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Proficiency Badge Training &Testing
The Proficiency Badges are designed to encourage Cubs to develop individual hobbies, pursuits and interests, aimed at giving them new skills while developing their confidence and self-esteem. The System of proficiency Badges was in BP’s original Scheme and has always been a distinctive feature of Scouting. 
“Boys gaining extra proficiency in other activities of Scout Craft felt their desire to show their ability with a distinguishing mark.” said BP.
Proficiency Badges are an aid to character training to the development of qualities of good citizenship.
It enables the Cubs to develop the taste for hobbies or handicraft which may give him a career for the future and encourage him for progressive training.  Proficiency Badges help to remedy defects and develop character. They are different from the Progressive Badges given to the Cubs (Charan Badges)
The Functions of Proficiency Badges are:
· The badge acts as an incentive to extend the boys knowledge in any of the subject that interests him. It leads to enjoyment. It helps him in a career in the future.
· The Badges provide a ready means of encouraging the dull or backward boy. Even adull boy can choose some subject to retain his confidence.
· Higher awards for groups of proficiency badges like Chathurtha Charan and Golden Arrow will contribute for he continued and progressive training of Cubs.
 Proficiency Badges are granted on recommendation of an independent qualified examiner approved by the local association. They are worn on the right arm between the Shoulder and the elbow.
There are 22 Proficiency Badges, divided into Five Groups. A Trithiya Charan Cub may earn any or all remaining Proficiency Badges (APRO PART II Pg 17)
	PROFICIENCY BADGES
Total = 22 numbers 


	GROUP
	Group I

	Group II 

	Group III

	Group IV

	Group V


	COLOUR
	BLUE
	GREEN
	YELLOW
	RED
	ORANGE

	No.of badges
	6 badges
	4 badges
	5 badges
	4 badges
	3badges

	
	Character
	Physical health
	Handicraft
	Service
	Conservation &technology

	
	Collector
	Athlete
	Artist
	Cook 
	Conservation

	
	Gardener
	Cyclist
	Home craft
	First Aider
	Heritage Badge

	
	Observer
	Swimmer
	Toymaker
	Guide
	Computer Awareness

	
	Entertainer
	Team Player
	Book Binder
	House Orderly
	-

	
	Story Teller
	-
	Needlecraft
	-
	-

	
	Free Being Me
	-
	-
	-
	-


The Cub can earn all of the General Proficiency badges 22 in number. But he must not be made a badge hunter. His training is progressive and therefore he should be encouraged with his own interests and not forced. The choice of the badge is that of the Cub and not of the Cubmaster. 
Duty of the Cub master:
1. To educate and train him for the requirements of the badges that the Cub is interested and likes to earn.
2. The Cub Master who does not have knowledge in certain proficiency badges must arranger for a trainer to train his Cub in the badges the Cub is interested and likes to earn.
3. The Cub Master should arrange for testing of the Cub in the Proficiency badge.
4. In the Advance Course the Cub Master must arrange for training and testing of the following badges as per the requirement of the Cubs: i) Observer ii) Team player iii) Home Craft  iv) Entertainer   v) Guide.
The requirement of Progressive Training for Tritiya Charan Cub is to qualify for any one of the above badges.
A Trithiya Charan Cub needs to qualify any one of the following badges: 1. Observer2. Team player          3. Home Craft 4. Entertainer 5.Guide 6. Computer Awareness 
OBSERVER 
· The study of Birds, animals, flowers and Trees those common in the locality. It is left to the choice of the Cubs under the care of the Cub master. 
·  Cubs will find stalking birds and beasts   very attractive and Cub must learn this to be a good observer. He will become patient and build self control. He will be able to keep his eyes and ears open and body still.  
· Those Cubs who watch nests will be able to recognize the different eggs. But they must not be encouraged to collect the eggs.
·  Teach the boys to protect the nests and the young ones. He must note mentally the colour, size , actions and noise so as to keep a note of the same after wards. 
· Maintaining a NATURE LOG BOOK will be very useful for him and whenever it is a rainy day he can update his nature log by drawing &sketching pictures of Nature, photographs  cut out of paper and stick to the book. 
· There are many ways of exploring and Tracking with ground signs is one way. This will make them alert as they often tend to forget in a hurry.
· Observe all land marks in area that he lives (important building, offices , staues , Churches , Temples etc) This will help him to be Guide for others and he will not loose his own route.
· Know the Compass and also how to show directions without the compass.
Requirements for the Observer Badge as per APRO PART II pg91
(i)Either have observed appearance and have some knowledge of habits either five Indian animals or Five Indian birds and be able to recognize them from life, or know names and appearance of either ten flowers or ten Indian trees or shrubs and know  what common plants are poisonous to animals and human beings.
(ii) Know seasons at which different kinds of fruits and   vegetables   can   be obtained in the locality and when main crops are harvested.
(iii)Find his way to an unknown spot not more than300metres away by following direction given to him by Examiner (either compass directions or signs made on ground or landmarks or combination of these).
(iv) Be able to play a memory game remembering 12 objects out of 16.
Note: It is preferably to select variations of the game which are not used in Scout Troop.

