areas of responsibility and held accountable. It is important in this regard to set standards for evaluation.

It is at the monthly staff meetings that the progress of the program can be assessed against the plan and amendments made as circumstances warrant. it is at these meetings that the details of each phase of the plan should be reviewed and finalized.

The management of the training curriculum is critical. Care must be taken to structure the program for completion of all essential requirements before the pre-test date. This includes the camping, honors, craft, and field trips for each class.
Failure to effect this type of comprehensive planning is one reason the pathfinder club is not as vibrant as it could be. Persons coming through a system characterized by inadequate planning, are often, themselves not fully sensitized to the need of it on attaining leadership. 


Weekly Club Meetings
A schedule timed at 90 to 120 minutes has been seen to be most effective in weekly club planning.  The age profile of the pathfinders, the  sufficiency and efficiency of the staff, and the general discipline in the club are factors that affect the program flow and time management. The specific outline may vary between clubs and between weeks

Minutes   Activity				Minutes  Activity
15	Open  Ceremony/ Devotion		  05	Opening Ceremony
30	Curriculum				  20	Devotion & announcements
30	Honors/ Craft / Activity		  40	Curriculum instruction
15	Register./ Announcement./ Closing 	  40	Honors/ Craft/ Activity
						  10	Reports & Register
						  05	Closing Ceremony
90						120
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Investiture Service
The Investiture Service is a ceremony  conducted in the form of a graduation and seeks to recognize and award  the achievements of pathfinders at the end of each training year.

A. Preparation
Before a candidate can be invested he must have completed all his requirements including assignment, honors, and passing the pre-test; and he must be properly uniformed.

Club directors will compile the list of persons to be invested and submit to the pathfinder Secretary for the parish.
The Pathfinder Secretary  will work with the Parish Federation to plan and execute the investiture. To maintain a high standard of achievement, spot testing of candidates is useful, especially in the case of Master Guides.

B. Personnel who may be involved in the Investiture and their
responsibilities

Investiture Sponsor
This is a person designated by the conference youth department, usually the Youth Director or an Area Coordinator, who represents him   and conducts the formal investiture ceremony.


Pathfinder Club Director
He will seek to have all his club members meet the investiture requirements and spearhead the procurement of insignia and other items required for the investiture.

Local Parish Federation Officers
The local parish federation (e.g. Hanover Federation) is responsible for organizing the investiture service and its officers officiate during the service. The Pathfinder Secretary for the federation is the chief coordinator of the day’s functions, and he/ she also serves as the chief marshal.

Marshals
These are pathfinder directors or other club or federation officers who have been assigned to formally introduce the respective pathfinder classes for investiture to the chief marshal.

C. Program
The purpose of the Investiture program is to provide an opportunity to:
_ Recognize those who have completed their Pathfinder Class work.
 _ Inspire those not involved in the work to do so.
_ Inform the church and community what the Pathfinder Club is all about.
_ Communicate to the youth the plans for future events.

Beyond the actual insignia presentation, program content is left largely  to the creativity of those responsible. An action oriented, inspirational content works best. For instance, include skits showing community service and witnessing, recitation of memory work, and demonstration of skills related to class requirements. Since the Pledge and Law are central to the training involved in the club, stress them whenever possible.
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Camporees
A Camporee is an outdoor camp of two or more days where clubs from an entire conference or region meet for  fellowship, experience sharing, and the development of outdoor and camping skills.
Camporee grounds must be suitable, with access to water and sanitary conveniences
The Conference Youth Director is responsible for organizing a camporee.
Every Camporee should have a theme around which all activities should be built.
A pathfinder club needs to build its program bearing in mind the events, and skills needed for participation.
	
Club Organizing Requirements
1. A camp fee is required in most cases
2. Camping is by clubs, organized into male and female units  appropriately segmented.
3. Each unit is of up to eight pathfinders with at least one adult counselor
4. Units are comprised of same sex only, with separate camping areas for each sex
5. Each club is self-sustaining including food, flags, equipment etc.
6. Counselors assume full responsibility for their campers and must accompany them at all times.
7. The  Conference should provide detailed rules, instructions, and site location to clubs as they arrive.
8. Inspection  should be made of the camping area at designated times during camp.
9. Clubs should have adequate insurance coverage.
10. Clubs are responsible for their own transportation.

