GAMES FOR SCOUTS





STEAL THE APPLE





PURPOSE


Fun is the sole reason for this game.


EQUIPMENT


You'll need an apple (or equivalent).


HOW TO PLAY


Players (representing trees) must stand in a circle. Put an "apple" in the centre of the circle. Appoint one player as the "thief." The thief leaves the circle and turns his back or goes out of the room, so he can't see which player is appointed the "Farmer." The farmer keeps her position in the circle.


The thief must enter the circle through any gap, steal the apple, and leave by the same gap before being touched by the farmer. The farmer must not move until the thief has picked up the apple. If successful, the thief may try again until caught. Appoint a new farmer each time. The thief's strategy involves trying to guess the farmer's identity before entering the circle. Then the thief can enter on the opposite side. The farmer should not identify herself, hoping that the thief will pass nearby. A farmer who catches a thief becomes the next thief. So everyone has a chance to play, consider appointing a new farmer and thief each time.








PIGGY IN A BLANKET





PURPOSE


Scouts must score points by manoeuvring a ball into a bucket using a pillowcase or towel.


EQUIPMENT


You'll need one old pillowcase or towel per pair of players; a small to medium-sized ball; (must be able to fit into the buckets); felt pen to draw a pig's face on the ball; two buckets or waste paper baskets, placed one at each end of the play area; masking tape or chalk to mark boundaries of goal area; pinnies to identify each team.


HOW TO PLAY


Place each bucket on its side and draw or tape a two-metre radius circle around it to make the goals. There are no goalies. Players must pair up with a teammate. Each person holds one corner of the pillowcase in each hand at all times. Use the pillowcase to scoop up the "piggy" (ball) from the ground, trap a pass, or carry it down field. Feet can be used to help scoop the piggy onto the pillowcase, but hands cannot be used to manipulate the ball. If you do, the other team automatically gets possession. Pairs can take up to three steps with the piggy before they must either pass or shoot.


You're allowed to knock the piggy out of your opponent's pillowcase by hitting it from underneath.


Rolling the piggy from outside the marked circle into the bucket earns one point. If there is no goal scored but the piggy is within the marked circle, the opposing team gets possession.


Add to the fun: Attempt to throw the piggy through a basketball hoop instead of into a bucket.





CRAB SOCCER





PURPOSE


The purpose of Crab Soccer is to have fun and score more goals than the opposing team.


EQUIPMENT


You'll need a soccer or beach ball, pylons, cardboard boxes (or any kind of markers set up as goals), gloves to protect hands, pinnies (or marked T-shirts) to identify teams.


HOW TO PLAY


Generally follow regular soccer rules, except you must assume the crab position (hands and feet on the ground, with stomach facing up). You may strike the ball with your hands or feet to pass and score, but you must remain in the crab position from start to finish—not an easy task!


Looking for an interesting variation? Get a leader to call for the crab, or reverse crab, position at unexpected intervals during the game. (For the reverse crab position, players must switch around so their hands and feet are on the ground with their stomachs facing the ground, too.)








CANDY RELAY





Purpose


This relay can help promote good posture.


Equipment


You'll need one piece of wrapped candy per player.


How to Play


Players form up in teams in relay formation. On the starting signal, the first player from each team must balance the candy on his forehead and walk to the far end of the hall, balancing the candy all the while. Once the Scout tags the wall, he can hold the candy in his hand and run back to their team. The next player repeats the action until all have had a turn. Those who drop the candy must return to the starting line and begin again. The first team to complete the relay, wins. Of course, everyone eats the candy after the race.








DISHPAN HANDS





Purpose


Using a nerf ball and dishpans, teams must score more points than their competitors.


Equipment


You'll need a volleyball net and two poles, a nerf ball (or sponge), and four plastic dishpans of various sizes (or plastic bowls or Frisbees).


How to Play


Form two teams. Follow the general rules observed in volleyball. Instead of hands and arms, players may use only a dishpan to handle the ball. With only two dishpans per team, the pans must be passed frequently between players. A player is not permitted to handle the ball twice in a row. Only the serving team is eligible to score points.


























BEANSHOOTER GAME





Purpose


Fun—the best reason.


Equipment


You'll need one straw for each player, five burnt wooden matches for each team, and one pan on a table for each team.


How to Play


At a distance of 1 1/2 metres from pans, players place the matches one at a time in the end of their straws. Your Scouts must take aim and blow—trying to shoot their matches so they land in the pan. Players then pick up the matches for the next player. The team with the most matches in its pan, wins. You may wish to score two points for each match that stays in the pan and one point for each match that hits the pan, but does not stay in. The most points wins.


Caution: Participants must not shoot matches at each other.








TIGER'S BONE





PURPOSE


This game is fun.


EQUIPMENT


All you need is a bone or paper baton.


HOW TO PLAY


Mark out a circle about 7 metres across and place a "bone" in the middle. One player (the Tiger) is positioned in the circle to defend the bone. The rest of the players become Jackals. The Tiger may touch any Jackal that enters the circle, putting the Jackal out of action, whether the Jackal has the bone or not. Any player who can get the bone and get out without being touched becomes the Tiger. Don't have more than a dozen attackers at one time. If there are more players, organize several games at once with other circles.








ESTIMATION GOLF





PURPOSE


This game helps Scouts determine their personal measurements.


EQUIPMENT


You will need rulers and tape measures.


HOW TO PLAY


A knowledge of personal measurements is useful when judging distances. Ask each Scout to take the following measurements using a ruler or tape measure:


1st joint of thumb to nail


Elbow to tip of forefinger


Middle joint of forefinger


Height


Span of thumb and forefinger


Length of foot


Span of extended arms from fingertip to fingertip


Height plus length of arm over head


After taking these measurements, play Estimation Golf.


In pairs, Scouts takes turns suggesting a hole, e.g. the length of a bench or height of a chair. The youth make their estimation and write it down. They then make an accurate measurement with the ruler or tape measure. The one who is closest to the true measurement is the winner of the hole. Nine holes should take about 15 minutes to play.








BODY BUILDERS





PURPOSE


This is a relay race designed to reinforce good eating habits.


EQUIPMENT


You'll need empty food containers or pictures of food. Some should be nutritious, while others should be junk food.


DESCRIPTION OF GAME


With teams in relay formation, number the players from the front to the back. Call out a letter of the alphabet and a number. The players with that number must run forward to choose a container or a picture of food which begins with that letter. The first player back earns a point for his team, plus an extra point if he chooses a nutritious food. The team with the most points at the end, wins.








FILL THE BUCKET (Outside Game)





PURPOSE


Scouts must move water from one bucket to another.


EQUIPMENT


You’ll need two buckets per team. Have a variety of tools available for each team, such as string, cup, spoon, and small boards.


DESCRIPTION OF GAME


Form the Scouts into teams of 3-6 players. Each team should get a half-filled bucket and a variety of tools. Put another bucket some distance away—preferably over a solid fence. The object of the game is simple—Scouts need to move water from one bucket to the other, but without any player touching either bucket! The first team to complete the task within the rules, wins. Note: Nothing prevents the Scouts from moving an entire bucket --as long as they don’t touch it with their hands or body.








GERMS





PURPOSE


Your Scouts will find the "germ carrier" amongst the "diseased" in a game of tag.


EQUIPMENT


You’ll need a small object (germ) easily hidden in your hand, i.e. a coin or key. As well, you’ll need pinnies or wool to mark two teams, something to mark the spot for tagged players, and a whistle.


HOW TO PLAY


Form into two teams, and tie on the pinnies. One team is designated the "taggers", the other the "diseased." The diseased team secretly picks one person to be the "germ carrier." The germ carrier carries and holds the small object (germ) in his hand. All members of the diseased team hold their hands shut to keep the germ carrier’s identity a secret.


Play a game of tag. When the diseased people are tagged, they still keep their hands shut, and go to the tagged spot. After three diseased people are tagged, the scorekeeper blows the whistle to stop play. The tagged players reveal whether they have the germ or not. If none of them have it, the diseased team scores a point. These Scouts pick one of their team to be the germ carrier again, and the game starts over. Continue for three rounds, unless you find the germ carrier sooner. At the end of three rounds, switch roles. If you find the germ carrier sooner, the teams immediately switch roles and the game continues. The team with the most points wins.








CAMP GOLF





Purpose


This game will teach Scouts how to throw a frisbee with accuracy around a golf course-like area.


Equipment


You'll need a frisbee for each player, and a way to mark the "holes" (e.g. square of cardboard, tape, flag).


How to Play


Define the "holes" carefully. These might include any part of a tree (or the trunk of a tree below the first branch), a bush, a hole, fence post, or a type of tree. Vary the distances between the holes to make it more challenging. If the troop is large, consider making two courses. Play follows that of normal golf, with rounds of nine or 18 holes. Keep score so you know how many tries each Scout needs before hitting the hole (this is similar to mini-golf).








BANANA SPLIT TRIATHLON





Purpose


The object of this game is to be the first team to complete a series of three events while carrying a banana.


Equipment


You'll need three spoons, ingredients to make a banana split, a plastic dish to put it in, enough equipment for participants to complete the three events, and one banana per team.


HOW TO PLAY


Decide on the three events and set up the course. Make use of natural resources nearby (e.g. lakes, hills, parks). Events could include cycling, running, mountain climbing, canoeing, cross-country skiing, skateboarding, skating, swimming. The distances and events chosen depend on the fitness and skill levels of participants, as well as the time available. Ensure the events are appropriate for the fitness and skill levels of all participants. Gather appropriate protective gear (e.g. helmets and pads for skateboarding) and equipment and place it at the "change points" on the course. Form teams into groups of three players each. Place leaders around the course to direct traffic, provide help, etc.


