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Scout Games



	2 x 4 Balance Race 
One boy from each team lines up on the blue line and is given a block of 2 x 4 to set on his head. On the signal, he skates to the other blue line, turns around and returns to his starting position. 

Variation--Require the older boys to stoop down without stopping and pick up a puck on their way to the first blue line, and to deposit it from where they picked it up on their return trip. 

7 Ways To Get There 
Boys in relay formation, the leader asks them to choose 7 ways to get from their starting position to a marker 30' away. Boys confer and decide on such methods as walking, running backwards, doing cartwheels, crabwalk, wheelbarrow, crawling and hopping, so long as each boy chooses some different method of movement, for each boy in the patrol. Leader calls "Go" and the game is on. First to finish wins. As a variation, the leader can issue the 7 methods of movement prior to start of the game. 

Air Pilot Test 
This is reported to be a test of balance given air pilots in the American Air Force. I can't vouch for that, but I can tell you this always goes over well. A candle is placed on the floor in a candleholder. A foot to the right you place a box of matches (the wooden type). Then, 18" beyond the candle, place a strong glass tumbler or a small flower pot, upside down. The boy participating stands on one foot on the flower pot, leans and picks up the matches, takes a match out of the box, strikes it on the box edge, then leans over and tries to light the candle without losing his balance. Only one lad in a dozen will succeed at this, but all will enjoy trying. Fair warning though, they will probably ask the leader to try, so practice or have an excuse ready. 

Alphabetical Script 
A zany game for fast-thinking hams. Teams can be of any size. Give each team a situation to act out and a letter of the alphabet to start their dialogue. The first speaker begins the script with the given letter and each successive player must start his bit with the following letter as they try to get as far through the alphabet as possible. Deduct points for "uumms" and other stalls. For example, a script for Mountain Climbing, letter C might go: (1) Can you see the top yet? (2) Don't think so. (3) Easy does it - loose rock here. (4) Fred, look out! (S) Good grief! (6) HELP!! Fun, eh? 

Animal Imitation 
The boys are in a circle with "it" blindfolded in the centre of the circle. "It" points to one of the boys and says "dog". That boy then imitates a dog (or any animal named by "it"). "It" then tries to guess who the person doing the imitation is. 

Arctic serum race 
Your Scouts must help save the lives of people trapped in a snowbound, high arctic village. A special serum is their only hope. 

Each patrol has a sled or toboggan with a pair of two metre ropes attached. Each sled carries a "bottle of serum" (coloured water in a small jar), and is carried by two pullers and one rider. Other patrol members run alongside. 

Set out an obstacle course with four stations spaced about 100 metres apart. At each station patrols change pullers and riders so everyone participates. First patrol to deliver the "serum" to the village (the finish) wins. 

Are Ye There? 
Boys in a circle with two boys in the centre blindfolded. One of the boys has a rolled paper baton which he uses as a club. This player calls out "are ye there?" from time to time, and the other player must answer "right here". This is a signal for the player with the club to try and strike his opponent. The boys in the circle must not push those in the centre, but just act as a barrier. 

Arm Sling Relay 
Equipment: One neckerchief for each Scout. 

Action: Patrols in relay formation, facing a "patient" from each patrol across room. One junior leader per patrol is judge. 

On signal, first Scout runs to patient and applies triangular arm sling. When judge sees sling, he calls "Off!" Scout removes sling, runs back to touch off next man. Continue until each patrol member, except the patient has tied a sling. (If patrol has fewer than eight members, some Scouts run twice, for a total of seven runs.) 

Scoring: First patrol finished wins. 

Attention Twins 
Two equal lines of boys in two opposing lines facing each other about 10 feet apart. The boys are numbered, with number 1 being the smallest, to the biggest, who receives your last number on each team. The leader calls out commands, which the numbered boys obey. First boy to complete the command is given a point for his team. You should have thirty commands written down, for example- 

Boys number 1--Go through number 7's legs 

Boys number 2--Have number 12 give you a piggyback ride 

Boys number 3--Do six push ups. 

Australian Stick Game 
The first competitor is handed six short batons and lays them out on the ground like the rungs of a ladder at any distance apart to suit himself. He then runs down, stepping between the rungs, and takes a flying leap. Other players follow suit, trying to out- jump him without interfering with the arrangement of the batons. The first man then jumps again to see if he can do better; and so on, until all players have had a go. 

Baby 
Scouts number off. One Scout throws a volleyball-size ball into the air and calls a number. While the other Scouts scatter, the boy with that number tries to catch the ball. If he catches it before it bounces, he throws it up again and calls another number. If he catches it after it has bounced, he calls, 'Freeze!" and he and the rest of the Scouts must stand where they are. (It's probably best not to allow them to hide behind tables or other shelters.) The Scout with the ball tries to hit another Scout by throwing or rolling the ball at him. 

Our troop's rules allow the target Scout to bend or sway or move one foot, but not both. You might want to experiment with the amount of motion you allow. 

If the thrower misses the target, he is awarded a "B"; if he hits, the target is awarded a "B". The Scout awarded the "B" then throws the ball up and calls a number, and the game continues. 

Every time a thrower misses or a target is hit, another letter in the word "Baby" is awarded to that boy. When he is awarded all four letters, he is OUT. The game continues until only one Scout is left. This can take a very long time. (A slightly shorter version of this game is called "Pig".) 

That's the way my Scouts described the game to me, and that's the way they like to play it. If I were introducing it to another troop, I'd give it a different name and score it as in Method 2 of Bombardment: a thrower who misses or a target who is hit is required to answer a question or perform a task before rejoining the game. 