Suggested Camp Layouts

[image: ]
[image: ]
[image: ]
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CHAPTER  6
TEACHING THE PATHFINDER CURRICULUM

Objective
To discover the importance of a creative approach and help to develop one’s own creative style

Understanding Creativity
Purpose & Values in use of creative activities
1. it makes learning more enjoyable, lasting and meaningful
2. it provides opportunities for self expression and the development of creativity
3. It instills pride in accomplishment and builds self confidence
4. It relieves periods of physical restlessness with meaningful activity
5. It promotes greater participation
6. It teaches cooperation, sharing, and taking turns

Steps in a creative process
1. The first step in the creative process is preparation. This begins with an assessment  of the  parameters of the problem; Ask who, what, where, how, when, why;
2. The second step is  a series of iterative analyses of possible results using different approaches such as;
· Magnification
· Parallel identification
· Addition and Subtraction
· Re-sequencing
· Combination
· Surprise

Creative Tools
1. brainstorming
2. storytelling
3. listening
4. topjects – objects illustrating specific topics
5. role play

Teaching the pathfinder  curriculum creatively

Requirements for effective teaching
The aim of teaching  should be to facilitate knowledge transfer as well as to inspire and promote further self-learning. This is best accomplished in an atmosphere that incorporates the following elements.;
· Learning should be fun
· Acceptance and understanding
· Recognition for effort and for accomplishments
· Effective communication
· Fairness and justice
· Group involvement in the process
· Constant assessment
· Cooperation
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Teaching Methods
There are many factors determining the best method for any session but the following guidelines are helpful.
· Study the class curriculum
· Assess the number and needs of your class
· Work out your teaching plan
· Evaluate resource availability
· Execute the plan

Maintaining Enthusiasm for Pathfinder Honors
· Have a definite completion date
· Make the classes worthwhile
· Wave requirements that are impossible ( e.g. skiing in the tropics)
· Verify all project work by;
· Ensuring the work is actually done and that all questions are answered correctly and completely
· Ensuring all honors are signed by the instructor, and by the appropriate club, district, parish, or conference  officer.
· A pathfinder may earn a master award by completing seven honors in a given category. Master awards, and advanced class awards may be presented at a pathfinder day or investiture service.

		
Pathfinder Advanced Classes
Advanced class levels are based on outdoor skills. These levels are best suited to the pathfinder club. To be able to enjoy the outdoors or meet emergencies are good reasons for teaching these skills in every club.
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CAMPING & OUTDOOR EDUCATION
Philosophy of Camping
Outdoor living holds tremendous potential in spiritual values and character building elements. 
It is recommended that outdoor living with its multi-skilled requirements comprise a large segment of the year’s pathfinder program.

The experience that is gained through fellowship in camping and the  skills developed in outdoor survival will be helpful to God’s people in the time of trouble.


Benefits to the individual
a. An intimate knowledge and long term bonding with nature.
b. An appreciation of order and interdependence in the universe
c. The  perception of God’s presence through the beauty and wonder of nature
d. Develop respect and appreciation for conservation
e. Sense of accomplishment for challenges met and overcome.
f. Develop resourcefulness and resilience
g. Developing a variety of survival skills and instincts
h. Improved health
i. An enlightened sense of value and appreciation for life.

Benefits of camping activities
a. Developing lifetime hobbies and future vocation skills
b. Encourages one to expand horizons and perceived limitations
c. Healthy and wholesome fun
d. Teaches balancing of work, rest and relaxation, fun, and fellowship
e. Developing an appreciation for serious thoughtful programs by participating in vespers, devotions etc.

Spiritual Values in camping
Lives have been changed in summer camps. No one goes through a camping experience without it leaving some mark on his or her heart or spirit.
a. Closeness to nature  creates  bonds to the inner being
b. One experiences a completely alternate reality in beauty, social order, and majesty.
c. God’s great creative power is taught , not in abstract, but in living color.
d. An appreciation for purpose in the circles and cycles of life manifest in nature.

Basic Camp Planning
Having a successful camp depends on fully recognizing and attending to a number of important considerations.
1. Have specific purpose or range of purposes in mind
2. Ensure adequate, cost-effective  transportation can be arranged
3. Ensure tents or other accommodation are available
4. Bring a first Aid Kit, and arrange for medication for special need campers.
5. Have adequate gear and tools for campsite preparation, set-up, maintenance, and restoration
6. Camp staff and coordinators
7. Food and water
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8. Plan camp meetings and program around a theme
9. Inspect the campsite beforehand, ensuring it meets all requirements.
10. Secure permission from the campsite use
11. Sanitation and hygiene
12. Safety & security
13. Secure church and parental approval ahead of departure.

