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Welcome, Trail Seeker!

Lily: "You're a Trail Seeker now. Let's learn the

Ranger ways together!"

This book is for Rangers aged about 8 to 10. Each

chapter has three parts: 1. What Rangers know: the

skills, in simple steps. 2. Ranger checklist: tick a box

when you can do it. 3. Earn your badge: colour a

heart when you can say the rule (❤️ Heart), and a

bronze medal when you can show it (🥉 Bronze).

The Ranger Promise: I promise to stay with my

crew, to be kind to everyone on every side, to ask a

grown-up when I'm not sure, and to help where I

can.

The Five Ranger Rules: 1. Stay together; stay with

your grown-up. 2. Fire, hot and sharp things are a

grown-up's job. 3. Stay on the path. See something

strange? Stop, don't touch, go back, tell. 4. Safe

water and clean hands, every day. 5. Big feelings are

OK; talk to someone you trust.



A grown-up checks your badges. There are no tests

and no scores. Every Ranger goes at their own

speed.



Chapter 1: Water

Lily: "Looks clean? Could still have germs. Boil it

first!"

Water keeps us alive, but water that looks clear can

still carry tiny germs that make tummies sick.

Rangers learn to make water safe, keep it safe, and

keep their hands clean.



What Rangers know

Germs are invisible. Clear water is not always

safe water.

Pick the best water you can find. Running

water or a tap from helpers is better than still,

green or smelly water. Never drink from a bottle

that once held fuel or chemicals.

Settle and strain. Let muddy water sit so the

dirt sinks, then pour it through a clean cloth.

The cloth takes out dirt, not germs (EP04 "Cloth

Is Not Enough").

Boil: a grown-up's job. A grown-up brings the

water to a big rolling boil and keeps it there for

about one minute (longer high in the

mountains). Rangers stand one step back and

count the bubbles out loud. Let it cool with the

lid on.

Sun bottles (SODIS). A clean, clear plastic

bottle of clear water lies in full sun for 6 hours,

or 2 days if it is cloudy. It only works with clear

water and clear bottles.

Catch the rain. With a grown-up, catch rain in a

clean, covered container. Let the first rain wash



the roof, and keep the cloth and container clean

(EP07, taught by Mr. Ezra).

Keep it safe. Use a clean container with a lid,

kept off the ground and in the shade. Pour;

don't dip your cup or hand in. One container is

for "drinking water only".

Clean hands. Wash with soap and safe water

before eating, before touching drinking water,

and after the toilet. Scrub for as long as it takes

to sing a short song.

Drink often. Dry mouth, a headache or dark

pee mean "drink and tell a grown-up".

Latrines and toilets. Always use the latrine or

toilet, never the open ground near water or

tents. At night, go with a buddy and a light, and

tell a grown-up if a toilet is broken, dark or

unsafe. Wash hands after (Chapter 9).

Don't play in still, dirty water (puddles,

ditches, ponds). It can carry germs, and

mosquitoes breed there.

Lots of watery poo is a "go now" sign

(Chapter 2).



Ranger checklist

☐ I use the latrine, and go with a buddy and a

light at night.

☐ I don't play in still, dirty water.

☐ I can say why clear water may still have

germs.

☐ I can show settle, strain, then grown-up boil,

from one step back.

☐ I know a cloth takes out dirt but not germs.

☐ I can set up a sun bottle with a grown-up.

☐ I can point to our family's "drinking water

only" container.

☐ I pour, I don't dip, and I keep the lid on.

☐ I wash my hands with soap at the right times.

☐ I know the thirsty signs.

Earn your badge (Clean Water 💧 · Safe

Storage 🫙 · Water Hero ⭐ · Clean

Hands)



Level Clean Water
Safe

Storage

❤️ Heart

Say: "Looks clean

can still have

germs."

Say: "Lid

on, pour,

don't dip!"

🥉 Bronze

Show the steps

from Card #001 or

#002 with props,

one step back from

the fire.

Show

washing

the jug, lid

on, and

pouring.

The Water Hero pack

award comes when you

hold the same level in

both columns (EP05

quiz).

Watch and learn

EP01 Boil It First · Card #001

EP02 Clean Bottle, Covered Water · Card #002

DIY Filter

EP03 Sunlight Bottles · Card #003 Sun Bottle

EP04 Cloth Is Not Enough · Card #004 Keep It

Clean

EP05 Wash Your Hands / Water Hero Check ·

Card #005



EP06 Keep It Covered · Card #006

EP07 Catch the Rain (guest teacher Mr. Ezra) ·

Card #007

EP08 Sun Drops · Card #008

Planned: Water Points and Latrines; Ranger

Clean Hands; Clean Water, Clean Food

Go Bag: the water bottle is item one in Card

#GB1 "Ready by the Door".

Fact-checked Oct 21, 2026, approved by David

McKellips.



Chapter 2: Sick? Get Help Fast

Lily: "Feeling bad? Don't wait. Tell a grown-up

straight away!"

Rangers are not doctors. Our job is to notice, tell a

grown-up fast and help gently. Dr. Hazel says the

quickest helper is the one who speaks up.



What Rangers know

Danger signs: go to a helper now. These signs

in any child mean a grown-up takes them to a

clinic straight away:

breathing that is fast or hard work

can't drink or keeps throwing up

very sleepy or hard to wake

a fit (shaking they can't stop)

a high fever in a baby

Tummy trouble. With runny poo, the body

loses water. Sip safe water often, keep eating,

and let a grown-up mix the special drink (ORS).

Wash hands after the toilet.