Balance Relay 
Teams by patrol line up facing an overturned 48 oz. juice can. One at a time, boys race to the can and stand on it with one foot. From this position they must bend down to reach a match on the floor, strike the match and light a candle, also on the floor, with it. Then they blow out the candle and return to tag off the next boy in the team. First patrol to finish wins. 

Ballon Chinois 
Ballon Chinois is much easier to play than to describe. In this version of dodgeball there are no teams or dividing lines. The object is for everyone to try to be the last boy standing. 

Best played in a gymnasium, the game begins when a leader throws a ball into the playing area. Anyone is allowed to catch the ball, but he can take no more than three steps in any direction after he does. The three-step rule applies to everyone who has possession of the ball. 

A boy with the ball tries to hit any of the other boys who, obviously, scatter. If hit by the ball, a boy must sit down on the floor where he is. The game continues as other players get the ball and try to put out other players. 

So far it's quite simple: when you're hit, you sit down. The complications start when we describe how a player who is out can get back into circulation. If a loose ball happens to roll close enough to a "sitting-down" player that he can catch it, he is permitted to grab it, to stand up and, without taking any steps, to throw it at a player still in circulation. If he puts the player out, he is back in the game. If he misses, he takes his place on the floor again. 

As you will see when you play the game, even the first person out has a good chance of getting back in and winning. And because players are never really eliminated from the action, they enjoy the game even when they are "out". 

The game is over when only one boy remains standing, but you can vary this by setting a time limit. Depending on the skill of the boys, Ballon Chinois with 30 players will last from 15 to 30 minutes. 

The first time your group plays Ballon Chinois, there'll be confusion over some of the finer points, but after they get the knack, they'll find it an enjoyable and exciting diversion. 

Have fun and "bonne chance"! 

Balloon Basketball 
Try inside and out. Organize the troop into two teams, each with a "basket" (a Scout standing on a chair) at the end of the court opposite the one in which they start the game. Put a balloon into play. Each team tries to keep possession of the balloon while passing it from player to player. If the balloon touches the ground, the opposite team takes it. Teams score a basket when their Scout on the chair catches the balloon. 

Balloon Battle Royal 
Everyone has a balloon tied to his ankle and, on a signal, each contestant tries to protect his balloon while trying to stomp on everyone else's. 

Balloon Blowing Contest 
All players blow up their balloons, with the largest after 60 seconds being the winner. Alternatively, do the above contest but no hands are allowed on the balloon. To finish, try game again but the rules are changed so that the last man to break his balloon by lung power alone is the loser. 

Balloon Boxing 
Each competitor has two balloons tied about his chest, the object being to break the other fellow's balloons before he breaks yours. 

Balloon Busters 
Balloon Busters from Scouting (UK) sounds like noisy chaos for celebrating Scouts. You need about 10 balloons per patrol and a whistle. There are two rules: no sharp objects for balloon bursting; no physical contact with other Scouts. 

Name a patrol "the busters" for round one. A leader tosses 10 balloons into the air in quick succession. The named patrol tries to burst all the balloons within a two minute maximum playing time. The Scouts from all the other patrols try to prevent the balloons from being burst. A whistle ends the round. 

For round two, a different patrol are the busters. Play until all patrols have had a turn. 

Balloon Catch 
Players are seated in a circle on the ground (or floor). They are numbered off. Highest numbered player is "it." He has an inflated balloon and stands in the centre of the circle. Suddenly he calls a number (of one of the other players) and drops the balloon. The holder of the number called must try to catch the balloon before it touches the ground. If he succeeds, "it" tries another number. If he fails, he becomes "it". Equipment: A balloon - plus a few spares!! 

Balloon Football 
Divide the boys into two teams. Set them on the floor facing each other with their feet touching. The leader drops a balloon between the two teams. Players hit the balloon with one hand, trying to hit it past the other team so that they cannot return the balloon. If the balloon goes behind the other team so that the players from the other team cannot reach it, then a goal has been scored for the opposing team. The feet must be touching the feet of the opposing players at all times. 

Balloon Grab 
A large balloon is tied to a 3 foot string and is thrown between two teams. One team tries to keep it up, the other to haul it down and break it. 

Balloon Put 
Use a balloon for the shot put event at a field day. Who can put their balloon the furthest? You might try water balloons, using a bit of water in them to give some weight, but Scouts will need to find a way to toss them so that they don't burs when they hit the ground. 

Balloon Race 
Give each six or patrol a different coloured balloon of irregular shape and each boy a large drinking straw. Line up teams at one end of the hall. Working together, each team tries to blow their balloon to the opposite end of the hall in the fastest possible time. Straws must not touch balloons. 

Balloon Race 
Contestants will be in the water on one side of the pool, just hanging onto the pool side. Each boy will be handed a balloon, and on a signal, will blow it to the other side of the pool. No hands will be used. First balloon to touch other side is winner. 

Balloon Races 
One boy from each team lines up on the blue line and is handed a balloon. On the signal, he pushes it down the ice to the other blue line, then picks it up and skates as fast as possible back to the starting position. 

Variation--The older boys can try this with the balloons held between their legs at the knees. 

Balloon Stomp 
Same as above except the balloons are tied to the contestants' ankles with a 16" length of string. 

Barber 
Another good one for Scouts. Boys in two teams. Members of one team hold water-filled balloons on their heads while the others, equipped with razors and cans of shaving soap, try to lather up and shave the balloons without getting their customers wet. 

Be Prepared 
The Scout motto is Be Prepared By no later than...., find newspaper articles, magazine stories, book titles, chapter headings, pamphlets, or anything else that uses the words "Be Prepared". Make sure you keep the explanations of why the readers should be prepared. 