Program Planning
Friday
03:30pm	Arrive at church
04:00pm	Leave for campsite
05:00pm	Set up campsite
06:30pm	Open Sabbath
07:30pm	Campfire fellowship (devotion and sing along)
09:30pm	Bed time
10:00pm	Lights out

Sabbath
06:00am	Rise and unit devotion
06:15am	Wash & Dress
07:30am	Breakfast
08:30am	Inspection
09:00am	Sabbath School and Worship Service (camper involvement in planning and execution)
12:00nn	LUNCH
02:00pm	Unit Activity
03:00pm	Nature Honor
05:00pm 	Afternoon program presentation
06:30pm	Close Sabbath
07:00pm	Supper
08:00pm	Campfire program (games etc.)
10:00pm	Bedtime & Lights Out

Sunday
06:00am	Rise Wash Dress
06:30am	Morning Assembly & Devotion
07:00am	Breakfast & Camp Duties
08:00am	Inspection
08:30am	Outdoor Honors and Activity

12:00am	LUNCH
01:00pm	Hike/ Track & Trail
02:00pm	Return to campsite , Break Camp, & Restoration
03:00pm	Leave Campsite
04:00pm 	Arrive @ Church

The program should discourage long periods of inactivity, to avoid boredom and  mischief, and promote time management skills and punctuality development.
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Types of Camping
There are two basic types of camps a site ( or static ) camp, and a travelling camp.
Site camps are organized around a specific location and are suited to program and goal diversity.

Traveling camps require movement between distant points over a period of time and require more personal, lightweight gear. Care must be taken in planning around the purpose of the camp. Important considerations include, time of year, weather, terrain, communication, navigation aids, shelter, food, safety, and arrangements for Sabbath rest.  


Basic components of good camping
a) Suitable Campsite
b) Water supply
c) Firewood
d) Sanitation
e) Shelter
f) Fire building
g) Security


Nature Study
Nature is often referred to as “God’s second book” 

The importance of nature study
Prov. 6:6	Go to the ant.. consider her ways.. and be wise
Matt. 6:26	behold the fowls of the air..
Matt. 6:28	Consider the lilies of the field how they grow

Through creation we become acquainted with the creator. In these lessons from nature there is a simplicity and purity that makes them of the highest value.

All need the teaching to be derived from this source. In itself the beauty of nature leads the soul away from sin and worldly attractions, and toward purity, peace , and God.

God designs that the Sabbath shall direct the minds of men to the contemplation of his created work, and of his creative power.

Keeping the Sabbath Holy does not necessitate enclosing ourselves in walls, away from the beautiful scenes of nature and the  free invigorating air of heaven

Children can more readily grasp the wonder of God through time spent with parents in the wonder of nature.

The Sabbath was instituted as a memorial of God’s creation and creative power. What better way to celebrate this than in the elements of his majestic work.
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Objectives of Nature Study
· To inspire an interest in and curiosity about nature
· To promote the development of enquiring minds, powers of observation, and the capacity for drawing useful inferences.
· To facilitate learning through God’s second book.
· To promote closeness to God through the manifestation of his character and majesty in nature.
· To inspire an appreciation for conservation and environmental protection.


Nature Games suitable for Sabbath
a) Sabbath Song Nature Hike
b) Variation
c) Sabbath Bible Nature Hike
d) Creation Week
e) Nature Matching Game
f) Nature Identification
g) Forensic Nature  Scene Study 
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DRILL & CEREMONIES

Basic Honor: Drill and March
[image: ]1. Explain five or more objectives of drilling. 
1. Fellowship: Helps one learn to take orders, and follow them.
2. Order: It helps maintain an organized unit.
3. Respect: Regard for the rights of others.
4. Self Control: Pay attention to leader. 
5. Morale: Training discipline and group unity.
6. Enjoyment: Fun activity, promotes use of imagination.
7. Leadership: Helps one learn to give orders and build confidence.
2. Define the following:
a. Formation	:Formation is the arrangement of the elements of a Pathfinder drill formation in any prescribed manner.
b. Line	:Line is a formation in which the elements are side by side or abreast of each other. In a club line the Pathfinders in each unit are abreast of each other with the units one behind the other.
c. Rank	:A rank is a line that is only one element in depth.
d. Interval	:An interval is the distance between persons standing next to each other.
e. Column	:A column is formed when people stand one behind one another.
f. File		:A file is a single column.
g. Distance	:Distance is the space between people within a column (front to back).
h. Cover	:The cover command is used to align yourself with the person in front of you while maintaining correct distance.
i. Flank	:Flank is the right or left side of any formation from the point of view of someone within that formation.
j. Cadence	:Cadence is the uniform rhythm in which a movement is executed, or the number of steps or counts per minute at which the movement is executed.

