
Badge Name Girl Scout Level Description Content Partner Funder

1 Trail Adventure Daisy (Grades K–1)

Daisies choose between taking an adventurous jog and playing hiking games to earn 

this badge. Prior to completing these activities, girls will learn the importance of 

preparation when going on outdoor adventures by discussing topics of safety, 

breathing, and stretching. Once their adventure is complete, Daises are encouraged to 

show their friends and family how they too can play hiking games or go on their own 

outdoor jog. 

The North Face

2 Trail Adventure Brownie (Grades 2–3)

Brownies choose between trail running or taking three different types of hikes (such 

as a night hike, beach hike, and color hike). To prepare, girls will decide on where they 

will go to complete their adventures, what supplies they will need, make a "trail 

protection plan," and train for their run or hike. They will also have the option to 

create mood boards to visualize their adventure, and speak to expert trail runners or 

hikers about their experiences and tips and tricks for adventuring. Girl will then 

embark into the outdoors and complete their adventure.

The North Face

3 Trail Adventure Junior (Grades 4-5)

Juniors choose between trail running—if able, for a distance or length that is 

challenging for them—or taking three longer day hikes. Juniors are encouraged to plan 

their adventure as a troop, deciding on where they will go, what supplies they will 

need, and the games they will play along the way. Once they have prepared and 

trained for their adventure, girls have the opportunity to shoot an action video of their 

adventure, play games, or keep and adventure journal that chronicles their memories 

of the run or hike and helps them goal set for their next time adventuring in the 

outdoors.

The North Face

4 Trail Adventure Cadette (Grades 6-8)

Cadettes choose between a 3-mile trail run or a trail hiking challenge that includes a 

trail covering significant elevation challenges, a trail covering a great distance, and a 

trail on a new type of a terrain. To prepare for their adventure, girls have the 

opportunity to talk to an expert trail runner or hiker, watch a video or read a book 

about trail running or hiking, or explore what they will do by conducting their own 

research! Girls will further prepare by learning about common trail injuries, words to 

know regarding trail running/hiking, and training for their adventure. Once girls have 

gone through all steps of preparation, they will confidently embark on their outdoor 

adventure! 

The North Face

5 Trail Adventure Senior (Grades 9-10)

Seniors choose between testing their physical limits in the great outdoors on a 

competitive trail run, or a three-day, two-night backpacking trip. To prepare for their 

adventure, girls have the opportunity to talk to an expert trail runner or backpacker, 

watch a video or read a book about trail running or backpacking, or explore what they 

will do on their journey do by conducting their own research. Once girls embark on 

their adventure, they will have the option to create an action portfolio of videos of 

photos of them along the way, keep an adventure journal, or explore new ways of 

doing certain trail or hiking activities.

The North Face

6 Trail Adventure 
Ambassador (Grades 11-

12)

Ambassadors choose between planning and learning the skills to help coach another 

girl in trail running by having at least eight training sessions over a two-month period, 

or completing a five-day, four-night backpacking trip in which they hike a minimum of 

20–25 miles. To prepare for their adventure, girls can talk to a running coach or 

experienced trekker, or research about coaching trail running or multi-day backpack 

treks. Girls will gather necessary gear, learn important vocabulary, and set goals for 

their adventure before embarking on their journeys. 

The North Face

7
Snow or Climbing 

Adventure
Daisy (Grades K–1)

Daisies choose between doing something active and fun in the snow or bouldering on 

a rock climbing wall in an indoor gym without a rope or harness.  To prepare, girls will 

learn important words used when speaking about snow play and bouldering, discuss 

safety with their troop, parents, or guardian, and make a plan for where they will be 

going and what they will be wearing. Girls will then embark on their adventures. 

The North Face

8
Snow or Climbing 

Adventure
Brownie (Grades 2–3)

Brownies choose between skiing along trails on a cross-country winter adventure or 

rock climbing on an indoor or outdoor climbing wall. To prepare, Brownies have the 

option to become familiar with the language used to talk about cross-country skiing 

and rock climbing, practice team communication, or speak with an expert cross-

country skier or rock climber. Girls will gather gear, train and practice, and go over all 

safety tips and guidelines. Once they have finished all preparation, they will then 

embark on their journeys, having the option to learn how to shoot an action video, 

play games, or keep an adventure journal along the way!  