An alternative to this game might be to collect news stories that demonstrate lack of preparation. You can play a similar game asking Scouts to find newspaper or magazine stories that show the Scout promise or law in action (not just stories about Scouts, but any that show the spirit of the Scout promise and law). Or you could ask them to find articles and other evidence about people, not necessarily Scouts, doing good turns. Another idea is to ask the Scouts to collect ideas for community good turns and then do them. 

Billabong Race 
A billabong is a riverside lake and, because water is very scarce in Australia, conservation is most important. Set up a course about 20 m long. Place the billabong (a child's wading pool or a large plastic pail) and the teams, each with an identically sized "billy" (soup can), at one end. At the other end, place a 2 L milk carton with top removed or a well rinsed bleach bottle for each team. On signal, players begin, one by one, to fill the team billy from the billabong, race to their larger container, empty the billy into it, and race back to pass the billy to the next team member. The winner is the team who fill their container fastest with the least amount of spillage. 

Bird's Alive! 
You need at least two or three patrols seated in a circle around a campfire. Clockwise from one to the other, players pass around a well-lighted stick of wood from the fire. As each passes on the firestick, the player says, "Bird's Alive!". 

The player in whose hand the fire goes out must pay a forfeit: sing a song, tell a joke, answer a quiz question, or whatever the campfire leader decides. Players may blow on the stick to keep the flame alive. 

Play this one with caution to ensure no one gets too close to the hot end of the stick! 

Well, that should keep you going until next month, when we'll offer a few more games from around the world for your Scouts to play. 

Birds of a Feather 
Patrols in their corners. Number off. 

Each player is given a slip of paper with the name of an animal or a bird on it. 

At a given signal, all creatures advance, making their call, seeking their kind from other patrols. 

Winners are the first group to find each other. 

Blind Kim's Game 
In plastic bags, place items like a small tin spaghetti, peeled orange, peeled grapes, eggs, etc. Blindfold patrols and have them identify the items by touch. Patrol with most accurate list wins. 

Blind Spider 
To an overhead beam or branch, secure the standing part of half a dozen 12 ft. lines. One Scout holds the free end of each line. One is appointed "Spider" and while blindfolded must try to tag the others without anyone leaving go of the line. 

Blow Football 
Place a ping pong ball in the centre of a table. Station two boys at each end of the table with large soda straws in their mouths. On the signal, the boys blow through their straws and try to move the ball toward a goal on their opponents side. (Goal can be two coins set 5" apart.) If the ball is blown off the table, it is set back in the centre of the table by a referee. As this game requires lots of "wind" you can have six a side, the next two stepping up when the first two tire out. A cardboard edging on the table will improve the game. 

Boat Race (Scouts) 
Organize teams in relay formation opposite a finish line. On signal, the first two players of each team face each other, sit down on each other's feet, and establish a firm grip on their partner's upper arms. Then, with a rocking motion, they "row" to the finish line. As soon as they are over the line, they spring up and race back to tag off the next pair. It's easier said than done and a lot of fun to watch. 

Bombardment 
Line up Scouts in teams of equal numbers at opposite ends of the hall. Provide each Scout a target which he is to defend personally. Plastic bowling pins, 48 ounce juice tins or pieces of 2 x 4 about 30 cm long make suitable targets. 

Place several volleyball-size balls in the centre of the hall; a quarter to a half as many balls as there are Scouts. At the word "Go", Scouts run to touch the wall behind them, then race to try to pick up one of the balls in the centre. Those who are successful throw or roll the balls in an attempt to knock down the other team's targets. 

After the first volley, balls will be scattered around the hall and Scouts can pick up and throw any ball at will, but they must not cross the centre into the other team's territory. (Some Scouts will cautiously stay close to their own target, while others will roam the hall in order to get more balls to throw. What does this tell you about the nature of each boy?) 

Bombardment can be scored in either of two ways: 

1. When a Scout's target is knocked over, he is OUT. The team that first knocks over all the other team's targets is the winner. 

2. The game is played for a fixed period of time, say five or 10 minutes. When a Scout's target is knocked over, the opposing team scores a point and the Scout must go to a leader and perform a task such as tying a knot or answering a Scoutcraft question. Then he sets up his target again and is back in the game. When time is up, the team with the most points is the winner. 

It's helpful to have at least two leaders supervising Bombardment; one to keep track of downed targets and award points; and one or two to assign tasks to the Scouts whose targets have been downed. 

Bonzer Balloon Race 
If it's "bonzer", it's good. Set up a 100 m course about 6 m wide with 1 m high lengths of string stretched across at the 25, 50, and 75 m marks. Give each participant an inflated balloon and line up everyone at the start line. Players tap the balloons along the course, keeping them in the air at all times. At each cross-string, they bat their balloons high and quickly crawl under the string before the balloons hit the ground. If a balloon touches down, the player returns to the start line. If it bursts, he's out. 

Booby Trap Relay 
You need an empty barrel. Place paper and pencil on the bottom. Across the top of the barrel lay a pole onto which you've tied a string dangling a nail or spike. The challenge for patrols is to have each member crawl head first into the barrel to sign his name on the paper without blowing himself up by causing the dangling spike to swing against the side of the barrel. Task accomplished, the boy must retreat from the barrel and tag off the next Scout in his patrol. Patrol to complete the challenge with the highest number of survivors wins. 

Border Crossing 
Rig a line across the width of the troop room at the height of about 4 ft. above the deck, with a rope quoit threaded onto it. To each side of the quoit attach a short knotting rope. Two Scouts hold the free end of the ropes, one at each side of the Border. They are armed with batons of rolled newspaper. Other Scouts dodge to and fro. Crossing over the Border in one direction, and under the Border in the other. The Border Guards attempt to clout them with their batons. 