3. Explain the actions in each of the following  groups:
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a. At Ease, Stand At Ease, and Parade Rest
· Parade, RESTis the most "strict" of these three commands. It may be called only from the position of Attention. On preparatory commands, the position of Parade REST should be assumed when at STAND AT EASE, AT EASE, or REST. Pathfinders execute Parade REST by moving the left leg out (so feet are about 8 inches apart) and placing both hands in the small of the back, with the right hand on top of the left and thumbs locked together. The head and eyes are to be kept looking straight ahead, because Parade REST is simply a more relaxed form of Attention. STAND AT EASE, AT EASE, or REST and the directive for PRAYER ATTENTION may all be given from this position.
· STAND AT EASE is slightly more relaxed than Parade, REST. To do this command, execute parade rest as described above; however, the head and eyes are to follow the commander at all times. Some clubs may allow the hands to relax during STAND AT EASE, but this is not permissible according to the NAD Drill Manual. AT EASE and REST may be commanded from this position.
· AT EASEis more relaxed yet. The right foot must stay "glued" in its place to the ground. Pathfinders are allowed to move around (except for the right foot!), but you must remain silent and standing. REST may be commanded from this position.
· An additional command, REST, is an even more relaxed command. The right foot must still remain "glued" to the ground, and pathfinders must remain standing; however talking is permitted at this position. AT EASE may be commanded from this position.