Participants must complete all three events. One player on each team starts with a fresh, undamaged banana. On "Go!", all participants begin the first event. At the change points, participants switch to the next event and also pass the banana to a new player from their team who will carry it to the next change point. The first team to successfully complete the three events and carry the banana through the course, wins. The winning team members then make themselves a banana split and eat it! Other teams may share their banana—or what's left of it.








A TO Z





Within a set time limit, gather items from nature that start with every letter of the alphabet. (E.g. A = Acorn)








MICRO HUNT





With stakes and string, mark a square area measuring one metre by one metre on the ground. Using a


magnifying glass, examine everything you can find within the boundaries of your square. Set a time limit for this activity. Have a prize for the most items listed.








NO NOSE (HAND/EAR), KNOWS ALL





Set up a table with small samples of smelly/aromatic substances. Blindfold the participants and have them smell each item, then identify. For younger children, have them say what it is before moving on to the next scent. Older youth can smell all of the items, then attempt to write down in sequence the different scents. Try this game using touch. Have a variety of different objects for the participants to identify through touch alone (e.g. pine cone, velvet, pine needles, jello, sandpaper, etc.). Adapt the game for hearing. Put together a series of sounds on a tape for an identification game. Tape sounds like a toilet flushing, siren, bird chirping, cricket, frog, vacuum and ball bouncing.








ROPE CRAWL





Purpose


Scouts will crawl along a rope using hands and feet without touching the ground.


Equipment


All you'll need are lengths of strong rope.


How to Play


Tie the rope in a crisscross manner from tree to tree, tightly tensioned so it won't touch the ground when the heaviest Scout stands on it. Create "islands" throughout the course for the Scouts to rest on.


Smaller Scouts might have difficulty reaching the start point; this is part of the game. Patrol leaders must devise a way for them to reach it. As well, these smaller Scouts must have a safe way to reach the ground once they've completed the course. Only one Scout at a time should cross the rope until reaching the island. Once on the island, the next Scout may cross.














MOON WALK





Purpose


Scouts must follow a rope over a course while blindfolded.


Equipment


You'll need blindfolds and long ropes.


How to Play


Set out a rope course. Be sure to make it tricky; Scouts must go over and under the rope, around trees, under branches, over mounds of dirt or logs and any other obstacles.


In teams, blindfold all members except for one person who will be the group's "eyes". Team members line up along the rope (holding onto it with one hand), with their other hand on the shoulder of the person in front of them. The "eyes" Scout must direct the team along the rope using voice commands only. After completing the course, team members may remove their blindfolds and check out the course.








LINE THROWING





Purpose


Scouts must throw a rope accurately across a measured distance.


Equipment


Each competitor will need a small light heaving line at least 10.5 metres long.


How to Play


Set up a target area (1.5 m diameter). Scouts must stand 9 m away and throw the rope accurately across the target area three times in one minute. Score five points for each throw; deduct points for every 30 cm from the target, or give a five point bonus for making the three throws within the time limit.








FREEZING STATUES





PURPOSE


This game will help develop your Scouts' ability to react quickly.


EQUIPMENT


All you'll need is regular meeting hall space.


HOW TO PLAY


Players must stand on a line. "IT" stands on another line in front of them 15-25 m away. IT chooses a statue-like pose that all must assume when told to "freeze." IT turns her back, counts rapidly to five, calls "freeze" and then turns to face the players. While IT has been counting, players may move forward. As soon as IT calls out "freeze", everyone must obey. Any Scouts IT spots moving, or in the wrong pose, must go back to the starting line. Then, IT turns her back and starts counting again; players again move forward, and so on. The first player to cross IT's line, becomes the next IT.














CORNER DODGE BALL





PURPOSE


This game is just for fun.


EQUIPMENT


You'll need two or three soft rubber balls.


HOW TO PLAY


Divide the troop into four groups with each group standing in a separate corner of the hall. One to three players are in the centre of the hall armed with soft, rubber balls. On a signal, players must move to a new corner. If they are hit by a ball while changing corners, they're out. When the next signal is given, players cannot run back to the corner they left on the previous change. This ensures that players will alternately run along and across the hall. The last player wins.








MAP SYMBOL RELAY





PURPOSE


This game will reinforce topographic map symbols in the minds of your Scouts.


EQUIPMENT


Make copies of the map symbols for each team. Cut out into cards. Give each team a description page.


HOW TO PLAY


Place map symbol cards and the description page about 20 metres in front of each team. At "Go!", Scout #1 runs up, reads the first symbol description, finds the correct symbol and places it on the description. After completing this task, Scout #1 runs back to the line and Scout #2 runs up. Continue until one team has finished. Check to make sure the symbols are placed on the correct description. (Map symbols and their descriptions are included in this package.) (photocopy following two pages as required —enlargement suggested)








KIM'S GAME—PERSONAL FIRST AID KIT





Collect all items for a personal first aid kit, as well as some unrelated objects. Spread them out on a table and cover with a cloth. As Scouts arrive, ask them to look under the cover for only 10 seconds, then go off and write down all the items they can remember. After everyone has arrived, call out aloud all the items and see which ones your Scouts missed. Which objects would not belong in a personal first aid kit? Give your Scouts the following items found in a first aid kit. Challenge them to see who can pack them into the smallest waterproof container. Review why each item is important. Check to be sure their kits contain everything next week.


• 1 small scissor (9 cm)


• Tweezers


• 1 Roll Cling (5 cm x 5 cm)


• Sterile wipes


• 1 triangular bandage


• Adhesive tape (1 cm x 2.5 cm)


• 10 adhesive bandages


• 2 knuckle bandages


• 2 fingertip bandages


• 2 Latex gloves


• 3 gauze pads, (5 cm x 5 cm))


• 3 gauze pads, (7.5 cm x 7.5 cm)


• 1 compress bandage (5 cm x 5 cm)








SKIN THE SNAKE





Purpose


This game provides plenty of laughs.


Equipment


All you need is space at your regular meeting hall.


How to Play


Players must line up in a straight line behind each other. On a signal, players put their right hand between their widely opened legs and take hold of the left hand of the player standing behind them. The last player lies down and the file straddles over the Scout backward—the second last going down as soon as they are past the last one, and so on. Continue until all are players are lying down. Then player #1 gets up and moves forward, followed by #2, and so on. Players must keep hold of the other players' hands at all times. Continue this action, moving across the meeting space.








FOOL BALL





Purpose


This game will develop the ability to react correctly, in the context of answering skill-testing questions.


Equipment


You'll need one volleyball, room to form a circle, and a list of skill testing questions on first aid. (included)


How to Play


layers form a circle with their hands clasped behind their backs. One player is the "fooler" who stands in the centre of the circle with the volleyball. The "fooler" tries to trick the players by faking a throw at them. If a player moves her hands on a fake throw, or misses a real throw, then she must leave the circle to answer a skill testing question. Change the "fooler" frequently, perhaps after failing to fool three players. The last player would take the "fooler's" place.








SIXTEEN POINTS





Purpose


This game will reinforce compass points.


Equipment


You'll need 16 cards, each marked with one of the 16 points of a compass.


How to Play


Mark a large circle on the floor or ground. Place the 16 cards face down on a table or bench. Players take a card and check to see what their compass point is. The person who has North, goes and stands anywhere on the circle. Upon hearing the command, "This is North. Find your place!" other players must try to take their appropriate place in the circle. Play several times until the players become proficient. To challenge them further, take any bearing (e.g. SSW) and place it on the circle, then ask everyone to find their place according to that bearing.








DUTCH COMPASS





PURPOSE


This game will reinforce compass points.


EQUIPMENT


All you need is a Scout stave and markers for the compass points.


HOW TO PLAY


Set out a circle about four meters across. Depending on the number of participants, place markers at compass points around the circle. Players must stand at the compass points, leaving North blank.


The leader stands in the centre of the circle holding the Scout stave upright with one end on the ground. Calling out a compass point, the leader simultaneously releases the stave. The player occupying the compass position called must run in and catch the stave before it hits the ground. If successful, the Scout returns to her position and the leader calls out another compass position.








GUARD THE PIN





PURPOSE


This game is fun, and requires fast reaction and teamwork.


EQUIPMENT


Leaders will need one plastic bowling pin (or detergent bottle) and one soft sponge ball.


HOW TO PLAY


Put the bowling pin in the centre of a circle, about one metre in diameter. One player is selected to guard the pin. The guard must stay outside the small circle. Form the rest of the Scouts into a large circle, one arm's length apart, around the circle containing the pin. Players in the large circle must try to knock over the pin with the ball. The guard may block the ball with any part of his body, except hands. A player who knocks over the pin becomes the guard. Players may pass or throw the ball around the circle to get a clear shot at the pin.








NORTH, SOUTH, EAST, WEST





PURPOSE


This game will reinforce knowledge of compass directions.


EQUIPMENT


None. Play the game indoors or outdoors.


HOW TO PLAY


Select a leader and loosely form the rest of the Scouts in an open area facing the leader, so that everyone can see each other. The four sides of a room may be identified as North, South, East and West, or, if playing outside, use some prominent outdoor features to represent these directions.


Whenever the leader calls out a compass direction, the players immediately must jump so they are facing the direction called. Start with the four main points of the compass. When the Scouts are proficient, move up to 8 and even the 16 compass points—16 is a real challenge! Players can be eliminated if they jump in the wrong direction. Start the game by allowing them to correct themselves if they make an incorrect jump. Of course, they must identify what direction they jumped to before continuing.








