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Our Mission
To strengthen dens and packs  

by introducing Cub Scouts and Webelos  
to outdoor skills, thus insuring the overall enhancement  

of Cub Scout/Webelos/Arrow of Light goals,  
including citizenship, character development,  

conservation and achievement.

Camp Raven Knob is a National Accredited Camp
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R aven Knob is the ultimate in outdoor Scout camping in the Old Hick-
ory Council. Cub Scouts and their leaders have been enjoying resident 
camping since 1985, when we held our !rst long-term Cub Scout/

Webelos Resident Camp here in the mountains of Surry County, NC.
Our Council goal is to provide a safe haven for each Scout amid a beauti-

ful wilderness camp where scouts can learn about the out-of-doors. "ese 
fun-!lled days spent in camp will make memories that last a lifetime. 

"is Leader’s Guide was assembled and organized to help you plan a 
successful summer camping experience for every scout in your pack. As 
you can see, there is truly something for everyone. Each scout is welcome at 
Raven Knob, and in fact these scouts are why we are here, standing ready to 
help and guide you in your summer camping e#orts. We hope each scout 
in your unit gets every opportunity to attend this year’s camp. Camper-
ship assistance is available for in-Council scouts who need it—please do not 
hesitate to ask.

Our registration system is easy to follow, so please take note of the proce-
dures. I encourage your pack to get fully involved in this year’s theme: Row-
dy Raven’s Pirate Adventure.  Plan to show the enthusiasm of true Scoutlike 
spirit and have a fun session with your pack. Camp dates are June 17-20.

On behalf of the Old Hickory Council, the Resident Camp Program 
Committee, and the Raven Knob sta#, we look forward to seeing you at 
camp.

In Scouting,

Keith Bobbitt
Camp Director
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It is time to start preparing for an 
incredible resident camp experience at 
Raven Knob. Camp dates are June 17-20.

Camp fees
The resident camp fee is $150 for both 

Old Hickory packs and Out of Council 
packs. The camp fee includes a camp 
patch and t-shirt for each Scout. Please 

note that we cannot o!er refunds for 
Scouts who leave camp early.

The adult camp fee is $75 which in-
cludes a patch and T-shirt.

A part of the fee is due with each step 
of registration. The "rst payment is due 

with the Pack Count/ Campsite Informa-
tion form which allows us to plan for the 
size of each pack. With the "rst payment, 
you can register your Scouts and Leaders 
as well as make Campsite request.  Also, 
please make sure to add T-Shirt sizes to 
each Scout and Leader coming to camp. 

Packs are required to make a payment 
of $50 per Scout by April 25th. It is possible 
to add Scouts after this date, pending 
available space and permission from the 
Resident Camp Director. This $50 pay-
ment is nonrefundable, but will be used 
as payment toward the camp fee.

The balance of all camp fees is due 
May 23rd. Please allow plenty of time for 
mailing or bring them in person. Fees are 
nonrefundable; however, they may be 
transferred to di!erent Scouts. Detailed 
instructions of the registration process are 
included in the Registration Packet.

Preparing to come  
to resident camp

Packs are required to make a deposit of $50 per Scout 
before April 25th. The remaining balance should be 
paid on or before May 23rd.

Just hanging out 
on the Climbing 

Tower.
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Leaders in camp
The minimum leadership requirement 

for any Cub Scout unit attending resident 
camp is a ratio of two adults for a maxi-
mum of eight scouts and one additional 
adult for each four scouts. All unit leaders 
must be registered members of the BSA, 
and must meet the quali"cations for the 
leadership position in which they serve. 
Two unit leaders must be at least 21 years 
of age. Any additional leaders must be at 
least 18 years of age.  While we encourage 
an adult companion to attend with Cub 
Scouts, we cannot accommodate their 
younger brothers or sisters.  This program 
is designed for registered Wolf, Bear, 
Webelos and Arrow of Light only.  

All adults should have current youth 
protection.

Units that rotate leaders during the 
session can "ll a leader-space with more 
than one person staying di!erent parts 
of the session. For example, one leader 
might stay the "rst night and another the 
second or third. In that the two leaders do 
not stay in camp at the same time, they 
use only one leader-space and pay only 
$75. They will, however, only receive one-
patch and T-shirt for the one leader-space.  

If a pack has a den chief in camp he will 
be charged the adult fee.  A den chief is a 
Boy Scout that helps with the pack.  The 
fee for the den chief is the same as the 
adult fee because he leads but does not 
take part in the program.  Session sup-
plies are for Cub Scouts only.  Please note 
that a den chief does not qualify as an 
adult leader to accompany the Cub Scouts 
to each of their activity areas.

Registration
Our goal is to make the registration 

process easy and e#cient for everyone. 
An overview of the registration steps are 
listed on this page.  All additional regis-
tration forms can be downloaded from 
the Cub Camp page on ravenknob.com/
cubcamp.  

When you are ready to register each 
Scout, you will need to know their name, 
rank (as of June), address, phone number, 
parents name, and t-shirt size.  Register 
each adult with their name, address, 
phone number and t-shirt size.  For youth 
and adults, note any special needs in the 

appropriate online "elds.  
Additional help, along with last minute 

updates and tips, can be found on our 
website: ravenknob.com.

The registration process 
at a (big long) glance

• Contact registration@ravenknob.com for assistance

• Do this before April 25th

Complete the following online:
Pack Count Information

• Include $50 per Scout deposit.  Can be paid:
 1. Online (prefered) by eCheck or Credit Card
 2. At the OHC O#ce by Check or Credit Card
 3. From Pack Account (OHC Packs Only)

Financial Assistance Applications (available at OHC O#ce)
Program Registration online

• Remember to include t-shirt sizes
Leader/Adult Registration online

• Remember to include t-shirt sizes

• Do this before May 23rd

Submit the following online:
Final Registration Payment

• Include $100 "nal payment for OHC Scouts and Out of Council  
               Scouts

• Include $150 for any OHC Scouts and Out of Council Scouts                                                                                                              
 added since April 25th

•  Additional scouts may be added after this date until one-week 
out of camp; however late charges may apply.  

