Lesson Plan

ORD-13 Cruising

Time:  1:00

This and other plans are for Sea Scout and leaders to teach maritime and leadership skills.  They are based on the 2010 Sea Scout Manual and requirements.  Some lessons have an accompanying PowerPoint presentation.  I consider PowerPoint an introduction the topic, to be followed by hands-on practice.  Several lessons will not have PowerPoint, usually because it is my judgement that PowerPoint is not an appropriate aid to teaching that lesson.  Lesson plans and presentations will be added and modified when ready.

Each plan and presentation has the rank, requirement number and short name.  LP means lesson plan, PPT means PowerPoint.  APP means Apprentice, the number is the number of the requirement.  ORD = Ordinary.  ABL = Able.  QM = Quartermaster.  There are a few miscellaneous items as well.


I created these lesson plans primarily for the Houston area Sea Scout Academy.  However, I hope that they are also useful for other Sea Scout situations and venues.  So, I expect everyone using the lesson plans to modify them to fit their audience and their style.  There are also other resources in the DVD with the Sea Scout Manual, and on www.seascout.org.  


I invite comments from those that use these lesson plans, so we can have continuous improvement.  If you are aware of a better example, or a great illustration that is not in them, please send them to me for inclusion.  Especially, if I miss applying a change from the Sea Scout Manual, Guide to Safe Scouting, or a Coast Guard publication, please contact me so we can keep these current and accurate.


You may contact me at George@Crowl.org or george.h.crowl@gmail.com.  
George Crowl; Skipper, Ship 1996; Sam Houston Area Council
Philosophy:  Sea Scout Academy’s primary purpose is to teach the material to the Sea Scout.  If the Sea Scout demonstrates mastery of parts of the subject, then the instructor should annotate on the class roster what has been passed, in the instructor’s opinion.  Skippers have the right to re-examine any Sea Scout in any requirement.  
Requirements: 13. Cruising
a. Plan and participate in an overnight cruise in an approved craft under leadership that lasts a minimum of 36 hours.

b. While on the cruise, perform the duties of a helmsman for at least 30 minutes.
References:  SSM pp. 205, Helm Commands.
Equipment Required:  The ship's boat(s).
Ratio:  1:1 Instructor:Student, youth make good assistants.

Lesson Plan:
13a. Plan and participate in an overnight cruise in an approved craft under leadership that lasts a minimum of 36 hours.

“Plan and participate” means to be a part of the planning process for the cruise.  Someone else may be the actual activity chair, but the Scout must be setting up the activity, where and when it will occur, what vessels to use (if there is a choice), meals, etc.  This is not necessarily difficut, but involvement is the issue.  The Scout must be involved in the planning and preparation for the trip.


Involvement is also required during the actual cruise.  S/he can't be a couch potato in the V-berth below, s/he needs to be actively involved in the activities of the sail.  Pull a fair share of the work.  Join in with the other members in the activities and the fun.


Overnight:  In an ideal world, that will mean berthing on a boat, using the bunks and hammocks on board.  Care must be taken to segregate the sexes and the adults/youth to the extent that it can occur on a vessel.  Here is where attitudes of the youth and adults are important.  The youth should have a self-perpetuating desire to treat each other as brothers and sisters, with due respect for privacy and modesty.  This is do-able, with an expectation by the adults that it will happen, along with basic precautions to insure that it does.


Some ships cannot bunk on open boats, or have other impediments.  We have successfully camped using normal Scouting tentage.  We have also successfully used marina clubhouses by bringing cots and rigging partitions. 


Under leadership means that qualified ship adult leadership must be present.


36 hours may be an issue for some ships associated with LDS wards or others that do not camp on Sundays.  It will take planning ahead to start a cruise at 0800 on Friday and end it at 2000 on Saturday.  Summertime or any school break allows greater flexibility.  Of course, if on an annual long cruise, the cruise meets the critieria. 

13b. While on the cruise, perform the duties of a helmsman for at least 30 minutes.


This is better done on a larger vessel, if the ship has such a vessel.  However, it can be done on any size vessel.  The point of the requirement is to have the individual Scout have minimal competence at the helm.  This should only be the beginning of experience at controlling a vessel.


Many Scouts have no experience in steering a boat or a car.  This is a new experience.  We have found it useful to have a sympathetic Sea Scout do the instruction, so the youth realizes that the instructor has recently gone through this experience hirself.  Often, we have the student put hands on the wheel or tiller with the experienced Scout, while the Scout talks about what s/he is doing and why.  Then, the instructor removes hir hands and “guards” the helm for a few minutes, then finally moves further away and instructs verbally.

  
We first talk about an aim point on the shore, and keeping your head out of the cockpit and looking around.  Look for the aim point on the shore, make small corrections that lead to slow turning rates that can be reversed with small corrections the other direction.  Stay alert to other traffic.  Once the student has been able to hold a reasonable heading, then we have them make wider turns, coming back to the base heading, so they feel how the boat handles.  


If this is a sailboat, we have to insure that the turns are not so wide as to induce unwanted tacks and jibes.  We like to put a youth in the “sweet spot” and show how when you turn into the wind you see and hear the sails luffing and speed declining.  Also, when you turn away from the wind too far, you again lose the optimum speed for the sail setting.  


If this is a sailboat, have them do a few tacks, and a couple of controlled jibes.  Have others handle the sail, even if it is a Sunfish.  Baby steps.  Explain why an uncontrolled jibe is bad.


If this is a tiller boat, don't make too much of the “reverse steering” of the tiller.  Show them that pushing the tiller to starboard turns the vessel to port.  However, I have found it effective to tell them to “Move the tiller.  If it doesn't go the direction you want, move it the other way.”  It takes a very short time for the tiller movement to become instinctual.  


Only after learning to be a “head out of the cockpit” helmsman should you introduce them to compasses, wind vanes, depth guages, chart plotters, and other aids to helming.