SYMBOL READING RELAY





PURPOSE


This game will help reinforce map symbol identification.


EQUIPMENT


Before starting, gather a pencil and map per patrol, and one identical master map.


HOW TO PLAY


On the master map, circle different map symbols the Scouts have learned (e.g. church, bridge, hospital, swamp, etc.). Then number each symbol in succession. In relay fashion, Scouts must run to opposite ends of the meeting room where the master map is placed. Here they must locate symbol #1 on the master map, identify what it is and where it lies in relation to them-selves. Then the Scouts must return to their patrol map and circle the exact same spot. The next youth runs to the master map, locates #2, then returns and places a circle on that spot on their patrol map. The game continues until the Scouts have transferred all circled symbols on the master map to the patrol's map.  ACCURACY is very important!








COMPASS BASKETBALL





If there is a basketball court near your meeting site, organize a game of Compass Basketball


to help Scouts learn compass points. Mark circles on the court to represent the eight main compass


points. (North is just below the basket, South behind the foul line.) Divide players into two teams. When the leader calls a compass point, the first player must go immediately to that position on


the court and shoot at the basket. If he goes to the wrong point, the youth may not shoot. Score two


points for going to the correct mark and one point for making a basket. After all players from the first team have had their turns, the other team takes over. Compare total scores.








SPUD





EQUIPMENT


All you need is a soft rubber ball for this game.


HOW TO PLAY


Scatter the Scouts around the playing area; one Scout (the leader) stands in the centre with the ball. The game starts when the ball is dropped and the leader calls the name of another Scout. The Scout named must retrieve the ball and call "Halt!" All other players freeze. The Scout holding the ball then tries to hit one of them. The target Scout may duck and dodge, but may not move from his spot. If hit, a "spud" is scored against him. If a thrower misses, a "spud" is scored against him, and the scout must try again. The other players scatter anew; the ball is retrieved, "Halt!" called again and the ball thrown at another player. The Scout with the fewest spuds at the end of a specified time is the winner.








PACE COUNTING





PURPOSE


This game will help Scouts determine the length of their pace.


EQUIPMENT


You'll need several tape measures and lengths of string for measuring.


HOW TO PLAY


To determine the length of your personal pace first measure off a 100 metre distance with a tape. Walk this measured distance three or four times and divide the total numbers of double paces by the number of times you walked the 100 metres. For example, if you counted a total of 204 times that your left foot touched the ground when walking the route four times, dividing by four will tell you that you require an average of 51 double paces to travel a distance of 100 metres.








SILVER DOLLAR HUNT





PURPOSE


This challenge will help reinforce compass bearings.


EQUIPMENT


Each participant requires one orienteering compass, one fake "silver dollar" (7.5 cm circle from tin can top), and one card with distances and directions. Each card should have the following same directions with "X" being different for each player.


DIRECTIONS FOR CARD


1. Take 50 steps at "X". (For this example we will use 90° for "X")


2. Take 50 steps at "X" (90°) plus 120°. (i.e. 90 + 120 = 210°)


3. Take 50 steps at "X" (90°) plus 240°. (i.e. 90 + 240 = 330°)


This should create a triangle which will bring the Scout back to their own silver dollar.


HOW TO PLAY


Scatter participants widely over a field with fairly tall grass. Place a "silver dollar" at the feet of each Scout. On the signal, "Go!", each Scout sets his compass for the direction on his card and walks the specified distance. Do this again for the second and third bearings. When done, the "silver dollar" should be at the Scout’s feet (or at least within immediate sight). The patrol with most Scouts winding up within 7 1 /2 steps of their "silver dollars" (5 percent error) wins.








SCARF TAG





PURPOSE


This game is just for fun.


EQUIPMENT


All you need is one piece of cloth or scarf.


HOW TO PLAY


Select one player to be "It". Give another player a scarf (or cloth). Only the player with the scarf is chased by "It", however the scarf can be passed (not thrown) to other players. If touched by "It", the player with the scarf becomes "It" and the scarf is given to another player.








COMPASS RELAY





PURPOSE


Scouts will gain increasing familiarity with compass points through playing this game.


EQUIPMENT


You will need something to draw a compass on the floor or ground, and cards (to be used as markers).


HOW TO PLAY


Form teams into relay formation. Opposite each team is a compass circle drawn on the floor or on the ground. The points are shown, but only North is marked. When the leader calls out a compass point, the first player on each team places a mark (before the leader counts to six) on the compass circle in front of their team at the point that he believes is the one that was called. If the player is correct, he falls in behind his compass circle. If wrong, he goes to the back of his team. The next compass point is called and the next player marks it on the compass circle. (Position a judge at each com-pass circle and remind players that coaching is not allowed.) The team getting all its players behind the compass circle first, wins.








ORIENTEERING COURSE RELAY





PURPOSE


This game will reinforce map symbols and bearings.


EQUIPMENT


You will need one map per patrol (all identical), one compass and pencil per patrol, and one master set of bearings numbered in succession.


HOW TO PLAY


Using the maps, predetermine a start point and a set of bearings for Scouts to follow. These bearings should lead to a number of points that can be identified by using the map symbols (e.g. #1 - 305° from the start point to a swamp; #2 - 170° from the swamp to a cliff, etc.). In relay style, Scouts must run to the opposite end of the meeting room where the set of master bearings are placed. Here they get to see the bearing and the symbol which they must find on the map. (Let each Scout see only one bearing.) Participants then must return to their patrol map and, using their patrol compass, find the


symbol. The next Scout does the same for the ensuing bearings until all the bearings are followed. ACCURACY is imperative. Allow beginners to carry the compass with them to the set of master bearings so they can use it to locate the symbol. This will put the emphasis on using the compass and not on remembering the bearing.

















DUTCH COMPASS





PURPOSE


This challenge will reinforce the compass points.


EQUIPMENT


You will need a Scout stave and markers for the compass points.


HOW TO PLAY


Set out a circle about four meters across. Depending on the number of participants, place markers at compass points around the circle. Players must stand at the compass points, leaving North blank.


The leader stands in the centre of the circle holding the Scout stave upright with one end on the ground. Calling out a compass point, the leader simultaneously releases the stave. The player occupying the compass position called must run in and catch the stave before it hits the ground. If successful, the Scout returns to his position and the leader calls out another compass position.


If the Scout fails to catch the stave, he moves to the original North position. The empty position becomes the new North. Allow players a few seconds to figure out where they are on the compass, then, resume the action. If they get too quick, either enlarge the circle or speed up the time you allow after misses.








JUMP THE SHOT





PURPOSE


This is a really fun circle game.


EQUIPMENT


You will need a rope and a soft weight tied to the end.


HOW TO PLAY


Form your players into a circle with a leader or player in the middle. The leader swings the rope with a soft weight on it, keeping it close to the floor below the players' knees. Each player jumps over the rope as it passes. If the rope or the weight hits a Scout, the player is eliminated for that round. Identify the winner by one of several methods: either the last player left wins, or all players hit


by the rope/weight receive a penalty point and the player with the fewest points wins. You might play the game by eliminating a hit player from the circle. Only after answering a skill-testing question can the youth return to the game.








FIND YOUR BEARINGS





PURPOSE


In this game you'll be creating words using compass bearings.


EQUIPMENT


Each Scout should have a pencil, paper and compass.


HOW TO PLAY


Mark out a circle in a field and place stakes in the ground with a single, highly visible letter on each stake. Each Scout (or patrol) must spell out a word by finding its compass headings. (See diagram.) For example, if assigned the word "SYMBOL", a Scout would take a compass reading to the first letter ("S") from the centre stake. After marking the bearing down, the Scout would walk to the "S" and take a bearing to the next letter ("Y") and continue until finishing the word. Leaders must check to make sure the bearings are correct. Depending on the size of the circle, you could have groups of Scouts all playing at once.
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CAPTURE THE FLAG – Wide Game





EQUIPMENT


You need two flags or pennants (that can be hung on a branch), coloured wool (to identify teams), and a large playing area with some cover.


METHOD


Divide the troop into two teams. Team members should wear a different colour of wool on their arms to help identify teams. They are given their flag and time to hang it before the game starts.


Each team owns half the area. Players may capture opponents that they find in their area. A team member cannot be captured in his own team's area. Teams must try to find and capture their opponent's flag, all the while defending their own by capturing opponents who are trying to take it. The winning team is the one that captures their opponent's flag and returns to their home base. If time expires before this is accomplished, the team that captured the most opposing members wins.


Capturing: When the wool on an opponent's arm is captured, the player must return to home base for a two minute penalty before being given another piece of wool and resuming the game. 


Variation: Players can be captured with a two-hand touch. Prisoner must then go to the jail defined by their captors. Prisoners can only be freed by a member of their own team touching them. Several captured players can be freed at once if they are holding hands.








STEAL THE APPLE





PURPOSE


This game is fun and hones accuracy skills.


EQUIPMENT


You will need footballs and empty plastic bottles of various sizes.


HOW TO PLAY


Draw lines across the hall 2.5 metres from each end to form patrol base areas. Just over 1 metre in front of each base line, draw another line and place five to eight bottles equally spread over the width of the hall. The base areas may be half a metre shorter if you lack space. A patrol enters each base area and is given about five footballs. The object of the game is to throw or bowl the balls to knock down the bottles of the opposing patrol. The first patrol to knock down all the bottles at the other end, wins. Self-knocked down bottles don't count. Accuracy of bowling is clearly a big factor in success, however, don't forget the defense aspect. This can be important, especially in the latter stages when a patrol has only one or two bottles left. No one may go over the base line, but if a ball is going to hit a bottle then it is entirely acceptable to throw a ball to hit the approaching ball. This will prevent the ball from knocking down the bottle. A well-organized defense like this can be quite


effective; it may be necessary to arrange the simultaneous throwing of up to three balls against one bottle. Directing the patrol between attack and defense can call for a high level of leadership and is one of the most interesting and intriguing features of the game. Each patrol should have an umpire. Part of the umpire's job should entail passing to their patrol (as quickly as possible) any balls which come to rest outside the base line and in their half of the room.