Bowling for spuds 
Set up bowling pins, using colourful balloons taped to paper cups. Mark off bowling lanes with tape or chalk, then use the potatoes as bowling balls. Any "balls" rolling outside the lane are disqualified. 

Buzz 
Players in circle. They count in turn, but whenever the number 7 comes, or a multiple of 7, or a figure with 7 in it (e.g., 14, 21, 27, 28, etc.), the player whose turn it is must say "Buzz". After two mistakes player drops out. Seventy-one would be "buzz one"; seventy-seven is "buzz-buzz" etc. After each mistake the count starts again at one. 

Canadian Symbols 
The Canadian Society of Expatriates and Habitants (CanadiansEH?) are gathering Canadian artifacts for their museum in Antarctica They have asked us to collect items that illustrate our use of the following symbols of Canada. Deliver these items no later than....: maple leaf; Canadian Centennial Maple Leaf beaver; Canadian Coat of Arms, Canadian flag; the words 'Canada' or "Canadian" or "Canuck"; letter of the alphabet incorporating a maple leaf pre-1965 canadian flag; lyrics of the second verse of O Canada; member of the RCMP; Canadian parliament building book written by a Canadian author; song written by a Canadian (you have to sing it); Canadian invention, with inventor's name; name of any member of the Order of Canada; Hudson's Bay Company provincial coat of arms; provincial flag, province name or name given to someone who lives in the province; provincial flower; provincial logo; municipal coat of arms; municipal flag; municipal logo; city hall or civic centre. 

Collect one item from each category. Use clippings from newspapers, magazines, corporate literature, pamphlets, brochures or catalogues; rubbings, photographs; or anything else that shows the symbol being used. Your patrol earns bonus points for any items another patrol does not duplicate. Be prepared to explain why we use these symbols. What are they symbols of? Do we need them? Suggest some other symbols we could use. (Scouter's Note: relate to the Citizen Achievement Badge) 

Candle Race 
Contestants will be in the water as above, along the pool side. They will be handed a lighted candle. On a signal they are to swim over to the other side of the pool using any front or side stroke, and to return to their starting point swimming on their back. If the candle goes out, the boy is disqualified. 

Candlelight relay 
Cubs and Scouts will love this game. Each team consists of two people. 

The first person jumps into the water carrying two matches and swims (or wades) to where the other team member waits with a matchbox and candle. The swimmer (hopefully with dry matches) lights the candle, hands it to his partner, who then swims back to the start with the lighted candle. 

If neither match lights the candle, the first swimmer must go back to the start for two more matches. If the candle goes out, the second swimmer must go back to the first swimmer, who relights the candle (if he has a dry match!), then continues. 

The first team across the finish line with a lighted candle wins. 

Capture the Flag (with a winter twist) 
Allow each patrol or company one hour to build a snowfort. Mount a pennant on each fort. At the end of the hour, each team will attack the opposing fort or forts and endeavour to capture the flag. At the same time, they must protect their own fort and flag. If there are more than two teams involved, the first team to lose its flag must join the team which has captured its flag and assist in the attack on the other forts. 

Careless Camp Observation Game 
Set up a tent and simple fireplace and scatter mistakes on site: a carelessly dropped ax; a glass jar next to the fireplace; poorly set tent pegs and badly tied guylines; etc. Include, as well, some personal items like sleeping bags, patrol scarfs, shirts with identification on them, name tags, etc. 

Give patrols five minutes to study the site. They are not to talk, but they can touch what they see as long as they leave an item exactly as they found it. Patrols then huddle to prepare a list of all the things they found wrong in the camp. Best list wins. As patrols hand in their lists, add to the contest by giving each a card of questions asking, for example, How many boys were camping? What troops or patrols do they belong to? etc. 

Chain Gang 
Not so much a game as a test of discipline and the Scouter's nerve. Troop in circle, Scouter in centre. At signal, all walk around dejectedly, looking like pillars of the establishment serving a long sentence for some unspeakable crime. Suddenly, the Scouter raises his arm - the signal tor each prisoner to jump on the back of the man in front. 

When order has been restored, hand out short lengths of light line and invite the prisoners to walk around as before and, at a given signal, put a bowline around the waist of the man in front. 

Changes 
The over-30 crowd like to remind the under-30 crowd that things are not what they used to be. Everything has changed. It's true. There are changes all around us. By no later than...., bring back one each of something that is changing: its size or shape; its weight; its colour; its texture; in number, every day; so slowly you can't tell, into something else; by natural causes; because of human activity. Chaos 
Place a blanket in the centre of the room and arrange the troop into two teams, one stationed on one side of the room, the second opposite them on the other side. Secretly give one team directions to sit on the blanket. Tell the other team to pick up the blanket and wave it in the air. Stand well back and cover your ears! 

Chariot Fight 
Teams divide into parties of three; two link arms and the other holds their belts. The latter has a scarf in his belt as a tail. The "horses" then try to snatch the tails of the "drivers" of the other teams. Any "chariot" losing its tail falls out. Team whose chariots capture the most tails wins. 

Narrator: One Scout in front, one stooping behind holding the Leader's waist and a rider sitting astride. Each rider tries to unseat the other riders. 

Chip taste test 
Number five bowls of potato chips and record which flavour is in each bowl. Keep this information secret. Tape the five potato chip bags to the wall behind the table. The fun begins when people start to match the taste with the bag. Yum! 

Compass Advance 
Equipment: Prepared list of questions related to compass and its use. 