b. Mark Time, Quick Time, and Double Time
· Mark time is a command meaning to march in place. When a unit is in Mark time, they should adjust and maintain their intervals and distances. To be proper, it should only be called from Quick time or Half step (Not Double time or from the Halt). However, many clubs find it helpful to use this command from attention for the purpose of instruction. MARK TIME, MARCH can be called as either foot strikes the ground. When the command is given, take one more step after the command of execution (MARCH), plant the trailing foot alongside your stationary foot and march in place. Each foot should be alternately raised approximately 2 inches off the ground at the pace of Quick time. Allow your arms to swing naturally and adjust your alignment as necessary.
· Quick time is marching to the cadence of 120 counts or steps per minute with appx. a 24-inch step. Your arms should swing naturally 9 inches straight to the front and 6 inches to the rear of the seams on your pants. The arms should not bend at the elbow and your fingers should be curled as in the position of attention. Head and eyes should be fixed to the front. Younger Pathfinders may find this hard to achieve at first, but with the help of an instructor, they should be able to master this very quickly.
· Double time is the cadence of 180 counts or steps per minute. The length of the steps is also to be appx. 24 inches. The command DOUBLE TIME, MARCH is given either from a halt or as either foot strikes the ground while marching at Quick time. When given from the halt, at the command MARCH, raise your forearms up to a horizontal position with your fingers and thumb closed, knuckles out, and step off with your left foot. Continue to march at the 180 steps per minute cadence until further instructed. When marching at Quick time, at the command MARCH, take one more step at Quick time and step off with your trailing foot at Double time in the same manner as previously instructed. The only movements that can be executed at Double time are Halt, Quick time, Column Right/Left, and Column Half Right/Left.
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c. Hand Salute and Present Arms
· Present, ARMS is mostly used to salute the flag and is a one-count movement given only at the position of attention. To execute this command, raise the right arm and bend at the elbow. The fingers of the right hand should touch the eyebrow, or if glasses are being worn the rim of the glasses, or if a cap or hat is being worn, the brim of the hat (if both glasses and a cap are worn, touch the brim of the cap). The upper arm should be parallel to the ground, and the forearm, wrist, and right hand/fingers should form a straight line (i.e. no bending at joints). The elbow should be swung back so that it does not stick out in front of the body, but not so far that it is behind the body. To Order, ARMS (a one-count movement), simply lower the right arm smartly to your side and resume the position of Attention. There should be no slapping sounds when executing this command.
· Hand Salute is exactly like Present, ARMS but without a command. When reporting or when rendering courtesy, turn the head and eyes toward the person addressed as you salute. Upon acknowledgment, terminate the salute like Order, ARMS, but without a command.
d. Right (Left) Flank and Column Right (Left)
· RIGHT/LEFT FLANK, MARCH - Both the preparatory command(RIGHT/LEFT FLANK) and the command of execution (MARCH) are both given as the foot in the indicated direction strikes the ground (i.e. Left foot for Left Flank). The interval between the preparatory command and the command of execution is one step. At the command MARCH, each Pathfinder takes one more step, turns in the indicated direction on the ball of his leading foot, and steps off in the new direction with his trailing foot. Once marching in the new direction, glance out of the corner of your eye and dress to the right.
· COLUMN RIGHT/LEFT, MARCH - COLUMN RIGHT/LEFT, MARCH can be given from the halt or while marching. From the Halt, the command COLUMN RIGHT/LEFT, MARCH is given and the lead Pathfinder in the column nearest the direction given executes a 90 degree turn in the indicated direction and steps off with their left foot in the new direction taking one 24 inch step then continue at a Half step (12 inches) until the other columns catch up. The lead Pathfinders in the other columns execute a 45 degree turn in the given direction and step off with their left foot in the new direction taking 24 inch steps and continue in an arc. As they come abreast of the other leaders they take up the Half Step. When all leaders are abreast, they step off with a 24 inch step without command. All other club members march forward on the command of execution and execute the column movement at approximately the same location as their unit leaders and in the same manner. While marching, both the preparatory command(COLUMN RIGHT/LEFT) and the command of execution (MARCH) are both given as the foot in the indicated direction strikes the ground (i.e. Left foot for Column Left). The interval between the preparatory command and the command of execution is one step. The execution of the command from here is the same as described above.
4. Properly execute the following basic movements:
a. Attention : Standing at attention requires your feet to be together with the your toes at a 45 degree angle. Your hands should be at your sides and curled as if you were holding a coin roll with the thumb over the first knuckle of your index finger. Your eyes should be always facing forward. You are not allowed to talk unless directed to do so. Most stationary commands, as well as the commands used to move a group forward, are called from this position.
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b. Parade Rest : Like ATTENTION, your eyes should always be facing forward. When called to PARADE REST, your left foot moves away from your right foot and is set back down when your feet are about a shoulder width apart. Your hands are now behind you at the small of your back with the left hand behind the right hand. The command PARADE REST may only be given from ATTENTION.
c. Stand At Ease : STAND AT EASE is exactly like PARADE REST except for two things. The first is that each person's eyes and head should follow the person instructing/addressing the group until the instructor has moved beyond a marcher's shoulder at which point the marcher's head should revert to looking forward until they can see the instructor again. The second is that a marcher's hands may be lower than that of PARADE REST, though the hands must still be in the same order (right hand behind the left hand). STAND AT EASE may be called from ATTENTION or PARADE REST.
d. At Ease : AT EASE is much like PARADE REST. Though you must be quiet and keep your right foot in place, you may otherwise move as needed. Your hands are also allowed to be lower than required for PARADE REST, just like STAND AT EASE. The command "At Ease" may be given from ATTENTION, PARADE REST, or STAND AT EASE.
e. Dress Right Dress : When the command DRESS RIGHT DRESS is given, each person in the group (except for the group's left most file) extends their left arm. Each person in the group also (except for the group's right most file) turns their head to the right so that they may adjust themselves until they are just touching the fingertip(s) of the person on their right. The group's right most file never moves as everyone is to line up on them while executing DRESS RIGHT DRESS. Each member of the group continues to stay with their left arm up and their head turned to the right (unless they are part of the two files with exceptions) until the command READY FRONT (used to bring the group back to ATTENTION from DRESS RIGHT DRESS) is called. No command other than READY FRONT may be called from DRESS RIGHT DRESS.
f. Prayer Attention : PRAYER ATTENTION is exactly like PARADE REST, but goes one step further. When a group is called to PRAYER ATTENTION, them must also bow their heads. Male Pathfinders & Staff should take off and hold (behind their back) with their right hand, any headgear that they may have on. At the end of the prayer (without commands) each person is to return to PARADE REST (Men also put headgear back on). PRAYER ATTENTION may only be called from PARADE REST.
g. Present Arms: When the command PRESENT ARMS is given, each person is to raise their right hand to just above their eyebrow. The upper arm should be out horizontal to the ground. The thumb and fingers should be fully extended and should only just touching above your eyebrow, glasses rims, or hat bill. This command can only be given from ATTENTION.
h. Order Arms	:The command ORDER ARMS is used to bring a person or persons back to ATTENTION from PRESENT ARMS. All a person must do is to bring their arm down to their side from PRESENT ARMS without slapping the arm against their leg.