GLADIATORS





PURPOSE


This game will test the strength and agility of Scouts.


EQUIPMENT


You'll need a double blanket and 5 metres of very soft, thick, braided rope. Try to find a place to play this game with fairly soft ground. Set up boundaries.


HOW TO PLAY


Form your Scouts into pairs. Give one player the blanket, the other gets the rope. On a signal, players try to immobilize each other so that the other player cannot wave an arm. Make sure that no-one covers the other's head.








ROPE RESCUE





PURPOSE


This game makes knot tying fun.


EQUIPMENT


You'll need a series of short ropes and one large cardboard box per team.


HOW TO PLAY


Teams go into relay formation at one end of the hall. One player from each team sits in a box a rope's length from the team. On a signal, players tie the short ropes together, using as many different knots as possible. The first player in each team coils the rope and throws it to the Scout in the box. All team members then pull the Scout to safety across the starting line. The player who threw the rope now takes the box back and sits in it while the Scout who was in the box joins the back of the line. Continue until all players are in their original position. The first team to do so and untie their ropes, wins. If you want to assign points, give one for each different correct knot used in joining the ropes.








PHARAOH'S CHARIOT





PURPOSE


This game will reinforce the learning of knots.


EQUIPMENT


You'll need three Scout staves of equal length and three full length (at least 2.5 metres) lashing ropes per patrol.


HOW TO PLAY


This is a simple task requiring only the ability to tie two knots: the Round Turn and Two Half Hitches, and the Clove Hitch. Lie the three staves parallel on the floor about 1 metre apart. Tie a rope to the end of an outer stave with a Round Turn and Two Half Hitches, then to the end of the centre stave with a Clove Hitch. Finally, tie the rope to the end of the other outer stave with a Round Turn and Two Half Hitches. Attach another rope similarly to the other ends of the three staves, and the third rope in the same way across the centre of the staves. The chariot is then lifted by the two outer staves and the clove hitches adjusted as may be necessary to ensure that in each case the side ropes are of equal length. A Scout (as Pharaoh) stands on the centre stave. Four or more Scouts then lift an end of each of the outer staves onto their shoulders and proceed forward. The outer staves become side rails which the Pharaoh can grasp. Each Scout is to be carried to the far end of the hall and back with second carries of individuals, if necessary, to make up numbers.








POISON CIRCLE





PURPOSE


This game is meant for fun.


EQUIPMENT


You'll need one long rope and space for a circle.


HOW TO PLAY


Tie the ends of a long rope together to make a large ring. Players should space themselves out around the rope. Draw a circle on the floor or on the ground about half the size of the rope ring.


Players must hold the rope ring with both hands. On a signal, players must pull at the ring trying to force other players to step into the "poison circle." Any player who does so is out. The last player remaining, wins.








CLOVE HITCH IN CIRCLE





PURPOSE


The purpose of this game is to get patrols to tie a Clove Hitch as quickly as possible round a stave held vertically in the centre of a large circle by a Scout who lies on the floor. No member of the patrol may enter the circle except for the single Scout holding the stave.


EQUIPMENT


You'll need a Scout stave and long rope for each patrol. The size of the circles will depend on the space available, but they should be at least five metres in diameter; the length of rope required is roughly three times the diameter of the circle.


HOW TO PLAY


Explain the objective to the Scouts and show them the knot by going into a circle and tying it on the stave. Patrols then have a period of about five minutes to try to devise a method of tying the Clove Hitch in the middle of their circle. The following directions tell you how to accomplish this  challenge.


During the game, Scout A stands just outside the circle holding the coil of rope in their hand. Scout B goes to the centre of the circle and lies flat on their back holding the stave vertical. Scout C takes the free end of the coil and runs clockwise round the circle to a point opposite Scout A and stands just over 1 metre out from the circumference. Scout A then runs anti-clockwise around the circle carrying the coil of rope and tensioning the rope against the stave. As Scout A approaches Scout C, Scout C raises the end of the rope they are holding, allowing Scout A to pass under. Scout A continues around to their original position where Scout D grasps the rope and stands upon it just


over 1 metre out from the circumference. This forms a tight diameter. Scout D then shifts their grip 1 metre along the rope and stands up producing a 1 metre vertical length of rope from foot to hand.


Meantime Scout A continues anti-clockwise round the circle letting out more rope. This time as Scout A approaches, Scout C kneels down allowing Scout A to pass over the rope being held by Scout C. Scout A continues; when reaching Scout D, Scout A passes through the loop which Scout D is holding between their foot and hand. As soon as Scout A has passed through the loop, Scout D releases the rope completely and the part being held by Scout A is rapidly pulled taut to form the Clove Hitch. Although this sounds complicated, a patrol can learn it quickly.








KNOT RUN





PURPOSE


This game will help Scouts remember their knots.


EQUIPMENT


All you need is one piece of rope.


HOW TO PLAY


Form your troop into a large circle. Scouts stand facing inward, with hands behind backs. IT walks around outside the circle carrying a piece of rope. Suddenly IT puts the rope into a Scout's hands, calls the name of a knot, and runs around the circle. The Scout who was given the rope must tie the knot correctly before IT gets back to their place. Failure means the Scout becomes the new IT. If successful, IT must try again.








CANDLE LIGHTING





PURPOSE


This is a good test of quick and effective sheer lashing knot tying.


EQUIPMENT


Give each patrol two candles, matches, three Scout staves and four ropes for lashing. Using no more than these materials, and not touching the floor between the lines with any part of their body, the Scouts must light the candle on the far line.


HOW TO PLAY


Draw two lines down the length of the room leaving a space in the middle about four metres wide. Set one candle up opposite each patrol on the far line. On the order "Go!" patrols must lash the staves length-to-length and secure the second candle to one end. Next, they must light the candle on the staves. The winning patrol is the one which first reaches across to light the candle on the other side of the space. It's important to relate the width of the space to the length and number of Scout staves being given for use. For a more challenging game, increase the distance so the Scouts have to lash four staves together to light candles over a greater width. The candles on the far side must all


have easily lit wicks and must be firmly held upright.








CHAIN GANG





PURPOSE


This game will strengthen knot-tying skills.


EQUIPMENT


For each team you will need one rope at least 5 metres long.


HOW TO PLAY


Form teams into relay formation. On a signal, the first player ties a Bowline knot around her left ankle. Each of the other players in turn (except the last) ties a Clove Hitch knot around their own left ankles. The last player ties a Round Turn and Two Half Hitches around her left ankle. When all knots are tied, the team races to the other end of the hall, or around a marker. The first team back


with the correct knots, wins. Make the race more "challenging", by tying the knots on alternate sides (left, right, left, etc.).








KNOT TRAIL (KNOT KIM'S GAME)





PURPOSE


This game will increase your Scouts' ability to recognize knots.


EQUIPMENT


Play this game outside in an area with trees. If you're unable to go outside, tie the ropes to chairs across the meeting room. It will require various lengths and thicknesses of rope.


HOW TO PLAY


Tie several pieces of rope of varying thicknesses together using several different knots (e.g. Reef,


Sheetbend, Bowline, Clove Hitch, Square knot). Tie one end of the rope to a tree with a Clove Hitch, the other end to another tree with a Round Turn and Two Half Hitches. Leaders may do the knot-tying before the meeting or ask each patrol to create a knot line. Each patrol must walk beside the rope from tree to tree and back again, silently observing and remembering the knots. (Take about two minutes.) The patrol then should go into a huddle to make up a list of knots they saw (including those around trees). The list must be in the right order. Here's a trick question for extra points. How many ropes were used? You might want to do this game blindfolded letting the Scouts feel the knots, then again looking at the knots. How many did they get correct?








WIGAN FLAGSTAFF





PURPOSE


The game will make a self-standing flagstaff intended for a place like a troop room where holes cannot be made in the ground or pegs pounded into the soil.


EQUIPMENT


Each patrol will need six Scout staves, seven lashing ropes, 16 metres of twine (for guys), and an additional five metres of twine (for flying a flag). Give your Scouts the instructions and construction outline to follow.


CONSTRUCTION


Three staves are made into a letter "H" using square lashings at the ends of the cross piece. At the same time, lash another three staves firmly end-to-end by sheer lashings to give an upright about four metres high. Lash a loop of twine about 2 cm thick to the top of the upright as a substitute eye, and thread the five metres of twine through to carry the flag. Lash the bottom of the upright to the centre of the cross piece so the cross piece will be uppermost when the "H" base is flat on the floor and the upright raised vertical. Run guys of twine from about 2 1 /2 metres up the vertical stave to each corner of the base. Provide tension to hold the flag-pole vertical. The flagstaff should be checked for quality after fifteen minutes. Recover the twine after this activity. Award points for the speed and efficiency your patrols dismantle the flagstaff and prepare the materials for storing.








ROMAN CHARIOT RACE





PURPOSE


Scouts will build a neat "chariot."


EQUIPMENT


Each patrol will need six Scout staves and nine pieces of cord for lashings.