Sleep under the net. Where there are

mosquitoes, sleep under a treated net every

night, tucked in all round. Tell a grown-up about

holes.

Rash plus fever. Tell a grown-up, stay a little

apart from babies, and let a health worker

check.

Cool a burn. Put the burn under cool, clean,

running water for 20 minutes. No butter, oil,



toothpaste or ice. Tell a grown-up.

A small cut. Wash it with clean water, cover it

with something clean, and tell a grown-up. Only

a grown-up opens the first-aid kit.

Too hot / too cold.

Too hot: red face, headache, dizzy. Go to shade,

sip water, tell.

Too cold: shivering, slow words. Put on dry

layers, get a blanket, tell.

Calling for help. Know how to find a grown-up

and say: who is hurt, where you are, and what

happened.

Medicine is a grown-up's job. Never take or

give medicine yourself.

Cholera and bad diarrhoea: go now. Lots and

lots of watery poo (sometimes like rice water),

sunken eyes, very thirsty or very weak: a grown-

up takes them to the health tent straight away,

giving sips of ORS on the way. Clean water,

clean hands and latrines stop it spreading.

Cough plus fast or hard breathing (the chest

pulls in, a noisy breath) in a child or baby is a



pneumonia danger sign: go to the clinic now.

Keep babies warm.

Vaccines. The clinic jabs and drops protect you

from measles and other serious illnesses. When

helpers call for vaccines, go with your grown-

up. A little pinch, big protection.

Dengue and mosquitoes. Mosquitoes that bite

in the day breed in tiny pools of still water. With

a grown-up, cover water containers, tip out

water in old pots and tyres, and wear long

sleeves. Fever with a bad headache, pain

behind the eyes, a rash or bleeding gums: tell a

grown-up and go to the clinic.

Too hot signs are in Chapter 11.

Learn your local help number with your

grown-up, and where the nearest health tent is.



Ranger checklist

☐ I know lots of watery poo means go now.

☐ I know cough plus fast breathing means go

now.

☐ I go for vaccines when helpers call.

☐ I help cover water and tip out puddles in

pots, with a grown-up.

☐ I can name three danger signs.

☐ I tell a grown-up fast when someone feels

very sick.

☐ I know the cool-water rule for burns (20

minutes).

☐ I can wash and cover a small cut, and then

tell.

☐ I can say who, where and what when I ask for

help.

☐ I sleep under the net, tucked in.

☐ I never touch medicine.

Earn your badge (Get Help Fast · First

Aid; Badge_Matrix.csv)



Level Get Help Fast (Health) First Aid

❤️
Heart

Say: "Feeling bad? Tell a

grown-up straight

away."

Say: "Cool, clean, cover,

tell."

🥉
Bronz

e

Point to the danger-

sign pictures.

Show the burn rule and a

small-cut cover with

props.

Watch and learn

Planned Health arc: Danger Signs: Go to the

Clinic Now · Sleep Under the Net · Tummy

Trouble · Helping With Baby · Hungry Signs and

the Feeding Tent · Measles: Rash + Fever · Cool

a Burn

Planned First Aid arc: Wash a Small Cut · Call for

Help · Too Hot / Too Cold (Dr. Hazel's kit)

Produced: EP05 Wash Your Hands (#005)

Go Bag #GB1: the contact card and safe pocket

help helpers reach your family.

Fact-checked Oct 21, 2026, approved by David

McKellips.



Chapter 3: Family & Safety

Lily: "Nobody gets left behind! ¡Nadie se queda

atrás!"

The Rangers' first rule is to stay together. Every

Ranger knows their meeting place, carries their

name card, and knows which grown-ups are safe

helpers.



What Rangers know

Two meeting places. Pick one close to home

and one farther away. Say them out loud often.

Name card. Carry a card with your name, your

grown-up's name and a contact. A grown-up

writes it, and it stays zipped in your safe pocket.

Show it only to a helper.

Buddy system. Everyone has a buddy. Head

counts happen often, the way Lily counts the

crew.

If we get separated: stop, stay where you are,

and look for an official helper, such as someone

in a uniform at a help desk or a helper with a

badge. Say your name and your grown-up's

name.

Promises from strangers. If someone offers

rides, sweets, money or "come with me", say

no, stay with your group, and tell your grown-

up.

Your papers are yours. Never give away or

trade your name card or papers. A grown-up

from your group handles them.



Go Bag (Card #GB1 "Ready by the Door"). A

small, light bag packed with a grown-up and

kept by the door: water, a snack, a light, a

whistle, a warm layer, the safe pocket (photo,

name card, contact) and a comfort toy. Lily's is

small and pale yellow, Ricky's is bigger and dark

green, and Sami's rides on her wheelchair.

Whistle: three toots means "help, find me".

Lily: "Pack it light, keep it right, ready by the

door, day or night!"

Roads and trucks. Walk on the side, facing

traffic, away from the edge. Never play on roads

or near parked or moving trucks; drivers can't

see small people. Hold little hands. Stay far

back when aid trucks arrive, until helpers say to

come.

Crowds and food lines. Stay with your grown-

up and hold hands. If the crowd pushes, move

to the side, not the middle. Know the meeting

spot.

Aid is free. No one is allowed to ask you for

anything in return for food, water or kits



(Chapter 14).



Ranger checklist

☐ I keep away from roads and trucks, and walk

facing traffic.

☐ In a crowd I hold hands and move to the side.

☐ I can say both of our meeting places.

☐ My name card is in my safe pocket.

☐ I know who my buddy is.

☐ If I'm lost, I stop, stay and find a helper.

☐ I say no to strangers' promises and tell my

grown-up.