i. Right Face :The command of RIGHT FACE is used to turn a person or persons to the (you guessed it) right. When the command is given, those who are to execute the command should lift their right toes and left heel and then pivot to the right on their right heel and left toes while turning to the right. The command is given only from ATTENTION and when completed, everyone should again be at ATTENTION.
j. Left Face LEFT FACE is just like RIGHT FACE except that you lift your left toes and right heel and pivot on your left heel and right toes while turning to the left.
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k. About Face : The command ABOUT FACE is used to turn a person or persons around 180 degrees. To do this, you put your right foot (toes pointed down) behind your left heel. Next, turn to your right (not too quickly or you will fall over) until you have turned completely around to face the opposite way that you were facing previously. This command is only issued from ATTENTION.
l. Fall Out : The command FALL OUT is one of the commands that dismisses a person or group of people. When the command FALL OUT is given, you are free to break from formation (Yes. One person can be a formation). Do not stray far from whoever is instructing you or your group though. FALL OUT does not give you permission to walk off where ever you feel like. Only when the command DISMISSED is given may you leave to wherever you want. The command FALL OUT can only be given from ATTENTION.
5. Properly execute the following movements:
a. Mark Time : Mark time, march can be called when the unit is at attention or marching. The marchers will march in place when the command is called, and they should correct their intervals and distances as necessary. If halt is called after mark time, march, the unit should be able to dress right, dress and cover without having to move the feet.
b. Forward March : When forward march is called, the unit steps out with the left foot and begins to march forward. If the unit is marching to music (in 4/4 time) or calling a cadence, the left foot will always land on the "odd" beat, and the right foot will always land on an "even" beat. In 4/4 time, the "count" goes 1, 2, 3, 4 and then repeats:
1: Left
2: Right
3: Left
4: Right
1: Left
2: Right
3: Left
4: Right
If the unit is marching without music, the rightmost person in the front rank is by definition "in step." Everyone else must be in step with that person.
c. Right Flank : When right flank is called, every person in the unit simultaneously pivots to the right by 90° and continues marching in the new direction. After this command is executed, the file that was right-most when it was called will become the front rank. The person who was last in that column will now be the marker - meaning he will be the right-most person in the front rank.
d. Left Flank : When left flank is called, every person in the unit simultaneously pivots to the left by 90° and continues marching in the new direction. After this command is executed, the file that was left-most when it was called will become the front rank. The person who was first in that column will now be the marker - meaning he will be the right-most person in the front rank.
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e. Column Right (with columns of three or four persons) : When column right, march is called, the person in the front rank on the right makes a tight pivot turn to the right by 90°. As he turns, the other members in his rank also turn, but remain in a straight line side by side of one another. When the entire rank is facing 90° to the right, they continue marching forward in the new direction.
When the next rank reaches the same point at which the turn was made by the front rank, that rank turns in the same manner that the first ran did. All ranks continue until the entire unit is marching in the same direction.
This command is called only when the unit is in motion.
Some groups find it useful to practice this maneuver while each rank holds onto a broom stick or pole. This helps keep the rank in a straight line.
f. Column Left (with columns of three or four persons) : When column left, march is called, the person in the front rank on the left makes a tight pivot turn to the left by 90°. As he turns, the other members in his rank also turn, but remain in a straight line abreast of one another. When the entire rank is facing 90° to the left, they continue marching forward in the new direction.
When the next rank reaches the same point at which the turn was made by the front rank, that rank turns in the same manner that the first ran did. All ranks continue until the entire unit is marching in the same direction.
This command is called only when the unit is in motion.
g. Rear March : When To the rear, march is called, the next time the marcher steps out with the left foot, he swivels to the right on the toes until facing the opposite direction, and then steps out again with the left foot (which should be at the rear after the marcher turns around). This command should only be called when the unit is marching or marking time.
h. Halt : The command to halt should be called on the left foot. The marchers will then take a step with the right foot as normal, and then take a half-step with the left foot, bringing it even with the right, and stop, remaining at attention.