Method: Patrols in relay formation. Games leader calls out a question, such as: "I'm facing azimuth 220. What is the azimuth at my right hand?" Or, "How many degrees variation in our locality?", etc. Lead-off man in each Patrol yells out answer. Patrol whose lead-off player gives first correct answer advances two steps, and lead player falls to end of Patrol line. All other players stand fast. New question is "popped", and first correct answer earns two steps toward goal line for that Patrol, and so on. Game points out Scouts in need of compass training and gives them many tries at several different questions. 

Scoring: Patrol first to advance to opposite end of room, or given point, wins. 

Variation: Use Compass Advance in teaching other Scout skills. 

Compass Readings 
Equipment: For each Patrol compass, pencil and list of 8 features of room (such as Troop flag, knot board, etc.), or of 8 landmarks, if outdoors (large tree, rock, etc.). Chalk for drawing circles or stick for scratching them. 

Method: Relay formation. Opposite to each Patrol, at other end of room, is circle, just big enough for boy to stand in. Here lies compass, pencil, list of objects. First player runs up, stands in circle, takes reading to first object, writes it down. Runs back, touches off next, and so on, until all readings are made. 

Scoring: (a) 10 points for readings within 10 degrees, 5 points for readings with error from 10 to 20 degrees: OR (b) Have a junior leader at each circle, keeping each boy until he has made a reading within 10 degrees of actual direction. 

Corner Ball 
This game requires one volleyball. 

Mark the floor into 4 two and a half metre squares. Patrols line up as shown with their player at the front on the line. The server in square 1 hits the ball, volleyball fashion, so it bounces into square 3. The player in this square must hit it on its first bounce to either square 2 or square 4. 

The game continues with each player hitting the ball so that it bounces into either of the two squares from which the ball did not come. Players cannot return the ball to the square it came from. 

After each player hits the ball, she goes to the end of the line and the next person becomes the player. 

Scoring: Every time a team misses the ball, sends it into the wrong square, or lands it on a line, the team gets one point. The team with the fewest points wins. 

Country Outlines 
A good observation game--trace the outline of several well-known countries, and one or two less obvious ones, onto plain sheets of paper. Go over tracing with a black felt pen. Or silhouettes could be cut from black paper and mounted on a white card. Boys must try to identify country by outline alone. 

Courier du Bois Race 
The courier du bois were hardy men who sometimes carried packs ranging up to three or four hundred pounds. Their day was long -- 12 to 14 hours -- and their food minimal. 

To stage this event, the following items are required: 

a) A supply of sand or similar weighty material; 

b) A scale and scoop or shovel; 

c) A number of large paper bags to put the sand in; 

d) A method of checking or determining each participant's weight; 

e) A pack for each participant; 

f) A pair of snowshoes for each participant; 

g) A small jam-can bucket for each participant; 

h) One tea bag and three lumps of sugar for each participant; 

i) A well-marked route over a course one mile in length. Ensure that the mile point is well marked; 

j) Score cards for each participant. 

Participants are weighed at the beginning of the course. The weight of the pack each will carry shall be no more than 20% or 1/5 of their body weight. 

Sufficient sand is placed in a paper bag to equal one half of intended pack weight. The boy's weight, starting pack load and the judge's signature are entered on the score card. 

Participants are then provided with the jam-can bucket, one tea bag and the sugar. These items are placed in their pack. 

The start of the race can be done on an individual basis, with each participant starting down the trail as soon as he is ready. If this method is used, be sure to mark the starting time on the individual's score card. 

Upon arrival at the one-mile marker, participants will build a small fire and prepare a cup of tea. 

After preparing and consuming his hot beverage, the participant will report to the judge. The judge will mark the time on the score card carried by the individual. 

The judge will then note the pack weight and add sufficient sand to bring the pack weight up to the full 20% of the individual's body weight. 

The participant will report to the starter judge and begin the journey back to the starting point. Upon arrival, the time is noted on his card and the card is given to the score keeper. 

The team or individual with the best time wins. 

A number of people are required as officials. The actual number will vary according to the number of boys participating. Better too many officials than too few with the resultant slow-up of the event. Tasks to be performed which will require people: 

Crazy Beetles (A Knotty Game) 
Give each patrol or six a Crazy Beetle kit: giant cardboard beetle head and body with holes for legs and tail; seven 80 cm ropes, hanked (legs and tail); two antennae made from 25 cm lengths of wire in which you've bent a small loop; two eyes; one long rope; sticky tape. Give each team a pair of dice as well. 

On signal, each boy in turn throws the dice. To get the beetle body and start the assembly process, someone must roll a 6. When they have the body, they must roll a 5 to get the head, which they attach to body with a sheet bend. They continue to roll for other parts of the bug, but the assembly order no longer matters. Four gets a leg, which they attach with a round turn and two half hitches; 3 gets the tail, attached with a reef knot; 2 gets an antenna, attached with tape; 1 gets an eye, also attached with tape. 

When the critter is complete, the team ties the long rope around its neck with a bowline and tows it across the room to Scouter, who checks to see that it is properly knotted. First successful team wins. Other knots may also be used. 

Cross Country Soccer 
I also came across the following outdoor game which I thought would be useful for a troop's games repertoire. The unique feature of the game is that it is designed for uneven ground similar to that which is found at camp. The more broken the ground and the more obstructions in the way, such as trees and bushes, the more exciting the game becomes. 

The playing field has no definite boundaries but should not be more than one hundred yards long. The bigger the field, the larger the teams need to be. 