• Include $75.00 for each adult (one adult attends free with a 
minimum of "ve scouts excluding den chief.  
Program Registration—Final revisions
Leader/Adult Registration Form—Final revisions
Print Unit Roster - (available online)

• Do this when you get to resident camp
The pack representative should immediately report to the Ad-

ministration Building for check-in. Bring with you the following:
• Swim Check Form
• Pack Photo Form with a check
• Copy of Unit Roster
• Copy of signed Outdoor Program Permission Form for each 

Scout
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Campsite arrangements
When we receive your program reg-

istration materials, we will review your 
information. Please include an email 
address and a telephone number where 
you can be reached if needed. We will 
contact you if any complications arise by 
email. The week before camp, we will let 
you know your campsite assignment.  All 
campsites will have electricty.  If needed, 
please bring a 100 foot cord for CPAP 
machines.  

Operation Hours—After June 1st, a per-
son may be at the camp o#ce daily and 
will man the phone during o#ce hours 
every day throughout resident camp.

Correspondence
All resident camp correspondence and 

registration materials should be sent to 
the Council O#ce.

To allow enough time to receive and 
process registration, do not send any 
money or registration materials through 
the Postal Service less than two weeks 
prior to the May 15th deadline. Fax and 
email service is available 24 hours a day 
for your convenience.

Medical forms
All Scouts and leaders attending 

camp must have a current medical form 
completed. 

This form is available online, and Parts 
A and B are required. Please make copies 
for your pack, or pick them up at the Old 
Hickory Council Service Center. Please use 
the most current version of each form. 
Older versions of the medical forms can-
not be accepted. 

Each Scout and leader will have a 

health recheck after his arrival as part of 
the check-in procedure. The pack’s medi-
cal forms will be kept on "le for the ses-
sion with the camp’s Health O#cer. They 
will be returned to the pack representa-
tive at the end of the session.  Packs may 
send health forms to camp up to 2 weeks 
ahead to speed check-in.  

Even if a leader is arriving late in the ses-
sion, all e!orts should be made to have that 
person’s health history with the pack dur-
ing check-in, so that the health o#cer can 
review the forms, even before the leader 
arrives. If a Scout or leader is arriving late to 
resident camp, and they were not able to 
give the health forms to the leader before 
camp, then they will need to give these 
forms to the Health O#cer upon arrival in 
camp.

Please keep a copy of each Scout’s 
physical for your records.

Transportation & parking
Each unit is responsible for the safe 

transportation of its members to and from 
camp, and to make sure that all vehicles 
meet national insurance requirements. 
Transporting Scouts or adults in the bed 
of a pickup truck or trailer—whether it 
is covered or uncovered—is against the 
policy of the Boy Scouts of America, as 
well as poor judgment.

Parking is provided at the camp en-
trance for leaders and visitors. The main 
parking area is the area between the main 
gate and the Administration Building. 
As parking is very limited, carpooling is 
strongly suggested.

Vehicles are not to be parked in the 
campsite during the session. Packs are en-
couraged to leave a trailer in the campsite 
in order to store gear. A locking box will 
provide a place to secure and safeguard 
gear. In addition, there are some localized 
parking areas provided for unit vehicles 
that may be more convenient for some 
campsites. These areas are marked on the 
camp map at the end of this guide. 

To keep tra#c in camp to a minimum, 
only camp vehicles will be allowed be-
yond the Administration Building during 
the session of camp. Pack vehicles will 
be permitted into camp during check-in 
and check-out, for the purposes of load-

Resident camp addresses
Old Hickory Council, BSA
6600 Silas Creek Parkway
Winston-Salem, NC 27106
Phone: 336-760-2900
Fax: 336-760-4222

Camp Raven Knob Resident Camp
266 Raven Knob Road
Mt. Airy, NC 27030
Phone: 336-352-4307
Fax: 336-352-3445
Email: registration@ravenknob.com
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ing and unloading of personal and pack 
equipment. While driving in camp, please 
observe the camp speed limit of 5 miles 
per hour. No vehicles will be allowed 
to operate in camp or be parked in the 
campsite after check-in without permis-
sion of the Resident Camp Director.

Suggested equipment list
• Pack $ag
• First aid kits (a must)
• Den $ags
• Lanterns
• Rope
• Extra plastic
• Brooms
• Ice chest full of favorite drinks  

(water is the best)
• Lawn chairs
• Camp stove and co!ee pot
• Tarp for front of adirondack

Personal equipment
• Rank book so things can be signed o!  

at camp
• complete Scout uniform
• T-shirts
• canteen or water bottle
• shorts or long pants
• swim trunks/1 piece bathing suits for 

girls
• underwear
• socks
• sun tan lotion (sunscreen)
• sun glasses (optional)
• hat if desired
• sweater or jacket
• camera (optional)
• extra shoes or boots
• poncho or rain gear
• notebook and pencil or pen
• watch (very important)
• wallet ( extra spending money)
• washcloth and towel
• toiletries (soap, shampoo, toothpaste, 

etc. No glass bottles)
• $ashlight with new batteries
• insect repellent
• sleeping bag or sheets & blankets  

and pajamas
• alarm clock (optional)
• footlocker or suitcase or backpack
• Fishing gear (optional)
• Games (optional)

Tips
A daypack (book bag) is recommended 

to help keep things together while hiking 
around camp from day to day. An extra 
gallon-sized ziplock bag keeps those wet 
swim trunks o! the other dry items in the 
pack.

Tip 2—Flip $ops are good while in the 
shower houses; however, regular shoes 
(those with a closed heel and toe) should 
be worn to and from the shower facility. 
Foot injuries are serious at camp due to 
the high level of walking and can result in 
a trip home—or worse—to the hospital. 