☐ I never hand over my papers.

☐ My Go Bag is packed and a grown-up has

checked it.

☐ I know the three-toot whistle.

Earn your badge (Stay Together & Get

Help 🤝)

Level Requirement

❤️ Heart
Say: "Stay with your buddy and your grown-

up."

🥉
Bronze

Say your meeting spot and name your helpers.



Watch and learn

Opener "We Stay Together" (Card #000)

Go Bag episode and reel (DRAFT), Card #GB1

"Ready by the Door"

Planned Family arc: Our Meeting Place · My

Name Card · If We Get Separated · Strangers

Who Make Promises

Planned camp episodes: Arriving and

Registering · Crowd Safety · Never Trade Your

Papers · Spot the Smuggler Lure



Chapter 4: Danger Awareness

Lily: "Stay on the path. See something strange?

Stop, don't touch, go back, tell a grown-up!"

Some places can hide dangerous things that look

like junk, toys or metal. Rangers don't need to know

what those things are. They only need to know what

to do.



What Rangers know

Stay on the path. Walk only on paths that

people use every day. Never take a shortcut

through fields, bushes or broken places.

The four steps: 1. Stop. Freeze where you are.

2. Don't touch. Don't pick it up, kick it, poke it,

throw things at it or go closer. 3. Go back. Go

back slowly and carefully, the same way you

came. 4. Tell a grown-up. Say what you saw

and where. Let the grown-up tell the people

trained to deal with it.

"Something strange" means anything you

don't know: metal, wires, a shape in the ground,

or a thing that looks out of place. When in

doubt, it is strange.

Don't mark it yourself, and don't go back to

show anyone. Telling is enough.

Warning signs. If you see signs, tape or

painted stones a grown-up says mean danger,

stay out.

Broken buildings. Never go into damaged

buildings or walls, and never play in rubble.



Loud sounds far away. Go with your grown-up

to the safest inside place, stay low, and stay

together.

The Ranger hunt game is camp-only. In the

Scavenger Hunt game, Rangers look for

pictures that a grown-up has hidden inside a

safe, checked camp area. We never hunt for real

objects anywhere else.

Booms nearby. If there are loud booms close

by: go inside to the strongest room, away from

windows, get low, stay together and stay calm.

Wait for your grown-up to say it's safe.



Ranger checklist

☐ I know: booms nearby means inside, away

from windows, low, together.

☐ I can say the four steps in order.

☐ I stay on paths people use.

☐ I know "something strange" means anything

I don't know.

☐ I don't mark it and I don't go back. I tell.

☐ I never go into broken buildings.

☐ I play the hunt game only inside camp, with

pictures.

Earn your badge (Hazard Smart 🚫; the

Danger Smart rows in Badge_Matrix.csv)

Level Requirement

❤️
Heart

Say the rule: stay on the path; stop, don't touch,

go back, tell.

🥉
Bronze

Say the rule and point to the four picture icons

on Card #SH01.

Watch and learn



EP15 Road Treasure Hunt · Card #015 (follows

Mine_Risk_Check.md)

Scavenger Hunt pilot (Glow Jar) · Card #SH01

Recurring segment "Stop, Don't Touch, Go Back,

Tell" (every episode's safety lock)

Planned: EP18 Stop, Don't Touch, Go Back, Tell ·

Stay on the Path · Broken Buildings · Booms in

the Night



Chapter 5: Shelter & Warmth

Lily: "Dress like an onion: layer by layer!"

Staying warm and dry keeps Rangers healthy. A

good shelter spot is safe first and comfy second.



What Rangers know

Layers. Thin layers trap warm air. Take one off

before you get sweaty, and put it back on when

you stop (EP09).

Dry is warm. Wet clothes steal heat, so change

into dry socks first. Keep one dry set in a bag

(EP10).

More under you than on top. The cold ground

pulls heat away, so put a pad, cardboard or

blanket underneath (EP11).

Hat, socks, mittens. Keep your head, feet and

fingers warm. Mittens are warmer than gloves.

Safe spot first. Choose high, flat ground. Not a

dry riverbed (water can rush in), not beside

wobbly walls, under dead branches or near

wires, and not beside roads.

Tarp with a grown-up. A grown-up ties the

tarp, sloped so rain runs off. Rangers hand over

the rope and pegs (EP12).

Never fire or heaters inside. Burning anything

in a closed tent or room makes an invisible gas

that hurts people.



Water rising? Climb up high. Never walk, play

or ride in flood water. Go uphill holding hands

(EP13).

Power out.

Save the phone: airplane mode, dim screen,

close apps (EP14).

Use wind-up or sealed lights.

Never touch wall wires or car batteries, and

never open a battery.

Frostbite: warm it gently. Numb, white or

grey-yellow skin on fingers, toes, ears or nose?

Tell a grown-up, get somewhere warm, and

warm it with body heat (hands in armpits).

Don't rub it, and don't hold it near a fire or

heater.

Hot days too. Find shade, sip water, wear a hat.

Fire in the shelter: get out, stay out. Shout

"Fire!", get out fast, crawl low under smoke, and

go to the meeting spot. Never go back in, not

for toys, pets or bags. If your clothes catch fire:

stop, drop and roll, covering your face.

Drowning. Water is a grown-up place. Never

swim or play in rivers, wells, ponds, ditches or



flood water without a grown-up. If someone is

in the water, don't go in: shout for help, and

reach with a long stick or throw something that

floats.