HOW TO PLAY


Place equipment in piles opposite the patrols. On a signal, patrols should start lashing a "chariot." They do this by making a trestle frame. Four staves form a square; the fifth and sixth staves are lashed diagonally, forming a large "X." When the frames are finished, two Scouts may pull the "chariot" and rider down the field, around a marker and back to the finish line. The first patrol to finish with its "chariot" intact, wins.








TUG-OF-WAR





PURPOSE


This game will improve Scout physical fitness, as well as reinforce knot tying excellence and


teamwork within the patrol.


EQUIPMENT


You'll need one rope at least eight metres long.


HOW TO PLAY


Form two teams in single lines facing each other. Players must take hold of the rope and at a signal


start pulling. Rope may not be tied around the waist of any player, nor may players hold onto posts, trees, or any stationary object.


SCORING:


The first team pulling or dragging their opponents across a given line wins.


VARIATION:


Give teams pieces of rope about 1 metre long. Players must tie ropes together with sheet bends.


A leader then ties the opposing team's ropes together and says "Go!". This variation is not only a test


of strength, but also becomes a fine test of the patrol's knot-tying ability. The team whose captain gets their players to "heave" together, will probably win.








CATCH THE SNAPPER





PURPOSE


Scouts must set a mousetrap off.


EQUIPMENT


You will need four Scout staves, several lengths of cord and a mousetrap for each patrol.


HOW TO PLAY


Form a "river" by drawing two parallel lines five metres apart. Patrols should line up along the


"riverbank." On the opposite bank from each patrol set up a cocked mousetrap. Each patrol must lash


its staves into a super-long fishing pole with fishing line. The first patrol to catch its snapper, wins.








SPUD





EQUIPMENT


You'll need one large soft sponge rubber ball.


HOW TO PLAY


This is a game for 4 to 20 players. Each player is assigned a number, from 1 to the number of players


in the game. One player throws the ball straight up and calls out a number. The player with that number becomes "Spud" and tries to catch the ball while the others scatter. If "Spud" catches it before it lands, "Spud" calls out another number. If the Scout catches it on a bounce, "Spud" is called and everyone must freeze. Depending on the size of the room or playing area, the Spud may move 0 to 4 paces towards another player. Spud then tries to hit the other player, who is frozen.


If the player is hit, the player is awarded the letter "S." If Spud misses or the target catches the ball, Spud is awarded the letter "S." The game continues with the one who received the letter "S" throwing the ball up in the air and calling another number. Players who are hit a second time get the letter "P", third time "U" and fourth time "D." The person who gets all four (S-P-U-D) is out of the game. You may have to set a time limit on the game.








OVER CROCODILE CREEK





EQUIPMENT


You'll need two 1 cm thick ropes, 8 to 9 metres long. Each patrol sets up a two-rope bridge (one rope to walk on, one as a handrail) between trees 3 to 4 metres apart. The foot rope should be not more than 1.5 metres above the ground and the hand rope 2 to 2.5 metres above that. The patrol with all members safely across in the fastest time wins.








HEAVE THE LIGHTWEIGHT





EQUIPMENT


You'll need three poles (about 3 metres long), one lashing rope (6 metres long), and a 1 cm thick heaving rope (9 metres long). Each patrol assembles a tripod 3 metres high using tripod lashing. The patrol then heaves a 1 cm thick rope over the top and makes a bowline in the end hanging down in the tripod. The patrol's lightest member stands in the bowline and is raised 1 metre off the ground by the other members. The first patrol achieving this wins.








OWLS AT NIGHT





EQUIPMENT


You'll need a supply of 4 different coloured bread tags.


HOW TO PLAY


This game is played at twilight in semi-darkness. Four Scouts are chosen as the "owls". Each "owl"


receives a supply of bread tags in one colour. The owls hide within a designated area and start to silently count. Each time they reach a multiple of 20 (20, 40, 60, etc.), they must hoot like an owl. The other players try to find the owls. Each time they find an owl they receive a token. The objective: be the first to return to the starting spot with all four colours of bread tags.








CAPTURE THE FLAG





EQUIPMENT


You need two flags or pennants (that can be hung on a branch), coloured wool (to identify teams), and a large playing area with some cover.


METHOD


Divide the troop into two teams. Team members should wear a different colour of wool on their arms to help identify teams. They are given their flag and time to hang it before the game starts.


Each team owns half the area. Players may capture opponents that they find in their area. A team member cannot be captured in her own team's area. Teams must try to find and capture their opponent's flag, all the while defending their own by capturing opponents who are trying to take it. The winning team is the one that captures their opponent's flag and returns to their home base. If time expires before this is accomplished, the team that captured the most opposing members wins.


CAPTURING:


When the wool on an opponent's arm is captured, the player must return to home base for a two minute penalty before being given another piece of wool and resuming the game.


VARIATION:


Players can be captured with a two-hand touch. The prisoner must then go to the jail defined by their captors. Prisoners can only be freed by a member of their own team touching them. Several captured players can be freed at once if they are holding hands.








SNAKE INFESTED GROUND





You find yourselves on ground where snakes of a particularly venomous species always emerge at 12 noon for several minutes. The snakes can bite fatally, but only up to a height of half a metre. You have 12 minutes to build something which will support all members of your patrol at a safe height above the ground. The basic equipment for this incident is three strong pioneering spars about 3 metres long, three Scout staves or pioneering spars about 1 1/2 metres long, and eight lashings.


Hint: One successful method involves making a tripod with the three long spars. Then lash the shorter lengths between the legs more than half a metre above the ground for patrol members to stand on.








HUMAN PINBALL





PURPOSE


Here's your chance to be a flipper in a giant pinball machine—your dream come true! The lights


and bells may be missing on our organic model, but there's plenty of action.


EQUIPMENT


All you need is a volleyball.


HOW TO PLAY


All players except one stand in a circle, facing outwards. Spread your legs as wide as comfortable


until your feet are touching your neighbours' on either side. Everyone should bend down and swing


their arms between their legs. This is what it feels like to be a pinball flipper. The one non-flipper enters the circle as the movable target. The flippers try to hit the target by knocking a volleyball or rubber playground ball back and forth across the circle. Whoever hits the target gets one point and also gets to be the new target. Every time the ball goes out of the circle, the target scores a point. (However, the target's only job is to avoid the ball. Only flippers can flip it.) Exactly what these points are good for is questionable, since everyone is entitled to as many "free games" as they want. And considering the circumstances, it's far more likely that the rushing blood would swell your head long before any phenomenal score could. Maybe that's why no one yet claims to be the World's Human Pinball Wizard!








THE BLOB





PURPOSE


If you're addicted to late-night TV monster movies, here's a sure way to kick the habit and break


out into the light of day. But, warning... you won't avoid being swallowed up by "the Blob."


EQUIPMENT


You don't need anything for this game.


HOW TO PLAY


The Blob begins innocently enough as a mere individual playing a game of tag. As soon as the


Blob catches someone, it joins hands with them. Now both are part of the Blob, too, and they set out,


hand-in-hand, in search of victims. Everyone the Blob catches (only the outside hand on either end


of the Blob can snatch at players) joins hands with it and becomes part of the lengthening protoplasmic chain. Thus, the insidious Blob keeps growing. Unlike your run-of-the-mill, mad scientist-created Blob, this one is not content merely to ooze along, seeking its prey. It gallops around the field, cornering stray runners and forcing them to join up. (You'll have to agree on boundaries for this game; some people will go to any lengths to avoid meeting an untimely end at the hands of the primordial slime.) Moreover (horrors!), the Blob can split itself into parts of at least two players and, with its superior communal intelligence, organize raiding parties on the lone few who have managed to escape. The thrilling climax occurs when there's only one player left to put up a heroic last-ditch stand on behalf of humanity. But alas, there is no defense against the Blob, and humanity succumbs. (If that seems unfair, well, that's the plot.) The moral of our story could well be, "You become what you fear." If you have the heart to destroy humanity again, you can have the last person caught start the Blob for the next game.








LISTENING





The skill session concentrates on listening. Quite often while one person is talking, the listener is already formulating an answer or comment. Because of this, the listener is not devoting full attention to what the speaker is saying. Their mind is leaping ahead, making conclusions and assuming facts before the speaker finishes. Ask your troop to listen to the following statements and then answer them. Give each Scout a sheet of paper with numbers 1 to 8 written on it. Inform them that each question has a short answer. They should write their response down on their piece of paper. Read each question only once. (Time: 15 - 20 minutes)





QUESTIONS


Is there any law against a man marrying his widow's sister?


Do they have July 1st in England?


If you had only one match and entered a cold room that had a kerosene lamp, an oil heater, and a wood stove, which would you light first?


How many animals of each species did Moses take aboard the ark with him during the great flood?


The Canucks and the Maple Leafs play five hockey games. They each win three games. No ties or disputed games are involved. Why?


How many birthdays does the average man have? The average woman?


According to international law, if an airplane should crash on the exact border between two countries, would unidentified survivors be buried in the country they were traveling to, or the country they were traveling from?


A man builds an ordinary house with four sides, but each has a southern exposure. A bear comes to the door and rings the doorbell. What colour is the bear?





ANSWERS


No. If a man has a widow, he's dead!


Yes, they do. And they have July 2 and July 3 also. They have all the dates of the month we do, just not the same holidays!


First, you'd light the match.


Moses didn't take animals; it was Noah who took two of each.


The Canucks were not playing the Maple Leafs. Nobody said they played against each other.


The average man and woman have one birthday each. All the rest are their birthday anniversaries!


You cannot bury survivors.


White. The only place you can build a house with four southern exposures is at the North Pole where every direction is South.