Tip 3—Scouts bringing a footlocker 
or locking suitcase should bring an extra 
key and give it to the pack representative. 
That way, if one key is lost, the spare one 
will be stored safely. 

Tip 4—With the heat and humidity 
of June, it would be advisable to have a 
change of clothing for each day of the 
session.

What not to bring to camp
Personal ri$es or other "rearms, am-

munition, and bows are not allowed in 
camp; only those supplied by the Shoot-
ing Sports area are to be used. Sheath 
knives are not allowed at camp as well. 
Any such equipment brought to camp 
must be delivered to the Resident Camp 
Director when the pack checks in; it will 
be returned when the pack checks out.

In addition, no pets of any kind are 
allowed at camp; this is policy of the Boy 
Scouts of America.

We recommend that items such as ra-
dios, tape players, electronic games, and 
other electronic devices not be brought 
to camp. Resident camp is an outdoor 
experience, and these items are not ap-
propriate to that experience.

Finally, alcoholic beverages of any kind 
are strictly prohibited at camp.
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Safety
While we want every Scout to have a 

fun and exciting stay at resident camp, 
safety is a top priority in our program, in 
the campsite, and around camp. Please 
take note of the policies and procedures 
to ensure a fun and safe experience.

In case of accident 
or emergency

Raven Knob has a Health Lodge that 
is open 24 hours a day and is manned by 
sta! members trained in handling minor 
accidents and illnesses. In addition, Raven 
Knob has a working arrangement with 
physicians in Mount Airy for the treatment 
of more serious cases. If this kind of treat-
ment is required, the Scout’s parents will 
be noti"ed by telephone, and their wishes 
concerning treatment will be respected. 
If such a trip is required, we ask that one 
of the Scout’s leaders drive him to the 
hospital. This way, the Health O#cer will 
still be in camp to treat any other poten-
tial injuries.

At the health recheck, the camp re-
serves the right to refuse admittance to 
any Scout or leader who, in the opinion 
of the Camp Director and Health O#cer, 
has any physical or medical problem 
that could present a hazard to himself or 
others. If a Scout or leader has any special 
medication, it may be kept in the Health 
Lodge.

For the safety of all camp, all medica-
tions must be kept locked up.  Medica-
tions may be turned in to the health 

lodge at medical check in, in which case, 
they will be maintained and distributed 
through the Health Lodge.  If the unit 
leader is handling medications in the 
campsite, you must supply an appropri-
ate, lockable container and medications 
must remain under the control and su-
pervision of an adult.  Camp Raven Knob 
provides lockable ammo lockers attached 
to the shelter in each campsite.  Units will 
need to provide the lock for the locker.  
The only exceptions to this rules are for 
emergency medications, such as asthma 
inhalers or EpiPens.  Other situations and 
circumstances should be brought to the 
attention of the health o#cer at check-
in.  Unit leaders taking responsibility for 
medications must sign a Unit Leader 
Medication Responsibility Form which is 
available at www.bsaonsc.org under the 
“Forms” tab.

Under no circumstances should medi-
cation be kept in locked vehicles.  Most 
medications must be stored at, or near, 
room temperature, or according to manu-
facturer’s recommendations.  The ex-
treme temperatures in vehicles may alter 
the bene"cial e!ects of the medication.  

Fire safety
Raven Knob has a "re and emergency 

alarm system. This system will be ex-
plained at the leaders’ meeting on the 
"rst evening you are in camp, and a test of 
the system will be conducted. 

Under no circumstances shall $ames 
of any kind be used in any tent or ad-
irondack. Flashlights or battery-powered 
lanterns—which do not pose the threat of 
"re or asphyxiation—are the only accept-
able light for use in tents.

What to do when you 
get to resident camp

Packs should plan to arrive at Raven Knob for resident 
camp between 1 p.m. and 4 p.m. on the "rst day of 
camp. No one will be available to conduct check-in 
before this time.
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Liquid and LP fuels
Liquid-fueled equipment (kerosene, 

gasoline, white gas, etc.) is to be used 
only by adults. Lanterns or stoves may be 
used in campsites, under adult supervi-
sion. Empty propane cylinders should be 
taken home with the pack and not placed 
in "replaces or trash cans, as they may 
explode when heated.

Arriving
Packs should plan to arrive at Raven 

Knob between 1 p.m. and 4 p.m. on the 
"rst day of camp. When each unit arrives, 
it will be directed to its assigned campsite 
while one adult leader goes to the Admin-
istration Building for check-in. No one will 
be available for arrivals prior to 1 p.m. At 
the campsite, all personal and unit equip-
ment should be unloaded and vehicles 
returned to the parking area.  Tour guides 
will accompany the adult leader from 
check in to the campsite and instruct 
what to do next.  We recommend that 
once the adult leader returns from regis-
tration to immediately start the camp tour 
and health checks to avoid a backup.  

Check-in
The "rst thing the pack representative 

should do is report to the Administration 
Building to meet the camp Administra-
tive sta! and the assigned camp guide. A 
completed roster re$ecting the names of 
the Wolves, Bears, Webelos and Arrow of 
Light should be brought to check-in. Also 
bring copies of all receipts, adult registra-
tion information.

The camp guide and leaders will 
take the unit to the Program Center for 
health checks and to pickup information 
needed for camp.  The pack representa-
tive should be sure to bring all medical 
forms and, if swim checks were complet-
ed prior to camp, the Swim Check form. 
Everyone—youth and adult—must have 
a current health form. The recheck is to 
make sure that no signi"cant changes 
have occurred since the physical exami-
nation was given. A buddy tag will be is-
sued for each person with a health form. 

Pack photographs
Following the health recheck, the pack 

will have the opportunity for a photo-
graph. A photographer will be at camp 
on check-in days for packs that would 
like to have a group picture. Scouts and 
leaders should be in their complete Scout 
uniforms. It is a good idea to have the 
pack arrive at camp dressed in complete 
uniform to look good for the picture. 

