Sea Scout Academy 

Lesson Plan

QM-9 Navigation Rules

Time: 2:00?
Note:  These lesson plans may also be used for teaching in the ship.  For administrative convenience, they cover the entire specific numbered requirement.  Individual Sea Scout Academy lessons may only cover part of the requirements.  Similarly, ships may find that even just a portion of a subrequirement is all that can be done during a particular ship meeting.  Adapt these lessons as needed to fit your youth and your situation.  Share these plans with your youth who are teaching.

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.  (Knots are not a good subject to give a pass in.)
Requirements: 9. Navigation Rules. Teach the Ordinary navigation rules requirements and Able 9b and 9c to a crew.
Reference: See "Navigation Rules" on page 173-180. 
Equipment Required:  Appropriate training aids, SSM illustrations.
Ratio:  1:6 Instructor:Student.

Lesson Plan:  

9. Teach the Ordinary navigation rules requirements and Able 9b and 9c to a crew.
Make the teaching as realistic as possible.  Integrate the rules of the road, navigation lights, and day shapes, showing how some of them follow each other.  In this instructor's opinion, it makes the most sense to explain the priority list from the top down.  Show where each class of vessel lower on the list has more maneuverability.  See the table on SSM p. 179 and the illustrations on p. 237.


Not under command.


Restricted in ability to maneuver.


Constrained by draft.


Trawling.


Fishing.


Sailboat.


Power boat.


Seaplane.


While the navigation rules can be taught in a classroom, in this instructor's opinion, they need to be reinforced at every opportunity on the water.  Ask about who is the stand-on and give-way vessel every opportunity you have to take advantage of a situation.  When on a vessel, bring any day shapes seen to the attention of the Scouts.  Similarly, at night, make sure they can read routine light displays, and show them other lights, such as dredges.  

Let's discuss the Teaching EDGE method.  It is the official BSA method of teaching.  First, there a couple things lacking that you must fill in.  First, what are your teaching objectives?  Well, in BSA rank advancement, the objectives are the rank requirements.  So, half your problem is solved, you are teaching the rank requirements for the skill involved.  


The second half the problem is how much the Scouts know, and are they willing to learn what they don't know?  You may have to give them a pre-test of some kind, or observe that they don't know something they should, to find out what they don't know.  What if their pre-test shows they already know it?  Stop teaching, you and they are done!  Sign them off!  On the other hand, if they don't know it, we now have to persuade them that they do need to know it, so they will be willing to learn it.


Now for the official Teaching EDGE method, and an example.  


Explain



Demonstrate



Guide


Enable


The first step is to explain what needs to be done.  “How do we determine who is stand-on and give-way of two power boats meeting?  By position.  Boats on your bow to your relative bearing of 112.5° are stand-on.  This is the arc where your green light is visible.  Boats on your bow to your relative bearing of 247.5° are give-way.  This is the arc where your red light is visible.  Boats behind you from relative bearing 112.5° to 247.5° are overtaking, and are give-way vessels.  This is the arc of your white light.”


The second step is to demonstrate how to do it.  Two simple models, or even just top-down drawings with the red, green, and white arcs illustrated can be moved to demonstrate different positions that set up various stand-on/give-way situations.


The third step is to guide the students doing it themselves.  Have the students set up situations using the models.  Add “passing on the one (or two)” in both directions.”  Transfer this learning to the next ship outing on the water, have the Scouts announce the situations that they come across.


Fourth, you enable your students to actually execute the task when needed.  Give them time to react to the crossing situations they encounter, and execute the proper avoiding maneuver if needed.  If they know the skill to meet the needs of the requirement, you may pass them on it.


EDGE is a simple teaching method for relatively simple tasks.  The principles above apply to all the tasks of this requirement and other Sea Scout requirements.  It is effective for many Scouting tasks.  