Equipment 

1 soccer ball, 2 tent pegs and 10' ropes 

The goal keepers are tied from the waist to the tent pegs driven into the ground at either end of the field. The rope should leave about six feet of movement all around. The goal keepers are stationed at the opposite ends of the field to that normally expected, ie. each goal keeper is in front of his team, not behind. 

The object is for the team to get the ball to their goal keeper at the opposite end of the field; this constitutes a goal. When the ball goes behind the goal line, the goal kick is taken by one or the other team members, otherwise it would be too easy for the goal keeper to kick to one of his own team members who would then easily score. Any method of propelling the ball is allowed except that the ball may be carried only a maximum two paces. It can be kicked, thrown, thumped or headed. Any form of tackling is allowed but the referee should retain the right to send the players off for periods of one minute if unfair tackling is practised. No player is allowed in a position where the goal keeper can touch him, whichever side he is on. This prevents a defensive screen or obstructive one around the goal keepers. A free kick is given for this infringement from any position decided by the referee. The game is started and restarted after goals, by the ball being thumped into the air. In the case where there are a number of trees and shrubs and there is a danger of them being damaged because of the melee of Scouts scrambling to get the ball, the referee may blow the whistle and start the game again in order to protect the natural vegetation. 

Crossing the River Styx 
The knights have to cross a lake of water instead of fire. Two ropes are strung across a fifty yard stretch of lake and two knights from each kingdom then pull rafts across. The first kingdom to have six dry knights (those who don't fall in) across is the victor. 

Cup of Water Race 
One boy from each team lines up on the blue line and is handed a full cup of water. On the signal, he skates to the other blue line, where he stops and skates backwards to his starting position. The fun begins when the boys start backwards... 

Defend 
Not for softies. Suspend a balloon from a tree just above head height. Organize the troop into two teams. One team defends the balloon; the other tries to burst it. There are no other rules. 

Diamond Smugglers 
Equipment needed: Bag of marbles Guns for border police 

Boys divide into two teams: smugglers and border police. One of the smugglers carries bag of diamonds (marbles) concealed about his person. Border police each carry a gun (could be wooden or cardboard replica) and chase or creep up on smugglers who are trying to get diamonds to pre-arranged spot. If policeman manages to catch a smuggler, by touching his back or chest with gun, the latter must hand over the diamonds if he has them. If not, smuggler goes free and policeman gives up his gun. Diamonds can change hands from one smuggler to another and unarmed police can still give chase but can't make actual capture themselves. 

Discovery Scavenger Hunt 
Give each patrol a list and half an hour to see how many items they can locate within the boundaries of your play area. Remind Scouts of the importance of making minimum impact. They write notes on the items they observe in each category but do not collect specimens. 

When the hunt is over, patrols gather and compare findings. If their report includes particularly interesting observations, take the whole troop for a walk to see them. 

Patrol Instructions 

As a patrol, find as many of these natural items as you can within the designated area. 

1. Two things with chlorophyll in them 2. Coniferous trees 3. Things that fly 4. Parasites 5. A natural object that is red 6. Plants with berries 7. Something you might use if you were fishing 8. Something that swims 9. Evidence of death 10. Insects 11. A natural object that is blue 12. Things that are part of the food chain 13. Evidence of disease 14. Mammals 15. An example of the interdependence of natural things 

Do Or Die 
This is a fighting game that boys love and call for repeatedly. Divide the players into two groups and bunch them about fifteen feet apart. Give the captain of each team a folded slip with instructions written on it. At the signal the captain opens his slip and reads it to his team, and they immediately attempt to carry out the orders. For example, one slip might read "Leave the room" and the other team's slip, "Don't let anybody leave the room." 

Dog Race 
For the younger boys only. A simple dog paddle race. Boys will be at the pool side, on the deck. On the signal, they jump in, do the dog paddle over and back, and over and back again. First boy to finish, climb onto the pool deck and bark three times, is the winner. 

Dribble Ball (American Indian) 
Form up in relay formation at one end of the hall. Place a chair or stake at the other end, opposite each patrol. Give each patrol a similar size ball. 

On the word "Go", the first player of each patrol kicks off the ball, dribbling it with his feet only and taking it round the chair or stake and back to the starting point, where the next man in line takes over. 

The boys should be told the name of the race and have it explained carefully so that no one will start taking mighty kicks at the ball, confusing the other players and himself. First patrol to finish wins. 

Driving the spuds to market 
Each person must sweep five potatoes from one end of the room to the other using only a household broom. Mark racing lanes on the floor to make this more challenging. 

Elephant Line 
See how Cubs or Scouts do with this one. Boys get down on hands and knees side by side and close together in a long line, alternate boys facing in opposite directions. Very gently, they begin to sway back and forth. The boy at one end of the line gets up and tries to crawl along the backs of the line of elephants. If he falls off, he has one more go before joining the elephant line. If he makes it to the end, he joins the line and the next boy starts. 

Elephant Walk 
A good game requiring co-ordination. Player number one bends over with his arms dangling and legs wide open. Player number two lies on his back with his legs between number one's legs. On signal, player one grabs the ankles of player two, and player two lifts himself up on his arms. They proceed in this arrangement to a goal line, lumbering like an elephant. This is repeated until all have run, as in a relay. 

End Ball 
End Ball comes from Mike Pinch of the 96th Ottawa Scouts. You play it with two teams of eight to 12 players each. Draw a boundary line across the centre of the hall. At a distance about one-eighth the length of the hall from the end walls, draw across boundaries to mark off the end zones. If your hall is like ours andhas chairs and tables stacked up along the walls, draw off- side lines away from the walls as well, to make sure the playing area is clear of obstructions. 