Start your discussion with tallying the right/wrong answers. Ask your Scouts these questions:


Why did you get any wrong? Why is listening an active process? These riddles show that very few of us are good listeners. Wrong answers to the riddles are commonly a function of our inability to listen carefully to the entire question.








POPSICLE PUSH-UP





PURPOSE


This co-operative activity can be used as a simple four-person stunt, or you can continue to add


people until you end up with a useful, large group, initiative problem.


EQUIPMENT


You don't require any equipment.


HOW TO PLAY


To set up the initial four-person attempt, ask for four volunteers who can do at least one push-up.


Ask one person to lie face down on the ground, as if preparing to do a push-up. The second person


lies face down, at right angles to the first person so that the tops of his feet are on top of the first


person's lower back. The third person repeats the procedure, using the second person as his foot rest.


The fourth person fits in this weave connecting everyone in a square configuration. All four should


be face down with their instep on someone's back. On a signal, everyone should do a push-up. If done together, there will be four raised bodies, with only eight hands touching the ground: simple but impressive. If one of the participants has trouble getting up (foot pressure on their back might cause a problem), tell them that you will give a "1-2-3-Go" count, and that the "permanently prone" individual should attempt a push-up on the count of "3." This offers the advantage of a head start.


After your groups of four have had some fun with this quartet push-up (including a 360° rotation


attempt while in the up position—doomed for failure, but worth a laugh), ask the group to continue


to add people to one of the quad arrangements in an attempt to include the whole group (4 to infinity) in a mass popsicle push-up. There are many solutions to this puzzle. This riddle is time-consuming to solve—not from the standpoint of discovering a workable solution, but because it takes a long time for a group to decide on a technique and carry it out. A leader would definitely speed the process. People who cannot do a push-up or have back problems can act as official photographers or prejudiced referees for this "World Record" attempt.








CROWS AND CRANES





PURPOSE


This is a real steam-off game requiring no equipment.


EQUIPMENT


Nil.


HOW TO PLAY


Divide the Scouts into two teams. The teams face each other (about 1.5 metres apart) in the centre of the hall. One team is the "Crows", while the other is the "Cranes." Call out one of these names. (Add to the suspense by rolling the "r".) The team whose name you called must run to touch the wall behind them before the other team can tag them. Tagged Scouts become part of the other team. The game ends when one team has caught all of its opponents. Add to the game by calling other names (e.g. crabs, crackers, crocodiles). Any player who moves when you call out these names is considered caught by the other team.








CATCH THE DRAGON'S TAIL





PURPOSE


It's one thing when a puppy chases its tail, and quite another when a dragon tries it. The difference involves more than just a matter of scale.


EQUIPMENT


You'll need a large area for this event, clear of holes and immovable oaks.


HOW TO PLAY


Line eight to ten people up, one behind the other. Scouts must put their arms around the waist of the person in front. The last person in line tucks a handkerchief in the back of his belt. To work up steam, the dragon might wish to try out a few fearsome roars. At a signal, the dragon begins chasing its own tail; its head tries to snatch the handkerchief at its tail. Here's the tricky part of this epic  struggle: people at the front are clearly competing with those at the back. But, the folks in the middle aren't sure which way to go. When the head finally captures the tail, surprisingly, everyone feels like a winner. Now the victorious head dons the handkerchief and becomes the new tail, while the Scout standing behind them becomes the new head. Now that you've tried this game with one dragon, fill an entire field with tail-chasing dragons!








THE MAZE





PURPOSE


This game will teach co-operation. It takes no equipment.


HOW TO PLAY


Form the group into a circle. Each member should reach across with their right hand and take someone else's right hand. Members repeat this with their left hand, but reach out for a different person. Now a leader says, "Go." Only two people (determined earlier) should let go of their right hands. Everyone else keeps hold. These two "loose ends" will attempt to straighten out the maze of hands into a straight line.








ALL ABOARD





PURPOSE


This challenge stimulates good discussion about team effort, group and individual commitment, leadership, compassion, and group problem-solving dynamics.


EQUIPMENT


You'll need a piece of wood 30 cm square (see below).


HOW TO PLAY


Mark out a 30 cm square or use a piece of wood with those dimensions. (Dimensions will depend upon the size of the group, so be prepared to make it bigger or smaller. A 30 cm square is the correct size for 6 players.) Get the entire patrol on the platform. No one may touch the ground around it. Everyone must remain on the platform for at least 10 seconds.








GUARD THE CHAIR





PURPOSE


This is a fun, fast-reaction game requiring teamwork.


EQUIPMENT


You'll need one chair and one soft sponge ball.


HOW TO PLAY


Put the chair in the centre of a circle, about one metre in diameter. One player is selected to guard the chair. The guard must stay outside the small circle. Form the rest of the Scouts into a large circle, one arm's length apart, around the circle containing the chair. Players in the large circle must try to hit the chair with the ball. The guard may block the ball with any part of their body, except hands.


A player who hits the chair becomes the guard. Players may pass or throw the ball around the circle to get a clear shot at the chair.








FIVE UP





PURPOSE


This is a good team game.


EQUIPMENT


You will need only one volleyball.


HOW TO PLAY


Form players into two teams of five to eight players each. Using a ball, each team tries to complete five successful passes between five different players on the team. The other team tries to prevent this without fouling—just like basketball. If two players seize the ball at the same time, the referee calls a toss-up. This rule is designed to prevent pushing and shoving. There's no rule limiting the number of steps a player may take while possessing the ball. Players should call out "one", "two", "three", etc., as they pass the ball. If a player misses a catch, drops the ball, or passes to a player who has already been in that sequence, the team must start over at "one." When a team completes five successful passes, it scores a point. A toss-up starts the next playing sequence. The team with the most points after a pre-determined time, wins.








TRAFFIC JAM





PURPOSE


This game teaches an excellent message. It requires no equipment.


HOW TO PLAY


In a straight line, mark a series of squares—one more than the total number of players. Make the squares (within one easy step) with chalk, masking tape, picnic plates or anything handy. Divide the group into two smaller groups of four to seven persons. The Scouts must now exchange places on the line of squares. All members to the left of centre are to end up on the right and all members to the right of centre are to end up on the left. The two groups must change sides using the following moves.


LEGAL MOVES


• A person may move to an empty space in front of them.


• A person may move around a person who is facing them into an empty space.


ILLEGAL MOVES


• Backward moves.


• Any move around someone facing the same way the mover is facing.


• Any move that involves two persons moving at once.








MOONBALL





PURPOSE


Moonball is an excellent game that develops cooperation and fast reactions. Play becomes intensely competitive as a group competes against its last best effort. Don't use a volleyball, basketball, etc., for this game. A beach ball's flight characteristics fit in well with the low-key emphasis. Several beach balls are all you need.


HOW TO PLAY


Scatter your group (any number, but use two or more balls as the group size demands) on a basketball court or field. Use a well-inflated beach ball as the object of play. The group's objective is to hit the ball in the air as many times as possible before the ball strikes the ground. The tension and expectation builds as each "world record" is approached. Moonball is popular with all ages because it's simple to understand, requires little skill and involves everyone.


RULES


• A player cannot hit the ball twice in succession.


• Count one point for each hit.








OLD PLUG





PURPOSE


Scouts will learn about co-operation in this game.


EQUIPMENT


All you'll need is a volleyball.


HOW TO PLAY


Form your troop into a circle. Four Scouts should stand in the centre of a circle, each with their arms around the waist of the Scout in front. Those forming the circle should pass the volleyball around trying to get a chance to hit—below the knees—the last Scout standing in line ("old plug") in the centre. The other three Scouts help maneuver to protect "old plug." The Scout who finally hits "old plug" moves to the front of the line of the four Scouts. The Scout who was hit takes a place in the circle, and the Scout who was formerly third in line now becomes "old plug."








GO-TAG





PURPOSE


This is a version of a game that's played with intense seriousness in India and Pakistan. You can enjoy it at whatever skill and strategy level you decide to play. No equipment is needed.


HOW TO PLAY


Everyone squats in a line, alternate players facing opposite directions. If you think of the line as the central axis you can imagine an oval track running around the line. (There's no need to mark boundaries; the track is defined by the axis.) The Scout at one end of the line will be the first runner. Scout #1 may run around the track in either direction. The person at the other end will be the first chaser. Scout #2 may start running either clockwise or counter-clockwise, but may not switch directions once started. The object of the game is for the chaser to tag the runner. What keeps this from becoming just a steeplechase game of tag is that the chaser works with the other people


squatting in the line. Running around the track, the chaser can tap the back of any squatting player and shout, "Go!" The tapped player steps forward to begin the chase, while the old chaser replaces the new one squatting in the line. This maneuver is called the "Go-Tag" and makes the chaser a group entity, able to cross over the centre of the line and change the direction of the chase. When you first play the game, practice the Go-Tag maneuver a few times so everyone understands how


it works. Then start playing more seriously, exploring the strategies that the chasers can use. Change the chasers frequently and rapidly enough to catch the runner off guard—that's a key to the game. Running speed is not as important as reflexes and quick thinking. When the chaser finally tags the runner, the tagged runner squats at one end of the line, the person who tagged them becomes the new runner, and the person at the other end of the line becomes the starting chaser for the next round.








THE TANGLED KNOT





PURPOSE


Your Scouts have to solve this puzzle while working as a team.


HOW TO PLAY


Ask the troop to form a tight circle shoulder-to-shoulder. Have everyone close their eyes and extend both hands into the centre of the circle. With eyes closed, ask each person to grasp the hands of two different people. When each hand is grasping another hand, tell participants to open their eyes and listen to the explanation of the objective. Without letting go of hands, the group must unwind and free themselves from the seemingly impossible Gordian Knot. They must end up in a circle.