The North Face

9
Snow or Climbing 

Adventure
Junior (Grades 4-5)

Juniors choose between the thrill of skiing or snowboarding down a slope and the 

excitement of climbing a tree in a harness. Juniors will have the option to talk to an 

expert downhill skier/snowboarder or tree climber, watch videos about 

skiing/snowboarding and recreational tree climbing, or act out what they will do 

during their adventure. Girls will gather gear, train/practice, and go over all safety tips 

and guidelines. Once they have finished all preparation, they will then embark on their 

journeys, having the option to shoot an action video or keep an adventure journal 

along the way!  

The North Face

10
Snow or Climbing 

Adventure
Cadette (Grades 6-8)

Cadettes choose between snowboarding or skiing in which girls will plan and spend 

two days on the slopes (either an overnight trip or two separate day trips), or go on an 

outdoor climbing adventure where they will climb and belay using a top-rope climbing 

system. Girls will gather their gear and practice important 

skiing/snowboarding/climbing skills such as edging, their stance, getting up after 

falling, waxing their skis/snowboards, tying complex knots, and belay. Once they 

complete all preparation and safety guidelines, they will embark on their outdoor 

adventures.

The North Face

11
Snow or Climbing 

Adventure
Senior (Grades 9-10)

Seniors choose between challenging themselves by camping out in the snow and 

exploring the winter wilderness, or advancing their rock-climbing skills on a two-day 

trip where they will climb and belay using a top-rope climbing system, rappel, and do 

gear safety checks. Seniors will need to prepare for their outdoor adventures by 

gathering their gear, setting their personal goals, and practicing skills like using 

snowshoes, cooking outdoors in the snow, building snow shelters, knot tying, and 

climbing techniques. Once they complete all preparation and safety guidelines, they 

will embark on their outdoor adventures.

The North Face
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12
Snow or Climbing 

Adventure

Ambassador (Grades 11-

12)

Ambassadors choose between putting their self-reliance to the test by camping out on 

frozen terrain, navigating through fresh snow and exploring the rugged winter 

wilderness, and taking their climbing skills to the next level on a multi-day trip where 

they will boulder, top-rope, and rappel. They will prepare for their outdoor adventures 

by gathering their gear, setting their personal goals, and practicing skills like pitching a 

tent, cooking outdoors in the snow, avalanche safety, knot tying, climbing techniques, 

and gear checks. Once they complete all preparation and safety guidelines, they will 

embark on their outdoor adventures.

The North Face

13 Cybersecurity Basics Cadette (Grades 6-8)

Cadettes learn about different hacking techniques and basic cybersecurity 

precautions. They’ll simulate cyber-attack strategies, like brute force and man-in-the-

middle attacks, explore encryption, hack a password to learn about password strength, 

and solve a number puzzle. By the end of this badge, they’ll know how (and why it’s 

important!) to protect themselves with strong passwords, secure encryption, and 

caution when clicking on links.

National Integrated Cyber Education 

Research Center (NICERC)
Palo Alto Networks

14
Cybersecurity 

Safeguards
Cadette (Grades 6-8)

Cadettes learn how to keep their data secure, and why it’s important to keep their 

personally identifying information private online. They identify the types of data that 

become part of their permanent digital footprint, exploring how both corporations 

and potential cyber criminals can use that data to target both legitimate ads and social 

engineering scams. Finally, they learn about metadata as they complete an activity in 

which they encrypt and send messages and photos to one another.

National Integrated Cyber Education 

Research Center (NICERC)
Palo Alto Networks

15
Cybersecurity 

Investigator
Cadette (Grades 6-8)

Cadettes solve a series of fictional cybercrimes that are all connected to common 

errors young people make when using digital technology and communications. They 

learn about potential vulnerabilities and risks in personal digital communications 

(emails, text messages, and social media), how logging on to a device allows for their 

activity to be traced by creating a "device log," and practice investigative techniques 

used by cybersecurity professionals through a cybersecurity simulation card game.