Organize each team into Floor Men and End Men - about half as many End Men as Floor Men (e.g. with 12 players, eight Floor Men and four End Men; with eight players, five on the floor and three in the ends). The Floor Men of each team position themselves in one of the larger playing areas while their End Men stand in the end zones at the opposite end of the hall from their team. Floor Men and End Men may move freely within their own areas, but must not cross boundary lines. The Floor Men try to score points by throwing a volley-ball to one of their End Men. 

The game starts with a toss-up between two selected Floor Men. The player who retrieves the ball may throw, bounce or roll it to any other Floor Man on his team. At any time after the ball is in play, a Floor Man may try to score a point by throwing it to one of his team's End Men, who must catch it "on the fly". The Floor Men of the other team try to block the throw and retrieve the ball for themselves. 

When a team scores a point, the ball returns to the referee who puts it into play by tossing it to a Floor Man of the other team. This gives the non-scoring team a slight advantage and helps keep the game more even. 

A Floor Man in possession of the ball may not move his feet and may not keep the ball longer than five seconds before passing it or trying to score. No player may cross a boundary or an off-side line. As a penalty for any infraction, the ball is turned over to a Floor Man of the other team. 

To score a point, the Floor must throw (not bounce or roll) the ball, and the End must catch it. If he drops it, the ball is turned over to the other team. The first team to score 10 points is the winner. 

With teams smaller than eight, you can play a variation called Corner Ball. Instead of End Men, each team has two Corner Men who stand in the corners at the opposite end of the hall from their Floor Men. Draw boundaries a suitable distance from the corners. You'll have to experiment a bit; the size of your corner zone will depend on the size of the hall and the number of players on each team. 

The rules for Corner Ball are the same as those for End Ball. 

Although we haven't yet tried this variation, End Ball would probably be a lot of fun with two or three balls in play at the same time. 

Endurance race 
A good game except that it calls for the elimination of the slowest runner after each run. Occasionally play the game without eliminating anyone. Here is the normal manner of play. All the boys line up at one end of a field or hall. The leader gives a command to "run" to the other side of the field or hall. The last boy to arrive is eliminated from the game. The leader gives a second command, perhaps "walk sideways", and the boys proceed to do so. Again the last man to arrive at the original starting position is eliminated. The game continues until only one boy remains. Keep the game lively with plenty of variety in movement methods. For example crawling, barrow pushing, crab-walk, handstands, cartwheels, slow motion, baby steps, etc., can be used for commands. As its name implies, this game is a real endurance test, especially if no boy is eliminated until he's tired enough to want no more. 

Escape 
Equipment: one parcel and one flashlight per guard. 

This is a night game. 'Escapees' are placed in a small compound marked out in the centre of a field. Scouters or patrol leaders act as 'guards' and are placed around the field with flashlights. The object of the game is for the 'escapees' to escape and reach a given objective without being identified by a guard. 

Excalibur 
This game is based on the story of Excalibur and the boy Arthur who pulled the sword out of the rock. A stationary floating rock with a sword is placed 75 yards from shore. Each kingdom has three warships containing six knights with buckets. In three relays, two opposing warships race each time. When launched, both warships race to the rock by hand paddling and, during the time of the race, each kingdom can sink the opposing warship by bailing water into it. The first kingdom with three successful retrievals is the victor. 

Fire Building 
Equipment: A No. 10 tin can or same size pot for each Patrol. Tablespoon of soap powder for each spot. 

Method: Patrols gather tinder, firewood, and three rocks large enough to rest pots on and allow for fire underneath. Pots are filled with water to 1 " of top, and a tablespoon of soap powder is put into water. Patrols then select two representatives. At signal, two men from each team bring equipment to designated area, lay and start fire (without paper and using native wood), and compete to see who can make the water boil over first. 

Scoring: First 50 points, second 25 points, third 10 points for their Patrol. 

Variation: Have two-man teams start fires by flint and steel or by friction. One log is allowed per team, and wood for fires must be chopped from log during race. Award 10 extra points for first fire. 

Five Up 
This game from the old Scout Leaders' Handbook deserves resurrection. You need two teams of five to eight players each and any sized ball, but a volleyball is best. Each team tries to complete a sequence of five by passing the ball between five different team members without dropping it once. At the same time, it must prevent the other side from doing the same. 

At the toss-up, the player who retrieves the ball shouts, "One!" and passes it to a team-mate who calls "Two!", and so on until they reach the count of five. The team then scores a point and there is another toss-up. If the ball is dropped, intercepted, or mistakenly passed to a player who has already caught it during that sequence, the player who retrieves it calls "One!" and starts a new sequence. The referee will probably have to call "One!" to remind him. 

If two opposing players grab the ball at the same time, unless one steals it from the other immediately, the referee calls a toss-up between the two. This rule eliminates the pushing and shoving that can lead to wrestling and lost tempers. 

Unlike in many games of this kind, the player who has the ball may run with it and hold onto it as long as he can. Sooner or later (usually sooner) an opponent will get his hands on the ball, too, and will either steal it from the first man or force a toss-up. 

Five Up is a great game to play outdoors on a cold day. Everyone is running all the time, and even the coldest boys will soon be running, laughing and groaning with the rest. Keep the playing field relatively small; no bigger than the average Scout hall. 

Flag Corners 
Required - a number of cards (more than the number of players), each with a reference to, or illustration of, the Union Jack or Patron Saints, some of the references being correct and some incorrect. GAME - the corners of the room are indicated as: St. George, St. Andrew, St. Patrick and Union Jack respectively. The cards are laid out on the floor, backs up, and on a signal each player picks up one card, and immediately proceeds to his appropriate corner. Those choosing cards with inaccuracies group themselves in the centre of the room. Once a player has taken up a position he may not change his mind and go elsewhere. The cards are examined and each player in the wrong place counts a minus mark against his Six team. 