6. Explain and demonstrate how to use, display, fold, and care for the national flag.
Flag protocol defines the proper placement, handling and use of flags. Some countries have added certain protocols into their law system while others prefer to have "guidelines" without civil or criminal consequences attached.
General guidelines: General guidelines are accepted practically universally. Much of the flag protocol is derived from common sense. That is, using it as a table cover or wrapping paper are inappropriate uses. It should be treated with respect. Many countries consider signing a flag disrespectful, adding a border would be more appropriate. Pinning or sewing items to a flag would also be ill advised.
On a mast or pole The flag of honor, that is the nation's flag in most cases, is flown on the center mast if possible. It is also correct to fly the flag on its own right. To an observer it would be on the far left. If more than three flags are used, the proper position is as far left from the point of view of an observer. An additional flag may be placed on the right side, but is not necessary.
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When two poles are crossed, the position of honor is the flag that ends on the left side from the point of view of an observer (the pole will therefore end on the right).
In a semicircle, the position of honor is the center. If a full circle is used outside an entrance to an arena or stadium, the position of honor is directly opposite the entrance. If used to line the walls of the arena, the flag should be placed directly opposite the entrance.
Hanging When flown horizontally, as from a flag pole, the flag should be oriented so that the canton is closest to the top of the pole. If hung against a wall, the canton should be placed in the upper-left corner from the point of view of the observer.
When hung vertically, flags should be rotated so the canton is again closest to the top of the pole. If the flag is displayed against a wall, the canton should again appear in the upper-left corner, which incidentally requires that the flag be both rotated and 'flipped' from its horizontal orientation.
Other places On a vehicle the flag should be affixed securely to the front right of the chassis.
When placed with a podium or at a place of worship the flag should be hang directly behind or on a pole to the right of the speaker, from the point of view of the audience.
When carried in single file the flag of honor leads.
Multiple flags  When flags of many nations are flown the flag of the hosting country should be placed on the left with the rest following in alphabetical order using the language of the host country. On Memorial Day the flag should be flown half-staff till noon.
Saluting the Jamaican Flag Nationals, and those in uniform (including the Pathfinder full dress uniform) should stand at attention and render the military salute. When the flag is moving, as in a parade, it is proper to salute when it is six paces in front of you and hold the salute until it passes six paces beyond. 
[image: ]Non-nationals(tourists etc.) should simply stand at attention.
Folding Have two people stand on either end of the flag, holding a corner in each hand.
1. Fold the flag in half twice, length-wise.
2. Beginning at the striped end, fold one corner into the opposite side of the flag, forming a triangle.
3. Repeat this triangular folding until the full length of the flag has been folded.
4. Tuck any unused (un-foldable) end into the triangle.
Be sure to keep the flag from touching the ground while folding.
TRAINING FOR THE FOLLOWING CEREMONIAL COMPONENTS WILL BE CONDUCTED AT WORKSHOPS.
APPROPRIATE PRINTED HANDOUTS WILL BE PROVIDED
Color Guards 		Opening Ceremonies
Closing ceremonies	Inspections
Guard of honor		Flag raising & lowering
Street Marches
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ADDITIONAL RESOURCES;
LOCAL ORGANIZATIONS

On investiture there are four important organizations that the new master guide is likely to interface with; these are:
· The local pathfinder club
· The Hanover Federation
· The Hanover Master Guide Club
· The West Jamaica Conference Master Guide Association

Local Club
The organization  operation of the local club has already been covered in this chapter. As a new master guide you will be required to contribute to your local club as an officer or sponsor. This is a noble calling and a tremendous responsibility as you will be contributing to the nurturing of impressionable lives, and the impact you make will have consequences to the  individual, the church, and the community at large.

The Hanover Federation of Adventist Youth
The Hanover Federation is the organization responsible for the overall coordination of all youth related programs in the parish including camps, the sports program,  the adventurer program, district rallies, pathfinder and adventurer investiture, and youth evangelism. 
The Federation is made up of  all Youth Departments of SDA churches in Hanover, and  the local  Master Guide Club which is  an affiliate organization of the Federation . It is governed by two interconnected bodies;

    A    An Executive which is elected each year from  among the youth leaders of the parish. Each  officer has a specific portfolio responsibility at  the parish level, or 	with one of the five pastoral  districts in which the parish is organized.