National Integrated Cyber Education 

Research Center (NICERC)
Palo Alto Networks

16 Cybersecurity Basics Senior (Grades 9-10)

Seniors learn about the 10 GenCyber First Principles of cybersecurity, doing activities 

to show how each one works. They find out how computers run multiple programs 

through games like rock, paper, scissors or thumb wars. They label everyday objects 

based on their functions and permissions to understand how to limit access to digital 

objects on computers. Seniors also learn how computers hide information through 

encapsulation, design a layered security system by creating their own security 

questions, and design a complex Rube Goldberg machine that completes a simple 

task.

National Integrated Cyber Education 

Research Center (NICERC)
Palo Alto Networks

17
Cybersecurity 

Safeguards
Senior (Grades 9-10)

Seniors learn how to keep their data safe when they travel. They learn how to protect 

their travel documents that have their information listed or included via barcodes, 

such as boarding passes; how to determine if WiFi connections are secure and the 

risks of connecting to unsecure networks; and how Faraday cages can keep devices 

from receiving or sending information.
National Integrated Cyber Education 

Research Center (NICERC)
Palo Alto Networks

18
Cybersecurity 

Investigator
Senior (Grades 9-10)

Seniors investigate a fictional cybercrime in which a company's website has been 

hacked and taken down. They look for clues about the fictional hack by learning how 

traceroutes work, solve the cybercrime by role-playing how to handle the crisis, and 

play a life-sized version of Minesweeper.
National Integrated Cyber Education 

Research Center (NICERC)
Palo Alto Networks

19 Cybersecurity Basics
Ambassador (Grades 11-

12)

Ambassadors learn how hackers operate through role-play and discussion and how 

hacking can be used for the purposes of corporate and national security, and good 

and/or bad. They explore steganography through crossword puzzles, the risks of 

cyberwarfare through a card game, and a variety of different careers in cybersecurity. National Integrated Cyber Education 

Research Center (NICERC)
Palo Alto Networks

20
Cybersecurity 

Safeguards

Ambassador (Grades 11-

12)

Ambassadors learn how to protect their personal data and digital footprint with 

healthy online habits. They explore how their physical and digital habits intersect and 

how their digital footprint can be used by hackers and future employers alike. They 

inventory their own cyber hygiene practices and learn how to cultivate healthy online 

habits throughout their life. 

National Integrated Cyber Education 

Research Center (NICERC)
Palo Alto Networks

21
Cybersecurity 

Investigator

Ambassador (Grades 11-

12)

Ambassadors investigate a fictional cybercrime. They role-play as city government 

officials who must investigate and respond to a ransomware attack that has affected 

all departments within the local government. To resolve the crisis, Ambassadors learn 

to decode a message in Morse code, debate on whether or not to pay the attacker 

ransom through bitcoin, and then plan how the city should recover from the attack.   
National Integrated Cyber Education 

Research Center (NICERC)
Palo Alto Networks

22
Space Science 

Researcher 
Cadette (Grades 6-8)

Cadettes learn more about the amazing properties of light, and how it is used to make 

discoveries about the universe and space science. Cadettes discover the dynamic 

qualities of light by choosing between creating a spinner called a Newton Disk or 

making "prism pictures."  Girls will then explore "invisible" light by creating a sun 

print, detecting infrared signals, or exploring more than the eye can see through their 

own experiment. They learn more about stars by choosing to either capture stars as an 

astrophotographer, work to capture their own astronomical images from the 

ground-based MicroObservatory—a real robotic telescope—or work with a group to 

classify visible stars based off of their characteristics. Girls have the option make and 

record observations about the night and dark sky, as well as use telescopes to see 

celestial objects clearly. At the end of this badge experience, girls are encouraged to 

think of the ways in which they can take action in their communities and beyond to 

conserve light and energy.