The check-in process  
at a glance

• Paperwork
The pack representative  and an assistant report to the Adminis-

tration Building, with all the pack’s registration forms and rosters, to 
complete the check-in process.  

• Health recheck
The pack guide will meet the unit at the Administration Build-

ing and escort you to the health recheck area. Here you will pick 
up armbands, program books, and any other information need for 
camp. 

• Pack photograph
After the health recheck, the pack has the opportunity to have 

a group photo made.

• Campsite and camp tour
The pack guide will lead your unit on a camp tour.
There are a couple of required stops on the camp tour—the 

Aquatics area (for swim checks and safety procedures), and the 
Dining Hall (where you’ll learn about the waiter system).

• Supper
Scouts and leaders should wear the complete Scout uniform to 

supper at the dining hall.

• Vespers and leaders’ meeting
Vespers is held in the Chapel after supper. The pack representa-

tive should attend the leaders’ meeting after supper.

• Camp"re
Your pack will meet the resident camp sta! at the opening 

camp"re. Scouts and leaders should wear the complete Scout 
uniform.
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Prints will be 8x10 inches in size, and will 
be delivered while at camp. The pictures 
will cost $10.00 each, and will need to be 
paid for at the time they are ordered.   

Camp tour
The pack guide and the unit leader will 

take an inventory of all equipment in the 
campsite. If any equipment is damaged 
or missing, the pack guide will note it and 
report it. The pack guide will also report 
the number of tents in the site to ensure 
that each person has a place to sleep.

Scouts who did not complete swim 
checks prior to camp will need to 
change into swim trunks for the camp 
tour. Remember that a shirt, and shoes 
with covered heel and toe, must be 
worn while in camp. The pack guide will 
take the pack on a tour of camp, point-
ing out camp landmarks and the various 
program areas. There are a couple of re-
quired stops, such as the Aquatics area, 
and the Dining Hall. Even if the pack has 
completed swim checks prior to camp, 
they still must visit the Aquatics area for 
safety procedures. 

After the tour, the pack may return to 
the campsite. This is a good time to get 
settled and prepare for supper. The Scout 
uniform is required for all evening meals 
and camp"res.

Leaders’ meetings
A meeting of key leaders will be held 

after supper on the "rst day of resident 
camp. At this meeting, members of the 
camp sta! will give an overview of camp 
policies and procedures, and special pro-
gram activities that will be o!ered during 
the session. Also, an opportunity will be 
provided to answer questions.

In addition, a leaders’ meeting will be 
held each morning after breakfast. At this 
meeting, pack representatives will get 
the opportunity to ask questions, and get 
updates on any special events going on in 
camp. 

Quartermaster
In addition to what is in the campsite, 

the camp provides equipment through 
the camp Quartermaster. The Quarter-
master is located in the small shed beside 
the Dining Hall. Items such as brooms, 
water hoses and cleaning agents, toi-
let paper, tools and American $ags are 
available for check-out. These items must 
be returned—clean and in good condi-
tion—before the pack checks out. Packs 
are welcome to bring their own items (as 
listed above) from home.

Tentage
Generally speaking, all packs will be 

housed in standard two-person wall 
tents. These tents have wooden $oors 
with cots. Some campsites are equipped 
with Adirondack shelters instead of tents. 
These shelters have bunk beds and vinyl-
covered mattresses. If your pack wants 
to bring its own tentage to camp, this is 
permitted but not encouraged. Two-deep 
leadership rules still apply and adults 
cannot stay in tents with Scouts. The only 
possible exception to this is when a par-
ent stays in the tent with their son. If your 
pack chooses to bring a portion of its own 
tents, please be sure that you communi-
cate this to the Resident Camp Director, 
as space for these tents can become a 

Enjoy free time 
hanging out on 

the covered bridge 
with your fellow 

Cub Scouts.
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consideration. Camp tents should not be 
moved for any reason.

Daily schedule
Each day follows the same schedule 

shown below. The schedule may vary on 
the days the pack checks in and checks 
out.

On the "rst night of resident camp ses-
sion, the evening activity is a campwide 
camp"re in the OA Arena, starting at 8:15 
p.m. Everyone in camp is expected to 
attend and wear his or her Scout uniform.  
There are a variety of activities avail-
able to choose from on the remaining 
evenings.

Uniform
The o#cial Cub Scout summer "eld uni-

form is recommended for wear by both 
youth and adults while in camp. This uni-
form—commonly referred to as Class A 
uniform—is to be worn to supper, camp-
"res and Vespers. The Class B uniform 
consists of Scout shorts and a Scouting 
t-shirt and may be worn at all other times 
during camp. 

Since the uniform is worn so much, 
here are a few tips to help it stay fresh 
longer:

• Don’t wear it at times when it does 
not have to be worn; change clothes after 
supper to avoid getting it dirty.

• Bring a hanger for the shirt, and keep 
the neckerchief and slide (if worn) in the 
same place each time, so they won’t get 
lost.

• It would be a good idea to have sev-
eral pairs of Scout socks to avoid wearing 
the same pair all session.

Dining Hall
With everyone visiting three times a 

day, the Dining Hall is the most popular 
place in camp. Before each meal, packs 
line up in formation on the parade 
ground outside of the Dining Hall. The 
O#cer of the Day, from the sta!, will take 
roll call of the packs, lead grace, and at 
the morning and evening meals, lead the 
$ag ceremony. Scouts and leaders should 
wear their complete Scout uniform to 
supper to retire the colors.

Scouts and Leaders will be divided into 

four lines and lead in a orderly fashion to 
the service line. Note that each pack will 
eat at the same table during its stay at 
camp. At the "rst night’s meal save a place 
for campers that have not yet arrived.

After the meal, the O#cer of the Day 
usually has some important announce-
ments for the camp. We ask that all Scouts 
remain in the Dining Hall until dismissed 
by the sta!. 