Carbon monoxide stays a grown-up job:

stoves, heaters and generators stay outside

(see the grown-up note). If people feel a

headache, dizziness, sick tummy or very

sleepy near a stove or heater: everyone out

into fresh air, and tell a grown-up straight away.



Ranger checklist

☐ I know: get out, stay out, crawl low, never go

back in.

☐ I can show stop, drop and roll.

☐ I never play near water without a grown-up,

and I know reach or throw, don't go.

☐ I can layer up and layer down.

☐ I keep a dry set and dry socks.

☐ I put more under me than on top.

☐ I can point to a safe spot and say why.

☐ I helped a grown-up with a tarp by handing

over rope and pegs.

☐ I know: no fire or heaters inside.

☐ I know the flood rule: climb up high, stay out.

☐ I can save phone power.

Earn your badge (Warmth 🧣 · Shelter ⛺
· Flood Safety 🌊 · Power Out 🔦)

Lev

el
Warmth Shelter Flood Power Out

❤️
Hea

"Thin

layers trap

"Safe spot

first: high

"Water

rising?

"Dim it down,

plane mode



Lev

el
Warmth Shelter Flood Power Out

rt warm air." and flat." Climb up

high!"

on!"

🥉

Bro

nze

Show

layering,

dry socks,

under >

over.

Point out

a safe

spot vs.

unsafe

ones.

Show the

way to high

ground on

a map.

Show

airplane

mode and

say the

battery rules.

Watch and learn

EP09 Dress Like an Onion (#009) · EP10 Dry Is Warm

(#010) · EP11 Off the Cold Ground (#011) · EP12 Tarp

Roof With a Grown-Up (#012) · EP13 High Ground,

Stay Out (#013) · EP14 Keep the Phone Alive (#014) ·

Planned: Off the Ground · No Fire Inside · Bedroll

and Tarp · Safe Sleep Spot · Go Bag #GB1 (warm

layer)

Fact-checked Oct 21, 2026, approved by David

McKellips.



Chapter 6: Food

Lily: "Keep it clean, keep it dry, share it fair!"

Food gives Rangers energy. Clean food, dry storage

and fair sharing keep the whole crew strong.



What Rangers know

Five keys to safe food (our words): keep

hands and food clean, keep raw and cooked

food apart, a grown-up cooks it all the way

through, keep food at a safe temperature, and

use safe water.

Staples that last. Rice, beans, lentils, oats,

flour, salt and oil keep for a long time. Grains

plus beans together make a strong meal.

Keep dry food safe. Sealed, dry, off the ground

and away from bugs and mice.

Is it spoiled? A bad smell, mould, or a can that

bulges or leaks means don't eat it. Tell a grown-

up and throw it away.

Ration and share. Plan small portions so food

lasts, and share fairly. Bring a little extra for

someone new.

Food lines. Wait patiently, keep the ration card

safe and be polite.

Cooking is a grown-up's job. Rangers help by

washing, sorting and soaking beans, never at

the fire.



Hungry signs. Very thin arms, swollen feet or

no energy means tell a grown-up; the health

tent can help.

Nature's food is look, don't eat. Never eat wild

berries, mushrooms or plants unless a trusted

grown-up says they are safe.



Ranger checklist

☐ I wash my hands before food.

☐ I can name three foods that last.

☐ I can spot spoiled food and tell.

☐ I keep dry food sealed and off the ground.

☐ I share fairly.

☐ I never eat wild plants unless a trusted

grown-up says so.

☐ I stay away from the cooking fire.

Earn your badge (Food;

Badge_Matrix.csv)

Level Requirement

❤️

Heart
Say: "Keep it clean, keep it dry, share it fair."

🥉
Bronze

Sort pictures into "keeps long" and "eat soon";

show the spoiled-food signs.

Watch and learn

Planned Food arc: Staples That Last · Keep Dry Food

Safe · Ration and Share · Cook With Less Fuel (⚠️
expert review) · Don't Waste Food · Is It Spoiled? ·



Clean Water, Clean Food · The Food Line · Go Bag

#GB1 (snack that won't spoil)



Chapter 7: Big Feelings

Lily: "Big feelings are OK. Breathe slow, and tell

someone you trust!"

Every Ranger sometimes feels scared, sad, cross or

worried. That's normal. Brave Rangers notice their

feelings and share them.



What Rangers know

Name it. "I feel scared." "I feel sad." Naming a

feeling makes it a little smaller.

Slow breathing. Smell the flower (breathe in

slowly), blow out the candle (breathe out

slowly), five times. Bubbles work too.

Body helpers. A hug, squeezing a soft ball,

holding your comfort toy, stretching tall.

Talk to someone you trust. That can be your

grown-up, a teacher or a helper in a safe play

space.

Three good things. At bedtime, think of three

good things from today.

Keep doing normal things. Play, draw, sing,

learn and help. Routines help hearts feel safe.

Kindness heals. Welcome someone new and

learn their hello. Friends can come from every

side.

When to tell straight away: if you can't sleep

for many nights, don't want to eat or play, or

someone hurts you or makes you feel unsafe.



Psychological first aid for kids: Look, Listen,

Link. Look: notice who seems sad, scared or

alone. Listen: sit with them and let them talk if

they want; don't push. Link: help them find a

safe grown-up, a helper or the child-friendly

space.

Grief and bad dreams. Missing someone or

something is normal; nightmares happen after

hard things. Tell a grown-up, keep bedtime

routines, and see the Ranger Grief Center

pages.

When to get more help: feelings that stay very

big for weeks, not eating or sleeping, or

thinking about hurting yourself. Tell a grown-up

straight away.



Ranger checklist

☐ I know Look, Listen, Link.