The SETI Institute
Funded by NASA’s Science Mission 

Directorate and led by the SETI Institute

SPACE SCIENCE BADGES

CYBERSECURITY BADGES
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23 Space Science Expert Senior (Grades 9-10)

Seniors learn about the Universe, their place in it, and how light is used to make 

discoveries. Seniors have the option of either creating a self-portrait infographic, 

testing their eyes to "see" how they react to light, or explore a Universe without 

supernovae by playing a game alone or with friends. To learn more about stars, 

Seniors can play a game, scrapbook the lives of stars, or go on a nighttime scavenger 

hunt. Girls then discover the power of telescopes by comparing their own eyesight to 

the tool or create their own pointillist image. 

The SETI Institute
Funded by NASA’s Science Mission 

Directorate and led by the SETI Institute

24 Space Science Master
Ambassador (Grades 11-

12)

Ambassadors explore space science and ways they can be a part of NASA now and in 

the future. Step one of this badge allows Ambassadors to choose between designing a 

habitat for an alien world; making a postcard or brochure for a planet, solar system 

body, or asteroid; or exploring new worlds by doing their own research on a solar 

system body. Girls will then learn more about NASA and the career opportunities, 

projects, and notable female employees of the organization. Finally, the badge 

encourages them to complete a citizen science project, use a telescope remotely, or 

make one in person, allowing them to dig deeper into their own interests when it 

comes to space science. 

The SETI Institute
Funded by NASA’s Science Mission 

Directorate and led by the SETI Institute

25 Coding Basics Badge Daisy (Grades K–1)

Daisies learn how programmers use algorithms and sequencing to make computers 

that solve problems. They follow an algorithm to create a S’more and talk about the 

overall importance of algorithms in computer science. They then learn about one of 

the pioneers of computer programming, Ada Lovelace, known to be the first ever 

computer programmer. Daises will explore how to make the world a better place with 

coding, and create their own unique "Computers of the Future." 
codeSpark Dell Technologies

26 App Development Badge Daisy (Grades K–1)

Daisies explore how computer scientists develop apps. They use decomposition to 

break a larger problem into smaller parts, creating a storyboard to plan their app 

solution. They will then design screens for an app that takes into consideration 

showing how a user might use the app to solve their problem, and share their app idea 

for feedback.
codeSpark Dell Technologies

27
Digital Game Design 

Badge
Daisy (Grades K–1)

Daisies learn how game designers develop simple computer games, and plan their own 

maze game. They learn about the game design process and the work that goes into 

planning, developing, and iterating on a digital game by first playing a 3D maze game, 

and then designing their own digital game. codeSpark Dell Technologies

28 Coding Basics Badge Brownie (Grades 2–3)

Brownies create algorithms through a patch quilt, and use loops to make the steps of 

their algorithms repeat over and over again. Loops in algorithms are illustrated by 

forming a dance routine in which the steps repeat. They will also learn that events 

cause things to happen through a game similar to "Red Light, Green Light."  Finally, 

they learn about Grace Hopper, an important woman in computer science. codeSpark Dell Technologies

29 App Development Badge Brownie (Grades 2–3)

Brownies explore how computer scientists develop apps and brainstorm how apps can 

be used to solve problems and help others. They will use decomposition to break a 

larger problem into smaller parts, and then identify user needs. Then girls will use 

what they’ve learned to design screens for an app that solves a problem. Once they've 

designed their app, Brownies will lean about and practice debugging, and getting 

feedback about their app ideas from the group.
codeSpark Dell Technologies

30
Digital Game Design 

Badge
Brownie (Grades 2–3)

Brownies learn how game designers develop simple computer games explore how 

games serve different purposes. They work together to build a hopscotch design 

before they discuss games that have been designed to make a positive impact on the 

world. They then plan and design their own maze game, using an iterative design 

process to plan, create, and improve their game.
codeSpark Dell Technologies

31 Coding Basics Badge Junior (Grades 4-5)

Juniors make trail mix to learn about efficient algorithms and use creative handshakes 

to learn about how loops make the steps of algorithms repeat over and over again. 