The offices of the executive are as follows;
· President
· Vice President- Administration
· Vice President-Chambers Pen District
· Vice President-Hopewell District
· Vice President-Lucea District
· Vice President-March Town District
· Vice President-Sandy Bay District
· Secretary
· Pathfinder Secretary
· Adventurer Secretary
· Treasurer
· Chaplain
· Public Relations Officer
· Sports Coordinator
· Project & Technology Officer.
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Each of the districts are groupings of five to seven churches which are served by the same pastor. Each district also has a local district executive which is chaired by  the District VP from the federation executive, and comprises the following officers.

· District Vice President
· Secretary
· Pathfinder Secretary
· Adventurer Secretary
· Treasurer
· Public Relations Officer
· Sports Coordinator


    B    A council which comprises the leadership of the Y Departments and Pathfinder Clubs across the parish, and the Master  Guide Organization in the parish.  Recommendations and plans from the executive must be presented to, and approved by the council before it can take 	effect.

Each church is required to send at least one representative to the council meetings of the Federation which are held every second Sunday at the Lucea SDA Church @ 10:00 am. This is where plans for the youth program of the parish are discussed and finalized, and where you can get assistance with the planning and administration of your own AY Department, or Pathfinder Club, or promote any program or project of your church, AY Society, or  club
Each AY Department is required to  pay an annual membership fee of $1,200 to the Federation. This may be allocated from your  youth department budget, or taken up as a special collection at the beginning of each year. 

Each parish has such a federation and the officers meet quarterly  with the Youth Ministries Director at “Federation Advisory Meetings” at the conference to make plans in respect of programs to be implemented on a conference wide basis. These plans usually include training and development programs, camping, the annual music program, and youth rally.


Hanover Maser Guide Club
The Hanover Master Guide Club, hereinafter referred to as the club, is the official organ of the West Jamaica Conference Master Guide Association in the parish of Hanover. It is governed by a constitution approved by the West Jamaica Conference Master Guide Association, and administered by a 16 member local executive committee 

This body has the authority and responsibility for the conduct and direction of all Master Guide activities in the parish.  and  works closely with local  pathfinder directors and Master Guide Training Center Instructors in establishing the district organization for  planning programs and dealing with matters such  as members dues, socials, local fundraising, community projects, local Master Guide club chapters, and transport pooling for functions and outings. 

The offices of this committee are as follows;
· President	(serves as a vice-president of the WJCMGA Exec)
· Vice-President
· Secretary
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· Treasurer
· Chaplain
· Drillmaster
· Honors  & Training Coordinator
· Projects & Development Coordinator
· Public Relations Officer
· District Representative-Chambers Pen
· District Representative-Hopewell
· District Representative-Lucea
· District Representative-March Town
· District Representative-Sandy Bay
· Pathfinder Secretary of the Hanover Federation
· Adventurer Secretary of the Hanover Federation



Executive meetings are held monthly and general members meetings are held quarterly. Members are required to attend and participate in the  general meetings and to vote on matters of interest.

As at January 2011 there were about one hundred and forty  invested Master Guides in the parish of Hanover, in addition to approximately  seventy   registered trainees.
Membership is automatic for invested Master Guides. For Master Guides In Training (MITs), however, formal registration is required through any of the  Registered Training Centers by completing the MIT Registration Form  and paying the two-year registration fee.

Much of the effort of the organization is devoted to the training of  Master Guides. This is done through a network of training centers . In 2011 a comprehensive program for invested master guide was developed for implementation during the year. These include; honors upgrading, refresher training, PLA training, and local church based organization and mobilization initiatives.
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West Jamaica Conference Master Guide Association
This is the central coordinating body for all master guide affairs in the conference. It has responsibility for, among other things,  the setting of examinations (pre-tests), establishing program structure and training timetables, and the investing of master guides.

The association operates primarily through its four parish organs, each headed by a parish VP.

The offices of this committee are as follows;
· President	
· General Vice-President (oversee & and supervise parish VPs)
· Secretary
· Treasurer
· Chaplain
· Drillmaster
· Honors  & Training Coordinator
· Public Relations and Protocol Officer
· Parish VP Hanover
· Parish VP St. James
· Parish VP St. Elizabeth
· Parish VP Westmoreland
· Pathfinder Secretary of the parish Federations
· Adventurer Secretary of the parish Federations



Executive meetings are held monthly and general members meetings are held quarterly. Members are required to attend and participate in the general meetings and to vote on matters of interest.
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