☐ I know when to get more help.

☐ I can name three feelings.

☐ I can do five slow breaths.

☐ I know who I can talk to.

☐ I said three good things at bedtime.

☐ I did one kind thing for someone new.

Earn your badge (Strong Heart · Calm

Heart 🌙 · Kindness Heart 💙 · Courage

Star)

Level

Strong

Heart /

Calm Heart

Kindness

Heart

❤️ Heart

Say: "Big

feelings are

OK."

n/a

🥉 Bronze
Do the slow

breathing.

1 kind act a

grown-up

saw

Character badges are given by

a grown-up for deeds, never



Level

Strong

Heart /

Calm Heart

Kindness

Heart

tested.

Watch and learn

Planned: Big Feelings · Boredom and Sadness · New

Friends, Many Cultures · Child-Friendly Spaces ·

Pace, Rest, Encourage · Bedtime Stories (the Calm

Heart skills) · Go Bag #GB1 (comfort toy)



Chapter 8: Fix It

Lily: "Fix it together, with a grown-up close!"

Rangers love to mend and make: a torn sleeve, a

wobbly cart, a sign for the water corner. Eli fixes

carts and Amara mends clothes. Every fix is done

with a grown-up, using safe things from camp.



What Rangers know

Safe Scavenger rules. Rangers use only clean,

safe things a grown-up has checked: cardboard,

cloth scraps, string, tape, plastic bottles, bottle

caps.

Never take things from rubble, broken

buildings or the ground outside camp. Never

pick up unknown metal, wires or anything

strange. See Chapter 4: stop, don't touch, go

back, tell.

Grown-up tools. Knives, scissors with points,

saws, needles, glue guns, fire and batteries are

a grown-up's job. Rangers hold, hand over and

tidy up.

Easy Ranger fixes:

Tie a broken shoelace.

Tape a torn map.

Braid cloth strips into a soft cord.

Make a picture sign.

Decorate a clean bottle as your own water

bottle.



Balance a load. On a cart or bike, heavy things

go low and in the middle, with both sides even.

Wash hands after every fix.

Fixing is sharing. Teach a friend what you

learned, and trade skills fairly (Kenji draws,

Amara mends).

Helping hands for neighbours. With a grown-

up, check on older or sick neighbours: carry

water, fix a tent peg, bring a message (Chapter

15).



Ranger checklist

☐ I helped an older or sick neighbour with a

grown-up.

☐ I use only things a grown-up has checked.

☐ I never take things from rubble or touch

unknown metal.

☐ I hand tools to a grown-up; I don't use sharp

ones.

☐ I did one easy fix with a grown-up.

☐ I washed my hands afterwards.

Earn your badge (Helping Hands,

character · Power Out link)

Level Requirement

❤️
Heart

Say: "Fix it together, with a grown-up close."

🥉
Bronze

Sort pictures into "safe to use" and "grown-up

only / never touch".

Watch and learn

EP15 Road Treasure Hunt (#015) · Scavenger Hunt

pilot, Glow Jar (#SH01; grown-up builds it, kids watch



from one step back) · Planned: Bikes, Carts and

Heavy Loads · Walking Staffs Are Tools · A Fair Trade

· What Has Value?



Chapter 9: Keep Clean

Lily: "My body, my wash, fresh and clean, that's

my job!"

Keeping clean stops germs from making us sick, and

it helps us feel good, even far from home. Rangers

keep clean in camp and on the road, with just a little

water and soap.



What Rangers know

Hands: wet them, soap them, scrub the palms,

the backs, between the fingers and under the

nails for one short song, then rinse and shake

dry. Wash before eating, before touching

drinking water, after the toilet, after helping a

little one and after coughing into your hands.

With little water, a friend pours a thin stream;

don't dip your hands in the drinking jug.

Face: splash it with safe water every morning

and evening, and gently wipe your eyes from

the inside corner out with a clean cloth.

Teeth: brush twice a day with a small dab of

toothpaste and safe water. Brush top, bottom

and all around. Keep your own toothbrush in a

case, and never share it.

Underarms: wash with a little soap and water,

rinse and dry, especially after hot days or long

walks.

Private parts: you wash your own private

parts yourself, in private, with a little water

and soap, front to back, then rinse and dry.

Clean underwear every day if you can.



Your body is yours. No one should touch your

private parts, or ask you to touch theirs, except

a health worker or carer helping you stay

healthy, with your grown-up there. If anyone

makes you feel uncomfortable, tell a grown-up

you trust, even if they told you to keep it

secret.

Feet: wash and dry them every day, especially

between the toes. Change into dry socks, check

for red or sore spots at rest stops, and tell a

grown-up.

Clothes: wash them in a basin away from the

drinking water, and dry them in the sun. Never

sleep in wet clothes. Keep one clean, dry set in

a bag.

Hair: comb it every day. Don't share combs or

hats, and tell a grown-up if your head is itchy.

Cough and sneeze into your elbow, or into a

tissue that goes in the bin, then wash your

hands.



Ranger checklist

☐ I wash my hands with soap at the five key

moments.

☐ I wash my face morning and night.

☐ I brush my teeth twice a day with my own

toothbrush.

☐ I wash my underarms and dry them.

☐ I wash my own private parts myself, in

private, front to back.

☐ I know my body is mine, and I tell a trusted

grown-up if someone makes me

uncomfortable.

☐ I wash and dry my feet and change into dry

socks.

☐ I help keep my clothes clean and dry.

☐ I cough and sneeze into my elbow.