RULES


Scouts must not break physical hand-to-hand contact when unwinding the knot. Grips may change and palms may pivot on one another, but youth must maintain their contact.


When the group is finally arranged in a circle, some individuals' arms may be crossed. This is part of an acceptable solution.


If time is running out, the problem can be simplified by breaking one grip and asking the group to form a single line instead of a circle.








MESSAGE RELAY





PURPOSE


This challenge is a brain teaser with lots of action.


EQUIPMENT


You need one message (about twenty words, cut into one-word pieces), one box and a pencil and paper for each team.


HOW TO PLAY


Teams must line up in relay formation at one end of the hall. At the other end, place boxes with messages jumbled up. On a signal, one player at a time runs up, picks a word out of the box, returns and gives it to the team leader. The team leader does not run. As soon as the first runner returns, the next player then goes up and gets another word, and so on. The team leader tries to sort the words into a message. While the other Scouts in the team are not running, they can help too. The message should require a specific action such as, "When you have deciphered this message, put the paper with the message on it, as well as the pencil and words, into your box and deliver them to me". The first team to get all of the words, decipher the message and complete the action, wins.








HOW MANY TREES ARE IN AN APPLE?





Give each Scout an apple and ask them to determine how many trees are in their apple. The solution, of course, lies in dissecting their apple and counting the number of seeds inside. Then your Scouts may eat the apple.








FOX AND SQUIRREL





PURPOSE


The object of the game is for the foxes to catch the squirrel by tagging whoever is holding the squirrel ball with one (or both) of the fox balls. If two against one seems unfair, just wait. You'll find out how foxy squirrels can be. This is one of those wonderful games where you can't tell who's playing with, or against, whom. While it's not very demanding physically, somehow the youth always manage to reach a near-panic level.


EQUIPMENT


You will need three balls. Two should be similar—for the foxes—and the other, perhaps smaller and distinctly different, for the squirrel.


HOW TO PLAY


Everyone stands in a circle and begins passing the fox balls and squirrel ball from player to player around the circle. With a bit of practice, you should be able to get them all moving at top speed. Try out a few sudden sly reversals as well. Now here's the tricky-squirrel bit. We all know that foxes are quick, but squirrels are slick, and able to leap besides. That means you can only pass the foxes to the player next to you, but you can throw the squirrel across the circle. To keep everyone alert, call out "Fox!" or "Squirrel!" each time you pass one of the balls. While the squirrel may appear as the favoured underdog, don't be surprised if the unexpected happens. You'll detect fox sympathizers by noticing who tosses the squirrel your way just as two foxes are approaching.








LUNCH IN ATREE





Leaders should spread out sandwich ingredients, utensils (no knives), drinks and dessert. Patrols will


choose their lunch selections and determine how they are going to transport it up the tree. Each patrol picks its own tree; they must climb it without damaging the bark or branches in any way. The


patrol must work as a team to assemble their lunch and eat it while remaining in the tree. Any objects falling out of the tree must remain on the ground; they cannot be recovered by the patrol until


after lunch. Safety: Pick a tree that will support the patrol's weight. Don't allow youth to climb more than four metres up. Don't allow horseplay.








SPIDER WEB 





PURPOSE


This game teaches teamwork and leadership skills.


EQUIPMENT


You'll need various lengths of nylon cord and several bells. (Diagram 1 suggests how to tie the ropes.)


HOW TO PLAY


The object is to move your entire troop through a nylon web without touching the web material. Tie the ropes in a web pattern between two trees. Count those in your group so there are at least as many web openings as there are bodies to pass through. Tie four or five small bells anywhere on the web so movement of the cords (a touch) transfers readily to the bells. If a bell tinkles, it means the spider has felt the participant; the scout must begin again to keep from being eaten by the hungry spider. Try to find a horrible looking rubber spider at a joke shop; dangle the spider threateningly from one of the nylon threads—a touch of the bizarre to add fantasy and fun. To make the event more challenging, a person can pass through a web opening only once. This adds to the group commitment and the need for teamwork. You'll be surprised to see how small an opening a Scout can squeeze through (with help). Safety: Don't allow anyone to dive through the web.








TRUST FALL





PURPOSE


One at a time, get your Scouts to stand on a platform (or log) and fall backward into the arms of the rest of the group. Falling youth should keep their bodies perfectly straight.


VARIATION


The person who falls is then placed on the ground face up to watch the next person fall. Repeat this for the entire group.


SAFETY FOR EVERYONE


LEADER


A leader holds a foot of the person on the platform until everyone is prepared for the fall.


One leader stands at the front of the line to catch the falling person's head.


Make sure you have enough strong Scouts ready to catch the faller.


Don't fall yourself.


Give the final signal for the person on the platform to fall.


PERSON ON PLATFORM


Keep arms close to your body (fold across chest, clasp hands in front, hold pants).


Stay as straight as possible; avoid bending at waist.


The faller should fall only when the leader gives a signal.


Fall back; don't jump or throw your body.


REST OF GROUP (CATCHERS)


Line up in two lines facing each other.


Hold hands palms up, elbows slightly bent, alternating hands WITHOUT CLASPING WRISTS.


Let arms "give" slightly with the weight of the falling person.


Don't back away.


Plant your feet firmly with one foot back.


After the catch, lower the person in a horizontal position.


Be sure to catch the faller's head.


Keep your heads back.


Be prepared for a person who bends at the waist. This will put all of their weight on two or three catchers.








"HOT" ISOTOPE TRANSPORT





PURPOSE


Scouts must pick up the isotope container (supposedly radioactive) from within a circle, and place it on the ground outside the circle.


EQUIPMENT


The isotope "container" is a log (15 to 20 cm in diameter and 25 cm long) set upright in the centre of a 6 metre diameter circle fenced with rope (or marked in the dirt). The transporter is a 5 to 8 cm wide rubber band cut from an inner tube. To this band are tied eight, six metre long ropes.


HOW TO PLAY


Line the patrol up around the circle. Each Scout should grasp a rope. Under the direction of the patrol leader, Scouts must pull the ropes to stretch the rubber band, then bring the expanded band down over the container. Relax the band to fit tightly around the container, then lift and deposit the container upright outside the circle. The patrol accomplishing the task in the shortest time, wins.


(Try having several containers. The patrol moving the most containers out in a given time, wins.)








DUCK BALL





EQUIPMENT


• Soft sponge ball


How to Play:


• Players gather in knee deep water.


• The leader throws the ball in the air while calling out a player’s name. The player gets the ball and tries to hit another player. If that player is hit, he/she tries to hit another player. Continue until someone misses. 


• A player may dodge or duck under water to avoid being hit.


• Rather than penalizing players who miss, have the group try for a record number of hits - while honestly dodging the ball.








Greased Watermelon





Equipment:


• One watermelon that has been well greased with shortening.


How to Play:


• Divide the players into two teams.


• Have them line up in knee deep water about 8 metres apart.


• A leader floats the greased watermelon midway between the teams.


• On signal, each team tries to carry the watermelon back to its own goal line.


• The successful team gets to eat the watermelon - after everyone has had a shower!








Fill the Canoe Relay





Equipment:


• 2 or more canoes, buckets or pails


How to Play:


• Place one to four Scouts in each canoe. Everyone has a bucket.


• On a signal, and without touching any other canoe, throw water at each other’s canoes.


• Which canoe can stay floating the longest?








Water Dodgeball





Equipment:


• Soft ball which floats


How to Play:


• Divide the Scouts into two teams. Team one forms a large circle around team two, in water hip to chest deep. 


• The ball is given to a member of team one. On signal, team one tries to hit members of team two


with the ball.


• Team two members may duck, dive or stay under water as long as they can, but they must stay in the circle.


• When a member of team two is hit, he/she joins team one. When all members of team two have been eliminated, the Scouts change places.








Water Balloon Volleyball





Equipment:


• A volleyball net or rope over which balloons can be tossed; an endless supply of balloons, filled 1/4 with water. (If you put too much water into the balloons, they will burst easily.)


How to Play:


• This is a very messy game, and is best played on a hot day. Stretch the net or rope just above head height.


• Establish two teams.


• The object of the game is to lob the balloon over the net and try to soak the opposing team. There is a lot of strategy in this game on such things as catching the balloon without bursting it and ways of lobbing the balloon to make it difficult to catch.


• When the balloon bursts on one side then a point is awarded to the other side, and a new balloon is


brought into play.


• Remember to pick up all the pieces of the balloons when finished playing. They can be harmful to wildlife and birds.








Blind Man’s Bacon





Equipment:


• 1 water pistol, 2 blindfolds


How to Play:


• This is a version of “Steal the Bacon,” a game which is played in a circle shape, with each team forming half the circle. The two teams should be of equal size, so that there is a player on each team with the same number.


• When a number is called, the corresponding players for each team puts on a blindfold.


• After hearing the signal, the two blindfolded players move towards the centre of the circle where a squirt gun is located. The object is to reach the squirt gun and squirt the other player before he/she can make it back behind the protection of the team.


• Teams are allowed to shout directions to the blindfolded players.





Fox and Geese





Equipment:


• Chalk if there is no snow


How to Play:


• One player is the Fox and the rest are Geese. Draw (or stamp out in the snow) a large circle on the ground (about 10 metres in diameter). Divide it up so to look like a huge wagon wheel with six spokes. The centre of the wheel where the spokes meet is home base. If stamped out in the snow, reinforce the lines with coloured water so they will last for the whole game.