The waiter system is used in the Dining 
Hall for setting the tables and cleaning 
up after meals. It is important to stop at 
the Dining Hall during the camp tour for a 
demonstration of how the waiter system 
works.

Some people have special dietary 
needs. We will work the best we can in ac-
commodating these needs with the food 

Resident camp  
daily schedule

7:00 Reveille
7:30 Waiter’s Call
7:45 Assembly
8:00 Breakfast

Leader’s meeting (after breakfast)
8:45–9:00 Walk to Session One

9:00–10:15 Session One
10:15–10:30 Walk to Session Two
10:30–11:45 Session Two

12:00 Waiter’s Call
12:15 Lunch

12:45–1:30 Rest Period
1:30–1:45 Walk to Session Three
1:45–3:00 Session Three
3:00–3:15 Walk to Session Four
3:15–4:30 Session Four
4:30–5:30 Pack Free Time (Campsite activity, "shing, 

visit museum, visit trading post)
5:30 Waiter’s Call

5:30–5:45 Walk to Dining Hall
6:00 Supper

Vespers (after Supper)
7:00–9:45 Activities

10:00 Taps (please be in your campsite at this 
time)
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that we have available. Dietary supple-
ments should be brought from home for 
speci"c dietary requirements.

Before every meal, a member of the 
Raven Knob sta! will lead the camp in re-
turning thanks. The Raven Knob Grace is 
often said. It is recommended that Scouts 
learn this, so they will be able to join in. 

Raven Knob Grace
In silence we seek thee,
In Grace we believe in thee,
For blessing this meal,
For the fellowship we feel,
Scouting thanks you O, Lord. Amen.

Commissioner sta!
The Commissioner sta! will stop by the 

campsites each day to visit, and will make 
sure you have all the supplies and equip-
ment that you need. If there is something 
broken or missing in your site, they will 
work to see that it is "xed or replaced. You 
can also meet with your Commissioner at 
the morning leaders’ meeting.

In addition, Commissioners are knowl-
edgeable about the program and can 
answer questions or help you plan pack 
activities.

Shower facilities
Showers are available at various loca-

tions around camp. Campsite showers are 
the responsibility of the pack(s) in that 

site to keep clean. The showers have two 
sections for adults to use any time. These 
showers are considered unisex.

Resident camp participants are the "rst 
Scouts to use the showers after a very 
long winter. Be prepared to clean the 
showers “like home.”

Vespers and chaplain
Vespers is a short fellowship service 

held each evening after supper. Vespers 
is held in the Chapel, located across 
Lake Watson. Everyone is encouraged to 
attend. Members of the Commissioner 
sta! will conduct Vespers services, with 
assistance from visiting clergy. In addition, 
they can provide assistance with home-
sick Scouts.

Scouts and units may volunteer to assist 
with Vespers during the session. Scouts 
who are working on a religious award are 
especially encouraged to do so.

Wolf, Bear, Webelos and AOL
Registration begins before most units 

have their “crossover” ceremony. Please 
register each Scout at the rank he will be 
in June.

Advancement at camp
Pack representatives/leaders should be 

sure to remind Scouts to bring their rank 
books (Wolf, Bear, Webelos and Arrow of 
Light Handbooks) to camp.

Your pack will enjoy 
three meals 
a day at the 

spacious
Harry R. Vaughn 

Dining Hall.
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During camp sessions, leaders should 
make notes on the activities their Scouts 
complete. This can be recorded in their 
handbooks each evening to assure Scouts 
receive credit toward achievements and 
electives.

Camp"res
Camp"res bring out the spirit and fun 

of camp. We have two camp"res planned 
for resident camp. The "rst night will fea-
ture a grand opening camp"re.  It will kick 
o! the session with an exciting beginning.  
Songs, cheers, stunts, and the chance to 
meet the camp sta! will be just a few of 
the treats in store.  On the last night, we 
will have a closing camp"re.  Awards and 
many neat activities are also planned 
for this camp"re.  All camp"res will start 
at 8:15pm and should conclude around 
9:00pm.

Fishing
Fishing is a popular activity with many 

Scouts at Raven Knob. Please bring your 
own equipment for out of session "shing.

The "shing program at Raven Knob is 
strictly a catch-and-release program. 

Raven Knob museum
The Old Hickory Council Historical As-

sociation works to preserve Scouting’s 
history and draw attention to the BSA’s 
exciting and useful past in northwest-
ern North Carolina. The Association has 
opened a Boy Scout museum at Raven 
Knob, showcasing many items from the 
past of Raven Knob and the Old Hickory 
Council.

The museum will be open in the after-
noons and evenings during the sessions. 
All Scouts and leaders are encouraged to 
take a look at the displays at some point 
during the session.

In addition, the association has several 
collectable patches from various councils 
available for sale. All proceeds from the 
sale of these patches go to the continuing 
e!orts of the Historical Association.

A big cold glass of 
bug juice at supper 
really hits the spot.
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Trading Post
The Trading Post—located in the 

middle of camp—stocks a variety of 
items, such as camp memorabilia (patch-
es, mugs, t-shirts, etc.), program supplies 
and concession items. The Trading Post is 
open during the day and evening, except 
at meals and during campwide activities. 
It is a popular place for Scouts and leaders 
to get a snack and relax. Visa and Master-
card are accepted.

Lost and found
Lost and found areas are located at the 

Trading Post and Dining Hall. If you lose 
something during the session, check with 
the Trading Post sta! to see if it has been 
turned in. In addition, the Aquatics area 
has a small lost and found area. At the 
end of resident camp,all lost and found 
items will be boxed and stored until 
summer camp ends. To make it easier to 
recover lost items, Scouts should clearly 
mark their personal possessions with their 
name and pack number.