Earn your badge (Clean Hands &

Hygiene; Badge_Matrix.csv)

Level Requirement

❤️ Heart Say: "My body, my wash,

fresh and clean, that's



Level Requirement

my job!" and name the

five hand-washing

moments.

🥉 Bronze

Show hand-washing

with a song, tooth-

brushing, and the face

and feet steps with

props.

Body-care steps for private parts

are never checked or watched. A

grown-up only asks, "Do you

know how to wash yourself?"

and listens.

Watch and learn

Produced: EP05 Wash Your Hands (Card #005)

Hygiene reels (DRAFT,

Production/Hygiene_Series_Ideas_DRAFT.md):

HY01 Handwashing at the Tap Stand · HY02

Wash With Little Water · HY03 The Tippy-Tap ·

HY04 The Five Key Moments

HY07 Elbow Catch · HY08 Brush Twice a Day ·

HY09 Happy Feet · HY10 Clean Clothes, Dry

Clothes



HY11 Clean Cup, My Cup · HY15 Bath Time in a

Bucket · HY16 Hair Care · HY20 Germ Detectives

· HY21 Clean Body, Fresh Me

Planned: Water Points and Latrines · Ranger

Clean Hands · Happy Feet

Go Bag #GB1: soap, toothbrush and spare

underwear and socks fit in the bag

(Item_List_150 #17, #37, #41, #8).



Chapter 11: Big Weather &

Earth

Lily: "Ground shakes? Drop, cover, hold on!"

The earth and the sky can do big things: shake,

storm, flood, burn and get very hot or cold. Rangers

learn one action for each one, practise it with a

grown-up, and always stay with their crew.



What Rangers know

When

this

happe

ns

Rangers do this

Earthq

uake

(the

ground

shakes)

Drop to your hands and knees, cover your head

and neck under a sturdy table, or by an inside

wall with your arms, and hold on until the

shaking stops. Outside: move away from walls,

poles, trees and wires, then drop and cover. Don't

run outside during shaking.

After

an

earthq

uake

Go out carefully with your grown-up. Stay out of

cracked or broken buildings. Never climb on

rubble. Expect small shakes after; drop, cover and

hold on again.

Big

wave

from

the sea

(tsuna

mi)

If you're near the sea and the ground shakes

hard for a long time, or the sea suddenly pulls far

back, go to high ground or far inland straight

away with your grown-up. Don't wait to watch.

Thund

er and

lightni

ng

If you hear thunder, lightning is close enough. Go

inside a solid building or a closed car. Stay away

from water, tall trees, metal poles and hilltops.

Wait 30 minutes after the last thunder before

going back outside.



When

this

happe

ns

Rangers do this

Big

wind,

hurrica

ne or

tornad

o

Go to the strongest inside room on the lowest

floor, away from windows; cover your head. In a

tent, go to the shelter your camp helpers point

to.

Flood
Water rising? Climb up high. Never walk, play or

ride in flood water (see Chapter 5).

Landsli

de /

mudsli

de

Listen for rumbling, cracking trees or rocks

falling. Move away from the path of the slide,

uphill and to the side, with your grown-up.

Wildfir

e and

smoke

Leave when grown-ups or helpers say so; don't

wait. Cover your nose and mouth with a cloth,

stay low in smoke, and stay together.

Very

hot

day

Shade, water, rest. Play in the cool morning or

evening. Wear a hat and light clothes. Never stay

in a closed car or closed tent in the heat, and

never leave anyone else there.

Too

hot:

body

signs

Headache, dizzy, very red or very pale, sick

tummy, or no sweat when hot: stop, shade, sip

water, put a cool wet cloth on, tell a grown-up.

Confused or fainting means get help fast.



When

this

happe

ns

Rangers do this

Very

cold

Layers, dry socks, hat; more under you than on

top (Chapter 5). Shivering that won't stop: tell a

grown-up.

Every disaster: stay with your grown-up and your

buddy. Go to your meeting place if you get apart

(Chapter 3), take your go bag (Card #GB1) only if it's

right by the door, and listen to camp helpers.



Ranger checklist

☐ I can show drop, cover, hold on.

☐ I know to stay out of broken buildings after a

quake.

☐ I know: big shake by the sea, or the sea pulls

back → go high now.

☐ I go inside when I hear thunder.

☐ I know the strongest room or shelter for big

winds.

☐ I know the signs of being too hot and what to

do.

☐ I never stay in a closed car or tent in the heat.

☐ I know my meeting place.

Earn your badge (Weather Ready ⛈️,

new area)

Level Requirement

❤️

Heart
Say: "Ground shakes? Drop, cover, hold on!"

🥉
Bronze

Show drop, cover, hold on; say one action for

thunder, wind and heat.



Watch and learn

EP13 High Ground, Stay Out (#013)

EP09–11 warmth episodes (#009–#011)

Go Bag #GB1

Planned: Booms in the Night; Safe Sleep Spot

Hygiene reel HY09 Happy Feet (heat and wet)

Fact-checked Oct 21, 2026, approved by David

McKellips.



Chapter 12: Little Ones

Lily: "Little hands, hold tight. Big Rangers keep

them safe!"

Many Rangers help with babies and little brothers

and sisters. That's a big, kind job. Rangers are

helpers. A grown-up is always in charge of a baby.



What Rangers know

Clean hands first. Wash with soap before you

touch a baby, their food or their cup, and after

nappies.

Water is a grown-up place. Little ones can

drown in just a little water: buckets, basins,

wells, ditches, puddles and rivers. Keep buckets

covered or empty, and never leave a little one

alone near water, even for a moment. Tell a

grown-up about an uncovered well or deep

hole.

