HURRY CASES





Presentation Plan – 5 minutes


Your goals as an instructor:

	Make sure the scouts learn.


Materials:

	Scout handbook; cards for matching game


Preparation:

	Practice!


Other notes:

	Tenderfoot requirement #12 says to demonstrate how to treat a choking victim. Second Class requirement #10 says to show what to do for other hurry cases. This session won’t satisfy those requirements, but instead provides a brief introduction that might be more suitable to a pre-opening. A Scout should see a first aid instructor to get the requirements signed off.


1. Goals: At the end of this presentation, participants should be able to…

	By the end of this presentation, you should know the five hurry cases and know the basic treatment for each one of them.


2. Discovery: What do they already know? What do they need to know?

	[?] There are five medical emergencies called hurry cases. Do you know what they are? [stopped breathing, no heartbeat, severe bleeding, choking, and poisoning]
[?] Why do you think these are called hurry cases? [They threaten the victim’s life, and must be treated immediately.]


3. Teaching and learning: Explain, Demonstrate, and Guide the learner through the skill.

	- Reminder about the basic steps of first aid:
· Send someone to call or get help. 

· Be calm and confident, and keep the victim calm.

· Treat every accident victim for shock. 

- Talk about each hurry case and how to treat it:

· Stopped breathing: Rescue breathing
· No heartbeat: CPR

· Severe bleeding: bandage (be resourceful—can be a shirt, bandanna, etc.), more bandages, pressure, elevation

· Choking: Heimlich maneuver (show the correct position and hand motion)

· Poisoning: Call poison control; also treat for shock. Poison control number: 1-800-222-1222 (have the group repeat this number)
- Any questions?


4. Application: Enable the learner to apply the skill or knowledge they have learned.

	- Recite the five hurry cases.

- Recite the treatment for each hurry case. (What’s the poison control number?)

- Matching game: Match the hurry case with the correct treatment.


5. Evaluation: Did we reach the goals?

	Recite hurry cases, treatment, and poison control number.


Summary: Your closing message—final thoughts.

	Encourage the Scouts to learn more about each these steps by reading their scoutbook, then getting signed off.
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