Postal mail and messages
Scouts may receive mail at camp. Please 

send mail addressed as follows:

Scout’s Name and Pack Number
Camp Raven Knob
266 Raven Knob Road
Mount Airy, NC 27030

Please be sure to include the Scout’s 
pack number on all mail; this will make 
it much easier to route the mail to the 
proper recipient. Also include a return ad-
dress on all mail, in case a letter arrives at 
camp after the Scout has left. Mail service 
is dependable, but it is recommended 
that mail not be sent to camp later than 
the day the pack checks into camp. For 
such a short session as resident camp, it 
is recommended that parents mail their 
letters about "ve days before the Scout 
arrives. A letter or postcard can take from 
two to four days to reach camp. Any let-
ters or packages that contain currency or 
valuables should be insured.

You can also send a Scout a message 
that will be printed and delivered to the 
Pack mailbox in the Dining Hall.  To send a 
message, go to ravenknob.com/messages 
and "ll out the form.  Please include the 
Scouts Name and Pack in the appropriate 
"eld so we can get it to the right pack.  
You can also send an email to messages@
ravenknob.com with the Scout’s Name 
and Pack in the Subject Line.  Messages 
will be printed and delivered prior to each 
meal. 

Our website, ravenknob.com, provides 
the latest updates about preparing for 
camp. This is an excellent resource for 
parents, leaders and Scouts.

Leaders will "nd information about 
summer camp, registration and last-min-
ute updates.

Scouts can "nd a list of what to bring to 
camp and helpful hints.

What could be 
a better way to 

spend time at 
resident  camp 

than going for a 
swim with 
your dad?
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Visitors 
Visitors should park, check in at the 

Administration Building, and then walk 
to the campsite area. Please note that the 
campwide speed limit is 5 mph. In addi-
tion, on camp"re nights, the road be-
tween the Trading Post and the Order of 
the Arrow Arena will be closed to vehicle 
tra#c from 7:00 p.m. until the closing 
camp"re ceremony is over, so please plan 
accordingly.

If desired, visitors may eat in the Dining 
Hall. Visitors may purchase tickets for their 
meal from the Administration Building as 
they enter camp. The meal price is rea-
sonable and the meals are served on a 
regular schedule.

Seating space can be a concern for 
visitors as packs have assigned seating, so 
visitors should be prepared to be at the 
back of the line, and expect to sit in an 
area apart from the pack as space allows.

Visitors at any time should check in at 
the Administration Building. There are no 

facilities at Raven Knob to allow visitors to 
stay overnight.

Camp rules and hints
• No riding in the back of trucks. All 

Scouts riding in a vehicle should have a 
seat belt and be fastened in.

• Throwing things at camp, like rocks 
and sticks, is not permitted, especially 
around the lake area and along the creek 
banks in camp.

• Running in camp should be limited 
to the open "elds and play areas. Raven 
Knob does not have many $at or level ar-
eas on which to run. Roadways and paths 
are not designed for running.

• No open-toed shoes like $ip $ops or 
sandals except in the shower facility. 

• Bare feet are limited to three places: 
behind the fenced-in area at the water-
front, in the shower, and in the bed. At all 
other times, you should have your shoes 
on.

The view from the Knob can be  spectacular; a sta! member can show you all the local 
landmarks from there.
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• The buddy system means two or more 
Scouts go everywhere in camp together. Cubs 
and Webelos should be aware of where their 
buddy is at all times.

• Scouts should not be sent to the campsite 
alone, or on any trip out of a leader’s view with-
out a buddy or a leader. Camp is a big place and 
Scouts often get turned around while walking 
a common trail, even if they have traveled that 
way many times before.

• Any camp"re started in the campsite should 
be completely extinguished before leaving the 
site for any reason. Unattended "res in camp 
can be very dangerous.

• Try to keep knife use to a minimum. Open 
knives in crowded areas and walking with an 
open knife pose great dangers. Individuals who 
have knives should be considerate of others 
and use those knives safely. Sheath knives are 
not permitted.

• Please do not cut live trees, no matter how 
big or small they are. Walking sticks are sold in 
the camp Trading Post, or may be made from 
limbs or trees that are already dead and down. 
Please do not dis"gure the trees, bushes, or 
shrubs.

• If you dig holes for any reason, please "ll 
them up when you are "nished. Leaving open 
holes in activity "elds and campsite areas pose 
a tripping hazard.

• Please do not hang wet clothes inside your 
tent. Also, do not attach clothes lines to the 
tent, as these put stress on the tent and can 
cause it to fall down.

• Clothes lines in campsites should be hung 
with colored or white cord and as high o! the 
ground as possible to avoid Scouts or leaders 
walking into them. Please remove any clothes 
lines that you hang up before leaving camp.

• No pets are allowed in camp.
• Alcoholic beverages are not permitted.
• Firearms are not allowed.

Discrimination policy 

It is the policy of the Raven Knob 
Scout Reservation not to discriminate 
against any person on the basis of 
race, color, religion, creed, age, mari-
tal status or any other legally protect-
ed characteristic in the administra-
tion of any program. The Raven Knob 
Scout Reservation will endeavor, as 
far as practically applicable, to meet 
the needs of the disabled under 
the direction of the Americans with 
Disabilities Act of 1990. Any Scout 
or leader with a disability requiring 
the intervention of the camp sta! , 
should contact the camp administra-
tion prior to attendance at summer 
camp.
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Coming and going
The safety and security of every Scout 

is of paramount concern to all leaders 
and sta!. To enhance our security e!orts 
we will require that parents, leaders, or 
Scouts who are checking into camp over 
the course of the session to register at 
the Administration Building. Scouts who 
are leaving camp early will need to check 
out at the Administration Building with 
our sta!, while being accompanied by 
an adult from the pack, to authorize the 
departure. There will be a security guard 
posted at the front gate each evening. 
Pack leaders should encourage all guests 
and visitors to depart by 9:30 p.m. If there 
are particular concerns of an individual 
Scout’s well-being and protection, the 
pack representative should contact the 
Resident Camp  
Director.