Hold hands near roads, trucks, crowds, water

and fires.

Fire and hot things: keep little ones far from

stoves, pots, hot drinks and candles.

Small things are choking things: coins, beads,

bottle caps, batteries, nuts. Keep them up high.

Never give a little one medicine, chemicals

or bleach, and keep fuel and cleaning bottles

out of reach.

Baby sleep: babies sleep on their backs, on a

flat, firm place, with no pillows or loose



blankets over their face. A grown-up decides

where.

Keep babies warm (a hat and skin-to-skin with

mum), but not too hot.

Play and talk. Sing, make faces, tell stories.

Little ones learn from you.

Tell a grown-up fast if a baby or little one:

won't feed or drink

is very sleepy or floppy

has fast or hard breathing

has a fever, lots of watery poo or vomiting

has a fit

is cold to the touch



Ranger checklist

☐ I wash my hands before touching a baby.

☐ I never leave a little one alone near water,

even a bucket.

☐ I hold little hands near roads and fire.

☐ I keep small things and bottles out of reach.

☐ I know babies sleep on their backs, on a flat

place.

☐ I can name three baby danger signs and I tell

fast.

Earn your badge (Little Ones Helper 👶,

new area)

Level Requirement

❤️
Heart

Say: "Little hands, hold tight. Big Rangers keep

them safe!"

🥉
Bronz

e

Name three dangers for little ones (water, fire,

small things) and three baby danger signs.

Watch and learn

Planned: Helping With Baby



Planned: Hungry Signs and the Feeding Tent

Planned: Tummy Trouble

Handbook Chapter 2 (danger signs) and

Chapter 13 (first aid)



Chapter 13: First Aid Ranger

Lily: "Notice, shout, help! First Aid Rangers

never wait!"

A First Aid Ranger's three jobs: notice someone is

hurt, shout for a grown-up, and help in small, safe

ways until help comes. Always check first that it's

safe for you: no fire, no traffic, no deep water,

nothing strange on the ground.



What Rangers know

Calling for help. Shout "Help!" and send a

friend running for a grown-up. Say who is hurt,

where you are and what happened. Learn your

camp's or country's emergency number with

your grown-up.

Someone won't wake up. Don't shake hard.

Call their name and tap their shoulder. If they

don't answer, shout for a grown-up right away

and stay with them.

Bleeding. Press firmly on the wound with a

clean cloth (or your hand inside a plastic bag)

and keep pressing while someone gets a

grown-up. If blood soaks through, put more

cloth on top and keep pressing.

Nosebleed. Sit up, lean forward (not back), and

pinch the soft part of the nose for 10–15

minutes. Spit out blood rather than swallowing.

Choking. If someone can cough, tell them to

keep coughing. If they can't breathe, speak or

cough, shout for a grown-up now.

Broken bone or a bad fall. Keep the person

still and comfortable. Don't move them unless



they're in danger. Get a grown-up.

Burns. Use cool running water for 20 minutes

(Chapter 2). Take off rings or bracelets near the

burn. No butter, oil, toothpaste or ice.

Small cuts. Wash with clean water, cover, tell

(Chapter 2).

Bites and scratches from dogs, cats,

monkeys or bats. Stay away from animals you

don't know, and never tease or corner them. If

one bites or scratches you, wash the wound at

once with soap and lots of running water for

a long time (about 15 minutes), then tell a

grown-up and go to the clinic the same day.

Some animal bites need special injections.

Snakes. Step back slowly and go around wide.

If someone is bitten:

keep them still and calm, lying down

take off rings and tight things near the bite

get them carried to a clinic fast

don't cut the bite, suck it, tie it tightly, put ice

on it, or try to catch the snake

Stings. Move away from bees and wasps. If

someone has trouble breathing or a swollen



face after a sting, that's an emergency: get a

grown-up fast.

Poison. If someone swallowed medicine, fuel,

bleach or chemicals: get a grown-up fast, keep

the bottle to show the health worker, and don't

make them throw up.



Ranger checklist

☐ I check it's safe for me first.

☐ I can shout and say who, where and what.

☐ I know to press hard on bleeding with a clean

cloth.

☐ I can show the nosebleed position (sit, lean

forward, pinch).

☐ I know to keep someone with a hurt bone

still.

☐ I wash any animal bite or scratch for a long

time and tell the same day.

☐ I know what NOT to do for a snakebite.

☐ I keep poison bottles to show the health

worker.

Earn your badge (First Aid ⛑️)

Level Who Requirement

❤️ Heart

Little

Rang

ers

Say: "Notice, shout,

help!" and who, where,

what.

🥉 Bronze Little

Rang

ers

Show with props:

pressing on bleeding,



Level Who Requirement

the nosebleed position,

cool water for burns.

A trained grown-up signs

off Silver and Gold.

Practice uses dolls,

manikins and blankets

only.

Watch and learn

Planned: Wash a Small Cut

Planned: Call for Help

Planned: Too Hot / Too Cold

Planned: Cool a Burn

Planned: Snake on the Trail (Grandma Willow)

Handbook Chapter 2

Fact-checked Oct 21, 2026, approved by David

McKellips.



Chapter 14: Safe Me

Lily: "My body is mine. No scary secrets. I tell!"

Every Ranger has the right to be safe, everywhere. If

anything makes you feel scared, confused or

uncomfortable, you can say no, get away and tell. It

is never your fault.



What Rangers know

My body is mine. No one should touch your

private parts, or ask you to touch theirs, look at

them or take pictures, except a health worker

or carer helping you stay healthy, with your

grown-up there.