• The Fox chases the geese and tags them as they run around the hub and along the spokes of the wheel. The geese may run in any direction, and may even jump across the spokes if they have to, but they must follow the lines of the wheel. A tired goose may seek safety in home base for a short time, but when a second goose enters, the first must leave. The Fox chases the geese by running inside the circle in whatever direction he pleases, but he must not touch any of the lines.


• Any goose tagged by the Fox is out of the game. When the last goose is caught, the game is over. Choose a new Fox and start again.


Option: To increase the difficulty have the players wear snowshoes.








Seven Ways to Go





Equipment:


• A marker for each team


How to Play:


• Players line up in relay formation.


• The leader tells them to choose “Seven Ways to Go” from the starting position to a marker about 10 metres away and back.


• Each team decides on which methods they will use - walking, running, hopping, crab-walk, crawling, going backwards, etc.


• The first team to complete Seven Ways to Go is the winner.


Variation: the leader gives out the Seven Ways to Go.








Whirligig





Equipment:


• Long rope


• Old, soft shoe


How to Play:


• A “whirligig” is a long piece of rope with an old shoe tied to one end for weight. One player holds the other end of the rope and spins around, so that the rope makes a sweeping circular motion. Though the centre player is standing, the weighted end of the rope will swing close to the ground. The other players jump over the rope as it sweeps past them; they are eliminated if they stumble. The centre player may spin faster, bringing the rope higher but not over knee height. Everyone has to keep up!


• Take turns spinning the rope.





Tiger’s Bone





Equipment:


• A bone (paper baton).


How to Play:


• Mark out a circle about seven metres across, and place a “bone” in the middle. The circle can be marked in fresh snow by stamping it out - or using a long rope on the ground.


• One player - the Tiger - is placed in the circle to defend the bone.


• The rest of the players become jackals. The tiger may touch any jackal that enters the circle - putting the jackal out of action. If a jackal has the bone and gets touched, he/she must drop it at once. The tiger is not allowed to touch or move the bone.


• Any player who can get the bone and get out without being touched becomes the Tiger.


• There should be no more than a dozen attackers at one time. If there are more players, play several games at once with other circles.








Chain Gang





Equipment:


• One rope, at least five metres long, for each team.


How to Play:


• Form up teams in relay formation.


• On signal, the first player ties a bowline around his/her left ankle. Each of the other players in turn, except the last, ties a clove hitch around his/her left ankle. The last player ties a round turn and two half-hitches around his/her left ankle.


• When all knots are tied, the team races to the other end of the field, or a marker. The first team back with the correct knots wins.


Caution: If you feel that tying knots under the pressure of a race is too much, have players tie the knots before the race - with the supervision of a leader.


Variation: Make the race more “challenging” by tying the knots on alternate sides - left, right, left, right, etc.








British Bulldog





Equipment:


• Two lengths of rope to use as marking lines (use chalk indoors). If stamping out lines in snow, reinforce the lines with coloured water.


How to Play:


• Place the ropes about three metres apart.


• All of the troop except for one patrol goes behind one of the lines. The patrol stands in the centre.


• On signal, the Scouts behind the line try to get across the centre space and behind the line at the other end, without being caught by the patrol in the middle. Being caught consists of being lifted clear of the floor long enough for the words “British Bulldog” to be called. Scouts caught join those in the centre and assist in the catching of the remaining Scouts as they make succeeding runs until all are caught. The last caught is the winner.


• A Scout making the slightest touch across a line is considered to be across. A further rule is that everyone makes their way across independently. This should not be an “inter-patrol” game.


• It is important to allow time for all Scouts held in the centre to be lifted clear of the floor. Time must also be given for the Scouts in the middle to assume ready position before the whistle is sounded for a return run.








Quick Pursuit





Equipment:


• None


How to Play:


• Players line up evenly around a circular course.


• On signal, all players run in the same direction around the circle.


• The idea is for each player to pass the player in front of them. Those who are passed drop out of the game.


• The race continues until one person is left or until time is called.


Variation: In order to keep everyone moving, the players that are passed step out of the circle and start to run in the opposite direction, attempting to overtake other eliminated players. If they are passed again, they join the inner circle, etc. until time is called. This keeps everyone moving and active, so they don’t get cold standing around.








Crossing the Ice Relay





Equipment:


• Water soluble dye for marking snow


How to Play:


• Form up teams in relay formation.


• In front of each team mark the ice floes in the snow using the water soluble dye, or food colouring in water. (Tip: use hot water, as the water freezes in the bottles.) Make some of the ice floes close together and others far apart, requiring longer jumps. The course can be as long as you want.


• Inform the teams that their ship is stuck in the ice, and the closest shore can only be reached by crossing the ice floes.


• On signal, the first Scout jumps from ice floe to ice floe to the shore. Once safe on shore, he/she waves for the second one to try. The first team across the ice is the winner.


• If any player touches the “water”, he/she goes back and starts again.








Ankle Toss





Equipment:


• 1 sturdy bag of sand (300-400 grams) for each pair of teams.


• An area large enough so that the bag will land without hitting people or obstructions


How to Play:


• Establish an equal number of teams with an equal number of players. The teams face each other, 10 metres apart. The first player of team One stands on “Zero Line,” places a sand bag on his/her instep, and kicks it as far forward as possible.


• The first player of team Two stands where the bag has landed, places it on his/her instep and returns it - trying to get it past the “Zero Line” if possible.


• The bag is kicked forward and back from the point where it lands until each player on both teams has had a turn.


• At the end of the game, the team with the bag on its side of the line loses.


• If you have a big enough area, two or three pairs of teams could be competing at the same time.








Reverse Dodge Ball





Equipment:


• One large ball for 12 - 14 players


How to Play:


• Form two teams of 6 to 8 players.


• Mark a large circle on the ground. One team enters the circle with the large ball. The other team stands just outside the circle to define the area.


• On signal, two players from the second team enter the circle and try to touch the ball. The members of the first team pass the ball to each other to prevent them from doing so.


• If the ball is thrown outside of the circle, one member of the second team goes out for it. He/she is replaced by another member of the second team and this player joins in trying to touch the ball. If the ball is touched, the player steps out and another member of the team takes his place. This continues until all members of team Two have touched the ball. Record the time it takes for all players to touch the ball.


• Switch teams and repeat the game. The team that records the shortest time wins the game.








HUNTING





Equipment:


• Large area with fresh fallen snow


How to Play:


• Two players start from the middle of the playing area. Five minutes later, the rest start to follow their tracks. Before the two hunted players leave, they stamp out an impression of their boots in the snow.


• The hunted are not allowed to follow any other human tracks. If they approach a pathway where other people have been, they must turn off in another direction. But, they can walk along the top of walls, on downed trees, on each other’s tracks, and use any other ruse they can.


• Both have to be caught, by a two-handed touch, for hunters to win. For the hunted to win, they have to avoid capture for an agreed upon time, and get back to the starting point.


Option: everyone wears snowshoes. It makes it harder to move quickly in the snow.














SOLAR SECRETS





Equipment:


• 6 - 12 egg cartons (preferably painted black), rope for tug-of-war


How to Play:


• Before the game starts, hide the egg cartons over a wide area. There should be half the number of cartons as there are total players.


• Divide the Scouts into two teams. Define the area of the game.


• Tell the Scouts that an aircraft carrying advanced new technology has crashed in the area. Teams from two nations are searching the area to try to find the parts. The closest description of these secret parts is that they resemble egg cartons. Send the teams out to search and recover the secret parts.


• When they get back, have a tug-of-war to determine who will get all the parts. Score 10 points for each carton found by a team and 50 points for the team that wins the tug-of-war.








OVER AND UNDER





Equipment:


• Two pails for each team, snowballs


How to Play:


• Each team makes snowballs and puts them in a pail before the relay starts.


• In relay fashion, pass the snowballs one by one through the first person’s legs, then over the second person’s head, etc. until the snowball reaches the second pail at the end of the line.


• If a snowball breaks or falls, use the next snowball from the pail.


• The team with the most snowballs in the second pail is the winner.








SNOW SCULPTURES





Equipment:


• Materials to make sculptures, buckets, shovels, shaping & cutting tools


How to Play:


• Working in patrols, fashion a rough framework over which snow slush is packed and shaped. 


• Good subjects are animals, buildings, human figures, ships, cars and natural scenery.


• Award points for originality, humour, appearance, balance and artistry of carving.








LIGHT THAT LAMP





One stormy night, a lighthouse keeper discovers that he has run out of fuel for his lamp. He sends an urgent radio message to shore, asking for a fresh supply. It is too rough to take this by boat, so it is sent by aerial railway. With luck, it arrives just in time to prevent a ship from foundering on the rocks.


Equipment:


• Each patrol needs lengths of rope, a bucket, matches, fire-starters, and wood.


How to Play:


• Before the game starts, each patrol erects an aerial railway. These are made by stretching lengths of rope between trees, or from the top of a slope to the bottom. On each rope, hang a bucket by the handle, and attach lines of cord to pull it along.


• One end of the rope is the shore, and the other end is the lighthouse. The space between is the sea, and cannot be crossed. Patrol Leaders are the lighthouse keepers, the rest of the patrol are the Coast Guard.


• The Patrol leader lights a fire, and keeps it burning, but he/she needs fuel. All fuel for this fire must be sent across in the bucket, including matches!


• It’s a race to see which lighthouse keeper will light the fire first, saving the ships from crashing


on the rocks.


• The buckets are sent backwards and forwards continuously, to keep up the supply of fuel. If the


angle of the slope is steep enough, a simple push will send the bucket down. If done on a level area


between two trees, a double line will be necessary to haul it each way.
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