They will also learn how to add in conditionals that allow their programs to run under 

certain situations by playing a game called "Iffy Dance" that uses IF...THEN statements 

to direct the group. Juniors then learn about Margaret Hamilton, an important woman 

in computer science, and create their own set of commands.
codeSpark Dell Technologies

32 App Development Badge Junior (Grades 4-5)

Juniors explore how computer scientists develop apps. They use decomposition to 

break a user problem into smaller parts, identify their user’s needs, and decide on 

their app's user problem. They conduct interviews with their users to gather 

information and guide their app’s design. They then use what they’ve learned to 

design screens and create conditional statements within their app design in order to 

create an app that solves a user problem. Once designed, Juniors will share their app 

idea for user feedback.

codeSpark Dell Technologies

33
Digital Game Design 

Badge
Junior (Grades 4-5)

Juniors learn the steps that game designers use to design and improve plans for 

simple computer games. They explore game development and how games serve 

different purposes, discussing games that have been designed to make a positive 

impact on the world.  Juniors then work together to build a marble run.
codeSpark Dell Technologies

CODING FOR GOOD BADGES
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34 Coding Basics Badge Cadette (Grades 6-8)

Cadettes learn basic coding ideas, as well as how computer programming can make a 

positive difference in the world. They learn about algorithms, the basis of coding, and 

play a game as an introduction to basic computer programming concepts before 

they’re introduced to the specific language and rules to write computer code such as 

functions, arguments, and pseudocode. Through this badge, Cadettes will also learn 

about memes and how they are created. Once confident in their new knowledge of 

memes and coding skills, girls will be tasked with creating and coding their own 

positive meme. 

Vidcode AT&T

35 App Development Badge Cadette (Grades 6-8)

Cadettes learn about how apps collect, store, and track data and how such apps can 

help people. They first learn about data visualization and how histograms display 

shared data by creating a histogram of the troops' sleep habits. Using their own data, 

they write arrays that can be turned into histograms that represent themselves as 

“data.” Then, Cadettes will play a game to see if they can identify each other based on 

their personal data. Through the activity, they’ll consider the types of data that can be 

collected about a person and learn how to create a data self-portrait using coding 

conventions. They then look for patterns or correlations in their data use what they 

learn to develop their own tracking app concept to help people develop healthy 

habits.

Vidcode AT&T

36
Digital Game Design 

Badge
Cadette (Grades 6-8)

Cadettes learn about video game design and how video games can make a positive 

change in the world. They learn about the different steps of designing a game, such as 

choosing a theme, developing characters, designing the game mechanics (how the 

game works, including challenges and rules), and creating the visual look. Girls will 

learn about the code behind game design and how images are stored and displayed on 

screens, as coding is involved in every step. They then use elements from JavaScript to 

create their own characters or "avatars" to use in game scenarios they develop.

Vidcode AT&T

37 Coding Basics Badge Senior (Grades 9-10)

Seniors learn fundamental ideas in coding and start thinking about how computer 

programming can be part of making a positive difference in the world. They start by 

using coding to create portraits of women programmers who have done—and are still 

doing—amazing things with code. They learn about JavaScript which is one of the 

fundamental languages used online; explore JavaScript syntax, functions, and 

arguments; and x-y coordinates and how to use them to create images. Seniors will 

then play a game called “Guess the Role Model” where they'll see if they can guess 

the identity of the role models based on code alone. After, they write code that 

reflects their own selves and play the game using their own "self-portrait" as the role 

models. Seniors then learn how to add text to their portraits and how to create 

function declarations, which allow a programmer to more easily organize complex 

code.

Vidcode AT&T

38 App Development Badge Senior (Grades 9-10)

Seniors learn to collect and analyze data for community engagement. They look at the 

data and analyze it using a histogram to better understand the troop’s sentiments on 

a community issue, and then create a Community Data Collection Plan. Once girls have 

surveyed their community on the issues at hand, they will brainstorm an app that 

would help to resolve the problems. They learn about JavaScript syntax, how to use 

arrays with community and social data, how to store data, and how to display it. 
Vidcode AT&T

39
Digital Game Design 

Badge
Senior (Grades 9-10)

Seniors learn about narrative game design and how the interactive stories in games 

can help people understand the world and its issues. Seniors will learn about decision 

trees and conditional "if-else" statements, and how they allow for players to make 

decisions in games. Seniors will then work toward creating their own digital game by 

thinking of stories and scenarios that include the details of their game including 

characters, settings, scenes, plots, and a sequences of events.  
Vidcode AT&T

40 Coding Basics Badge
Ambassador (Grades 11-

12)