Good secrets and bad secrets. Surprises (like a

birthday gift) are fine. A secret that makes you

feel bad, scared or "yucky" is one you should

tell, even if someone said not to, even if they

said something bad would happen.

No, go, tell. Say "No!", get away to a safe place,

and tell a safe grown-up. If the first grown-up

doesn't help, keep telling until someone does.

My safe grown-ups. Name at least three:

family, a teacher, a camp helper, a health

worker. Draw them on your safe-adults card

(Item_List_150 #107).

Hitting, hurting and bullying are never okay,

at home, in camp or at school. You can tell

about this too.

Phones and online.



Never share your location, your camp, your

photo or your name with strangers.

Don't meet anyone you only know from a

phone.

Tell a grown-up about any message that asks

for pictures or secrets, or makes you feel bad.

Aid is free. Food, water, kits and help are free.

No one is allowed to ask you for anything

(money, favours, pictures, touching) in return. If

anyone does, tell a safe grown-up or a camp

helper.

Stay with your group. Don't go off with

anyone, even someone kind, without your

grown-up knowing.



Ranger checklist

☐ I know my body is mine.

☐ I know the difference between a surprise and

a bad secret.

☐ I know no, go, tell.

☐ I can name three safe grown-ups.

☐ I never share my location or photos with

strangers.

☐ I know aid is free, and nobody can ask for

anything in return.

☐ (12+) I know the warning signs of false offers

and "join us".

Earn your badge (Safe Me 🛡️, Heart and

Bronze only)

Level Requirement

❤️ Heart

Say: "My body is

mine. No scary

secrets. I tell!"

🥉 Bronze

Make your safe-

adults card with

three names or

drawings.



Level Requirement

This badge has no performance

checks and no higher levels. A grown-

up never asks a child to act out or

describe unsafe situations.

Watch and learn

Planned: Strangers Who Make Promises

Planned: Never Trade Your Papers

Planned: Spot the Smuggler Lure

Planned: Crowd Safety

Planned: Child-Friendly Spaces

Hygiene reel HY21 Clean Body, Fresh Me (body-

safety line)

Handbook Chapters 3, 9 and 10



Chapter 15: Every Ranger

Belongs

Lily: "Nobody gets left behind! Every Ranger

belongs!"

Rangers come from many places and speak many

languages. Some use wheelchairs like Mateo and

Sami, some can't see or hear well, some are new,

some are older or sick. Everyone has something to

give, and everyone deserves to be included.



What Rangers know

Ask before you help. "Would you like help?"

Then listen. Mateo might want a push uphill, or

might want to do it himself.

Plans for everyone. When you plan a route, a

game or a meeting place, check that everyone

can get there: wheels, slow walkers, little ones,

grandparents (Sami picks routes that work for

everyone).

Many ways to talk. Use pictures, gestures,

simple words, a picture card or a phrase card

(Item_List_150 #15, #104). Kenji's picture signs

work in any language.

Welcome newcomers. Learn their hello, show

them the water point and the play space, and

invite them into the game.

Respect differences: foods, faiths, clothes,

languages. Friendship works across every side.

Check on older and sick neighbours with a

grown-up: do they have water, a warm layer,

someone to talk to?

Keep learning. Go to the learning space or

school in camp when you can. Learning is your



right, even far from home. Walk there with

friends on the safe route your grown-up shows

you.

Play is important. Child-friendly spaces are

safe places to play, draw and talk to helpers.



Ranger checklist

☐ I ask before I help.

☐ I check our plans work for everyone.

☐ I can say hello in another Ranger's language.

☐ I invited someone new to play.

☐ I checked on an older or sick neighbour with

a grown-up.

☐ I know where the learning space is and the

safe way there.

Earn your badge (Every Ranger Belongs

🤝💙, new area)

Level Requirement

❤️
Heart

Say: "Nobody gets left behind! Every Ranger

belongs!"

🥉
Bronze

Show asking before helping, and say hello in two

languages.

Watch and learn

Opener (Card #000): Lily says "¡Nadie se queda

atrás!"

Planned: Wheels Go Too



Planned: New Friends, Many Cultures

Planned: Child-Friendly Spaces

Planned: Mateo & Sami's Safety Words

Every episode's friendship moment



Chapter 16: Fire, Knife & Axe

Lily: "Tools are for helping, and a grown-up is

always near!"

Older Rangers can learn to use real tools and build a

real fire, always with a trained grown-up close by.

Tools are for making and helping, never for play,

never for scaring anyone, and never inside a tent or

shelter.

For Sprouts and Trail Seekers (all ages): fire

safety only

Stay back from every fire: at least two big steps,

or further if a grown-up says.

Never touch matches, lighters or fire-starters.

Bring them to a grown-up.

Clothes on fire? Stop, drop and roll, with your

hands over your face.

Fire in the shelter? Get out, stay out, crawl low

(Chapter 5).



Ranger checklist

☐ (All) I stay back from fire and know stop, drop

and roll.

Earn your badge (Fire & Tools 🔥🪓)

Level Who

Requirement

(shown to a

trained grown-up)

❤️ Heart / 🥉 Bronze

Sprout

s, Trail

Seeker

s

Fire safety only:

say and show "stay

back" and stop,

drop and roll.

The grown-up must be

trained and present for every

demonstration. Badges are

never earned alone.

Watch and learn

Planned: Fire Is a Grown-Up Job (Rule #2)

Planned: Walking Staffs Are Tools

Handbook Chapters 5 (shelter fire), 6 (food), 13

(cuts and burns)

Adults_18plus/01_Fire_Starting (grown-ups only)