TEAM PLAYER 
Team players are those who play on sports teams; A team player is a person who plays or works well as a member of a team or group. Some of the Team games are: Football, rounders, hockey, cricket, throw ball, volleyball, basket ball, kabadi etc.
Boys tend to argue and complain when playing team games.  By doing so the Spirit of the game is lost ending in fights. Cub Master must control this. When defeated the boy should know to accept failure.  A proper control will build discipline, obedience and acception with team spirit. Sportsman Spirit is to be encouraged and built. When there is an emergency of casualty fainting or falling the Cubs must know that the Cub Master is else wise engaged and leave him free but continue the game. Self care- The Cubs must know how to look after themselves., 
Characteristics of a good team player 
· Committed 
· Collaborative (working together)
· Dependable & Reliable 
· Communicative
· Enthusiastic
· Listen actively
· Participate actively
· Cooperates and pitches to help
· Solves problems
· Commits 
· Treats others with respect.
Requirements for the Entertainer Badge as per APRO PART II pg94
(i) Be regular playing member of  a properly organized team of football, rounder cricket, kho-kho, kabaddi,  atyapatya or some other organized game of similar nature.(Team must be under control of CM, Cubs school master , or other person approved by the CM).
(ii) Have played at least 5matches and must be speciallky recommended by his captain and by person responsible for the team as being a keen sportsman like player.

HOME CRAFT
This may not be attractive to a Cub. The Cubmaster must create a picture for the Cub on the importance stating that the soldiers and sailors used to mend their own clothes and carry with them a “hussif “ a sausage  shaped  container with needle , thread, buttons , scissors they will be attracted . Explain that by mending and sewing buttons, darning or mending his socks   the Cub will be doing a good turn to his mother. Whatever he makes should be useful such as a gift / present for someone, an item for sale , item to use in camp, an item for his Six  or for the pack den.
Home craft badge is very useful as it teaches the skill of using fingers to sew buttons or darn socks. knitting, netting, crochet, rug or mat, weaving, basket making ,mending, washing ,ironing,. The Cub should not stop with the requirements of the proficiency badge alone as he should take pride in being able to do as many as possible.
Requirements for the Home Craft Badge as per APRO PART II pg95
Thread a needle and sew on a button and carryout any two of the following tests:
(a) Knit or crochet a useful article.
(b) Make a piece of netting good for a bag or Hammock.
(c) Work a design in cross stitch on canvas.
(d) Make a rug or mat on canvas or Hessian.
(e) Darn a hole in a jersey or stocking or mend a tear.
(f) Wash and iron his scarf
(g) Make a basket and sweeping broom
(h) Spin 50 meters of yarn with talkie or Charkha
(i) Paint a wall or floor(village Style)
(j) Make an article of straw, palm, cane ,reed sor bamboo

ENTERTAINER 
An entertainer is a person whose job or goal is to perform for the amusement of others. They show some unique talent and attract the audience and keep them occupied with happiness and fun.
Entertainers appear in events and performances such  as stage, and comedy shows, circuses and street theatre. Most of their work is performed for live audiences. Different types of entertainer include:- Circus performers, Comedians, Dancers, Illusionists, Jugglers, look-alike artists, Magicians, Musicians, Puppeteers, Singers, Ventriloquists. A Cub can  be any of such performer and entertain the audience.
Requirements for the Entertainer Badge as per APRO PART II pg92
Be able to do any three of the following:
(i) Play a piece of simple music correctly on instrument or sing apiece of simple music ina correct manner.
(ii) Be able to take part in the performance of a skit.
(iii) Be able to recite an action song with appropriate action and movement.
(iv) Dress up and play a part in a depicted story or historical event.

GUIDE 
The Guide badge is to enable the Cubs to explore the area he lives in and his locality. He should be able to go to places both at day time or even night e.g Doctors residence. it is not just the names he should know but the exact route , names of the roads to reach the place approximate distance . He must be able to Direct strangers because they expect Scouts to be clear, polite, correct and give directions properly and with a smile. Normally the following are asked : any address, bus stop, railway station , telephone booth , marketplace.  The Cub must be able to answer clearly, correctly and politely. giving proper directions . He must know how to call for police help , call an ambulance at times of emergency, call Fire station for help when required.
Requirements for the Guide Badge as per APRO PART IIPg97
(i) In Country: Know the nearest police station or Thana, dispensary, hospital, village doctor, vaidya or hakim, nearest bus stand, railway station market, dharmashala or sarai, nearest post and telegraph office, rest house and veterinary hospital.
OR
(ii) In Town:
(a) Know the route to the nearest police station, doctor’s residence, chemist’s shop, station, petrol station, motor garage, hotel, post and telegraph office.
(b) Know how to call the fire brigade, police and ambulance.
(c) B able to give clear and distinct directions to guide a stranger politely and promptly.
Computer Awareness

Requirements for the Guide Badge as per APRO PART IIPg100
(1) Have knowledge of brief history of Computer and its latest development.
(2) Acclimatization with computer components and peripherals.
(3) The best use of computers in Scout/ Guide activities.
(4) Knowledge of commonly used packages.
(5) Perform the following :
(a) Use Floppy and hard disc in the computer.
(b) Booting and shut down of Computer.