Check-out
The check-out procedure will begin on 

the last day of each session, and should 
be completed before 10:30 a.m. Any unit 
with special check-out considerations 
should make plans through the Program 
Director or the Resident Camp Director. 
Health forms will be returned to each unit 
at the breakfast assembly.

After breakfast, the pack will return—
with the pack guide—to the campsite 
to pack their gear and clean up the site. 
Vehicles will be allowed in camp to load 
personal and unit equipment. The pack 
guide and pack representative will con-
duct another inventory to make sure that 
no equipment has been misplaced or 
damaged during the session.

The pack guide will inspect the site to 
be certain that it is clean. The cost of any 
damaged property or equipment will be 
charged to the pack. 

When it’s time to go 
back to the world

The check-out process  
at a glance

Paperwork
The pack will receive a packet at breakfast containing health 

forms and program materials. Review this before you leave to 
make sure that it is all correct, and that it all belongs to your pack.

Campsite
Return to the campsite with your pack guide. Pack up all your 

gear and clean up the site one last time. Remember that other 
units will be using this site in future sessions.

Trash
Bag up all trash and take it to the edge of the road to be picked 

up.

Quartermaster
Return any borrowed equipment before you leave camp.
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The Honor Pack and Merit Pack awards recognize 
packs that participate fully in the camp program, 
follow camp rules and demonstrate the true spirit of 
Scouting.

Complete the following mandatory requirements:

• The unit participates in activities, follows all camp 
rules, and has a general attitude conducive to a Scout 
camp, continuing with the tradition of Scout spirit 
that is ever-present in the program.
Pack leader signature _________________________________________

• The Cubmaster or the in-camp designated leader 
attends the leaders’ meetings after breakfast. The 
leader also attends the leaders’ orientation meeting 
on check-in day.
Pack leader signature _________________________________________

Merit Pack award
Complete the mandatory requirements, and seven 

of the following eight optional requirements:

• The unit completes all registration materials by the 
proper deadlines, including completed forms and 
payments.
Pack leader signature _________________________________________

• The unit has a high percentage (at least 50%) of its 
active membership at camp.
Pack leader signature _________________________________________

• Two-deep leadership—provided completely by the 
pack—is present in camp at all times.
Pack leader signature _________________________________________

• The unit maintains a minimum ratio of one leader 
for every four Scouts.
Pack leader signature _________________________________________

• Scouts attending camp participate in the scheduled 
activities (daily sessions, free swims, and other activi-
ties during the camp). 
Pack leader signature _________________________________________

• The Scouts and leaders in the pack attend evening 
meals and camp"res in complete Scout uniform.
Pack leader signature _________________________________________

• The pack should have a clean table in the Dining 
Hall. Each pack should clean up after each meal and 
prevent messes during meals.
Pack leader signature _________________________________________

• The pack should have a clean campsite and show 
an increase in daily inspection score by the end of the 
session.
Pack leader signature _________________________________________

 Honor Pack award
In addition to completing the mandatory require-

ments, and seven requirements in the Merit Pack 
section, a pack must complete two of the following 
three requirements to be an Honor Pack:

• The unit has a least one adult attend the pre-res-
ident camp orientation meeting in March or watch 
the webinar. (It should be the pack representative—if 
he or she cannot attend, an assistant leader or com-
mittee member may "ll in).
Pack leader signature _________________________________________

• The unit performs a conservation or camp improve-
ment project while at resident camp. This project 
must be approved beforehand, and checked upon 
completion by a sta! member.
Sta! signature __________________________________________________

• The pack plans one pack or campsite activity. The 
activity must foster a sense of Scouting friendship 
between at least two packs.
Pack leader signature _________________________________________

Honor and Merit  
Pack Awards
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All the stu! to do 
while you’re at camp

Wolf program activities
Achievements
1,2,3,4,5,6   Running with the pack
1a,1b,1c  Air of the Wolf
2a,2b,2c
1,2,3,4,5  Paws of the Path
1,2,3,4,5  Call of the Wild
1,2,3,4,5,6  Spirit of the Water

Electives
6  Paws on the Path - If you hike to the Knob.
7  Paws on the Path - If you discuss 2 animals that are "nd in the area.
7a  Call on the Wild - Recite the Outdoor Code with your Leader.
7b  Call of the Wild - Recite the Leave No Trace Principles for kids with your   
  Leader.
7c  Call of the Wild - After camp list ways you demonstrated being careful   
  with "re. 

Wolf program areas
Nature Area—Call of the Wild, Air of the Wolf, Plants and Animals.
Handicrafts—Crafts designed for Resident Camp theme.  
Waterfront—Swimming
Archery Range—Shooting arrows
Fishing—Learn the rules, wet a hook
Also—Learn about being more active.  Learn ways to exercise correctly.  

Notes
Wolf Scouts at camp are grouped by pack and put into a group for the purpose of 

walking from area to area. At least one leader from each pack should accompany each 
group of Wolves, with one leader for each three Scouts. A typical day at camp as a Wolf 
Scout will be full of fun activities. The "rst day might include a nature hike, feats of skill, 
working with tools, and seeing the animals. The next day might feature a trip to the 
waterfront, a handicrafts project and going "shing. Wearing comfortable-"tting shoes 
and having a small daypack might help Scouts have a more comfortable day. 
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Bear program activities
Achievements
 1,2,3,4 A Bear Goes Fishing
 4,5,6,7,8 Salmon Run
 1,2,3,4 Beat of the Drum
 1,2,3 Fur, Feather, and Ferns
 1,2,3,4 Robotics
 1,2,3,4,5,6 Roaring Laughter

Electives
9  Salmon Run-Attempt to earn the BSA beginner swim classi"cation.
1,2,3  Salmon Run-If you take out a row boat at camp and go over the safety   
  rules.
1,2,3  Bear Claws-If you attend the Bear Claws session.  
1  Bear Necessities-You earn this by attending camp.  
3  You earn this if you made a list and help pack your gear for camp.
1  Grin and Bear It-If you play a game while at camp.  
3B  Paws for Action-If you do a Conservation Project while at camp.  