Ambassadors learn about fundamental ideas in coding by using the structure of songs, 

lyrics, or messages. Ambassadors will translate a song into a short program of three or 

more tasks (which are the functions) to make an algorithm, teaching girls how a 

complex activity, such as writing a song, can be broken down into a sequence of 

individual actions. Girls then explore JavaScript syntax, functions and loops to create 

an algorithm in JavaScript-style code, and write their own performance piece. The final 

activity Ambassadors complete, a Karaoke Code Party, will bring together all that they 

have learned about coding basics. They’ll share the functions they wrote to have a 

karaoke party with the performance routines they’ve created. Finally, they reflect on 

how they could use their performances, or coding, to spread a message encouraging 

others to take action.

Vidcode AT&T

41 App Development Badge
Ambassador (Grades 11-

12)

Ambassadors learn how apps are developed for social good, coding concepts used in 

app development, how to create a data visualization, and how app developers decide 

what kind of data to collect. They will practice coding a data object by creating one 

that describes themselves, then another data object for a female leader or the leader 

they aspire to be in the future. They then create data visualizations using information 

about the number of women who have been elected to the United States Congress 

every year since 1917. They create questionnaires to gather data from a woman they 

know who is in a leadership role and analyze the data they’ve collected from female 

leaders with their questionnaires, exploring how it can be visualized and used for user-

centered app design. Girls are then tasked to design their own app based on the data 

they have collected and analyzed, and pitch it to the group.

Vidcode AT&T

42
Digital Game Design 

Badge

Ambassador (Grades 11-

12)

Ambassadors learn about narrative game design, how to develop stories in video game 

design, and explore how video games can be used for good through decision trees and 

conditional statements. They brainstorm ideas for the game they will design, explore 

example games, and create scenarios for games that have a positive impact. Girls 

create stories and imagine the details of their game including settings, scenes, plots, 

and a sequences of events. Using the G.I.R.L. framework, they develop their characters 

or avatars for the game. Girls then learn about decision trees and practice converting 

decision trees to pseudocode using "If-Else" statements as well as playing out a pre-

existing game before they convert them to code. Finally, girls are tasked with 

designing their brainstormed game, playtesting their games, providing feedback to 

other game developers, and refining their game narratives based on feedback. 

Vidcode AT&T
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Think Like a Citizen 

Scientist Journey
Cadette (Grades 6-8)

Cadettes learn how scientists use the scientific method to find answers to scientific 

questions and solve problems, and they learn about citizen science and how it helps 

other people, animals, and the environment. They use the scientific method to create 

a community field guide, and they gather and analyze data for a citizen scientist 

project of their choosing. Finally, they use their citizen science skills to take action to 

address a problem. SciStarter
Johnson & Johnson and The Coca-Cola 

Foundation

Think Like a Citizen 

Scientist Journey
Senior (Grades 9-10)

Seniors learn how scientists use the scientific method to find answers to scientific 

questions and solve problems, and they learn about citizen science and how it helps 

other people, animals, and the environment. They design a way to test a hypothesis 

they have about their environment, and they gather and analyze data for a citizen 

scientist project of their choosing. Finally, they use their citizen science skills to take 

action to address a problem. SciStarter
Johnson & Johnson and The Coca-Cola 

Foundation

Think Like a Citizen 

Scientist Journey

Ambassador (Grades 11-

12)

Ambassadors learn how scientists use the scientific method to find answers to 

scientific questions and solve problems, and they learn about citizen science and how 

it helps other people, animals, and the environment. They learn about the importance 

of collecting data multiple times in scientific research by conducting three observation 

sessions for a citizen science project. They design a plan to collect data from their 

community, and then use that plan to take action to address a problem. SciStarter
Johnson & Johnson and The Coca-Cola 

Foundation

JOURNEYS

In Leadership Journeys, girls complete hands-on activities and use their newly honed skills to take action on a problem in their community. 

THINK LIKE A CITIZEN SCIENTIST