Bear program areas
Scoutcraft—Learn about the history and culture of American Indians who live in your   
  area.
Handicrafts—Crafts designed for the resident camp theme.
Ri$e Range—Shoot BB guns.
Archery Range - Shoot arrows.  
Waterfront—Swimming
Nature Area—Learn about plants and animals.  

Notes
Bear Scouts at camp are grouped by pack and put into a group for the purpose of 

walking from area to area. At least one leader from each pack should accompany each 
group of Bears, with one leader for each three Scouts. A typical day at camp as a Bear 
Scout would be full of fun activities. The "rst day might include studying the weather, 
shooting bows and arrows, tying knots and going to the waterfront. The next day 
might feature games, doing a craft project, going on an outdoor adventure and seeing 
the animals at camp. Wearing comfortable-"tting shoes and having a small daypack 
might help Scouts have a more comfortable day. 
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Webelos program activities
 First Year Webelos program

Ultimate Frisbee/BB Range
Will learn the rules of these shooting sports while having fun. On 
alternate day they will learn the rules of Ultimate Frisbee and play 
a game. 

Aquanaut/Knob Hike
Will learn water skills as well as respect for the water. On alternate 
day, will experience climbing to the Knob.

Climbing/Bouldering
Climbing experience at the rappelling tower.  Test strength and 
agility while climbing up and across rocks.  

World Conservation/Games
Participation in a conservation project on the camp grounds.  
Games will be o!ered after project completion.

First Responder
First aid skills, handling emergency situations.

Build It
Learn about tools and a safe way to use them.  Build a small 
project.

Stronger, Faster, Higher
You’ll learn the building blocks of "tness and how to build up to a 
3 mile hike.

Webelos Walkabout
This is a Two Session, Two Day Activity.  Hiking is what the Webelos 
Walkabout adventure is all about.  With boots on your feet and a pack 
on your back, you never know where you can go.

Geocaching
Scouts will go over how to use a GPS unit or a smartphone with 
GPS application to locate a geocache.   

Notes
First Year Webelos Scouts at camp are grouped by pack and put into a group for 

the purpose of walking from area to area. At least one leader from each pack should 
accompany each group of First Year Webelos, with one leader for each "ve Scouts. 
Wearing comfortable-"tting shoes and having a small daypack might help Scouts have 
a more comfortable day. 
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Arrow of Light Program
 Second Year Webelos program

BB Range/Ultimate Frisbee
Will learn the rules of these shooting sports while having fun. On 
alternate day they will learn the rules of Ultimate Frisbee and play 
a game.  

Knob Hike/Aquanaut
Will learn water skills as well as respect for the water. On alternate 
day, will experience climbing to the Knob.

Bouldering/Climbing
Climbing experience at the rappelling tower.  Test strength and 
agility while climbing up and across rocks.  

Into the Woods
Identify trees and the uses for wood products. Hiking through 
camp and learning about the trees and how to conserve resources.

Game Design
In this adventure, you’ll learn the elements of games and what 
makes them entertaining.  You’ll also get to create your own game 
and teach another scout how to play it.  

Engineer
Learn what engineers do. Will make designs and models.

Art Explosion
You get to work with all sorts of materials, and you never have to 
worry about getting the right answer because everybody’s art is 
di!erent.  

Earth Rocks
You will learn that rocks and minerals are more than just things 
that lie in the ground.  

Building a Better World
Scouts will learn what it means to be a citizen of the United States.  

Notes
Second Year Webelos Scouts at camp are grouped by pack and put into a group for 

the purpose of walking from area to area. At least one leader from each pack should 
accompany each group of Second Year Webelos, with one leader for each "ve Scouts. 
Wearing comfortable-"tting shoes and having a small daypack might help Scouts have 
a more comfortable day. 



Cub Scout Resident Camp Leader’s Guide 2020 • 23

There is plenty for packs—and individ-
ual Scouts—to do at resident camp in the 
hours between Vespers and Taps. Some 
activities have been scheduled by the 
resident camp sta!, and are open to all 
Scouts and leaders. Others may be done 
by the pack as a whole. See your Commis-
sioner for more details.

If you want to go beyond the con"nes 
of the established camp, the Knob Hike 
is a great way to see Raven Knob from 
above. Views from the Knob—the camp’s 
signature landmark—are spectacular, of-
fering a look at not only the camp and its 
watershed, but also the surrounding Blue 
Ridge Mountains. 

A guided hike is led by the Nature sta!, 
or groups may go on their own. If you 
choose to go without sta! supervision, 
let the Program Director know as well as 
signing out and in on a clipboard at the 
trailhead, located at the bridge at the 
Raven Scout area. Also, be sure two adult 

leaders in the pack go with you, using the 
buddy system. Hike in groups of at least 
three Scouts and leaders.

If you prefer to go out instead of up, Ra-
ven Knob has over 3,200 acres to explore, 
and many of those acres are covered in 
trails. The excellent Raven Knob Trails 
booklet is available at the Trading Post, 
and contains maps and descriptions of 
most of the major trails in camp.

And if you’d just as soon be all wet, the 
Aquatics area o!ers free boating (and an 
occasional free swim) after Vespers. Check 
with the Aquatics sta! to "nd out the 
requirements for taking out a boat, or talk 
to your Commissioner.

Other activities include "shing, visiting 
the Trading Post or the Raven Knob Mu-
seum, playing Frisbee, visiting the Nature 
area, board games, card games, marbles, 
a scavenger hunt, making S’mores or a 
cobbler, and eating watermelon and ice 
cream.

Stu! you can do in  
the (almost) dark

Raven Knob’s 
Aquatics area is 
almost always a 

busy place at 
resident camp. 

The narrow area 
beyond the dock 
is the where the 

original dam was 
when the land 

was used as a park 
before it became a 

Scout camp.
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 � How to get to  
Camp Raven Knob
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