Flag Raid 
Equipment needed: 2 flags. 

Boys divide into two teams. Each chooses a base about 100 metres (90 yards) apart, preferably in woodland or maybe on two adjacent hilltops. Each team must now defend their flag, which is planted in the ground at the centre of their home base, and at the same time, try to capture their opponents' flag. If each boy wears coloured wool round his sleeve, loss of life can be indicated by loss of his wool. A "dead" boy must return to leader and stay out of the action for two minutes before gaining another wool marker. First team to get opponents' flag back to the leader wins. 

Flag Raiding 
Equipment: two flags 

This is best played in a wooded area. 

The troop divides into two teams. Each chooses a base about 90 yards apart and plants their flag in the ground. The 'umpire' signals the start of the game and teams defend their own flags and try to capture their opponents. Wool 'lives' are worn on the wrists -- a boy who loses his 'life' goes to the umpire and spends two minutes resting before rejoining his team. When a team captures their opponents' flag they try to carry it to the umpire. The team getting their flag to the umpire first wins. 

Flicker Relay 
Line up patrols or sixes in relay formation, providing the player at the head of each line with a flashlight. At the word GO, the one at the head of each team flashes his light and passes it to the second player who flashes it and passes it to the third and so on until the light reaches the last player. The player at the end of the line leaves the flashlight on and runs to the head of the line. At the head, he turns the flashlight off, hands it to the first player who passes it back as before, meanwhile remaining in his place. This way the race continues until the person who was originally at the head of the line returns there a second time. 

Note: To make it a 'steam-off' game too, you can provide extra running. Have each player run forward, with the flashlight on, touch a designated object a certain distance away, before returning to the head of the line, to hand the flashlight to the next player. 

Flight Deck 
Perhaps the time is ripe to revive our favourite relay game, between the Wars known to the 17th Whitley Bay as "Flight Deck". 

Patrols in relay formation. At far end of pitch, opposite each patrol, a trestle table. At word, "Go!" the first man in each patrol drops flat on his face with limbs outstretched like the Cross of St. Andrew. Four men pick him up by wrists and ankles, carry him down the pitch and land him on the flight deck. This continues until every Scout in the patrol has been landed. 

Good for the nerves. Thought by some to be dangerous, but so far no mishaps have been reported. Not to us, they haven't anyhow. Teaches reluctant heroes to keep their chins up and use their loaves. 

Strongly recommended. 

Flutterboard Race 
Line boys up as in a relay at the side of the pool. Give first man a flutterboard. On signal, he enters the water, swims to the other side, swims back and gets out of the water onto the deck of the pool, tags number two, gives him the flutterboard, and number two enters the water, and repeats what the first one did. (Boys may be helped out of the water, but next man must not go until the previous winner is completely out of water.) 

Fog Horn 
This is a variation of the mine-field game. Blindfold one member of each patrol who will be the moving boat. The other patrol members are randomly scattered anchored boats in an area in front of him. On hands and knees, the moving boat must manoeuvre through the harbour without bumping into the other boats. Each anchored boat tries to direct him safely through by tooting like a foghorn whenever he comes near. 

Follow the Leader 
The boys are in a circle, with "it" outside the room. One boy in the circle is chosen as the leader and initiates some action such as clapping hands, changing to stomping feet, changing to scratching his head. As the leader changes, the boys follow his direction. "It" returns to the circle and watches carefully to see who the leader of the action is. "It" has three guesses, or he pays a forfeit. The leader of the action becomes the next "it". 

Four Corner Soccer 
This one is perfect if you have four patrols in your troop. Set up a goal a each corner of the hall and give each patrol a corner to score in and the opposite corner to protect. Mark a 2 m semicircle around the goal to protect the goalie. No one except the goalie is allowed inside. 

Place two balls in the centre of the hall. Players may only kick or head a ball. No physical tackling is allowed. The object is to get a ball into your goal. The game stops when a goal is scored. Start again by placing both balls in the middle. Set a time limit or a number of goals to be scored to make a game. 

The final offering this month is a Danish campfire game to try at spring camp. 

Freak Plant Hunt 
Equipment: pad and pencil for each patrol; items for "doctoring up" plants. 

Action: In a given area, "doctor up" a number of different trees and plants -- tying a wildflower to a maple tree, having an orange 'grow' on an oak, making daisies 'bloom' on a bush, etc. (Let your imagination run wild). Patrols are then told how to find 'doctored' area, and given ten minutes to locate these 'freaks of nature.' Patrol reporting greatest number of "freaks" wins. 

Free Style Racing 
Simply a race for one member selected from each team for each age category represented. With 20 teams, you will have to stage it in heats, with a final winner being declared in an all winners' race, for each age group. 

Frisbee Golf 
This game can be played in a wooded area and would be excellent in a camp setting. 

All of the "holes" are aluminum pie plates tied to tree branches at various heights and distances over a prescribed course. Players start at a designated tee-off point for each hole and the object is to hit the pie plate with the frisbee. 

After each throw, the player stands on the spot where his toss landed and attempts to hit the pie plate on his second shot. Each player continues the process until he is successful, and then moves on to the next hole. Players keep a record of the number of shots they needed to make each hole. 

If you're playing the game where there are no trees on which to hang the pie plates, simply place the plates on the ground at various places along the course. Again, players attempt to hit the plates in the lowest number of shots. 

Frisbee One-Toss Baseball 
This is a take-off on One-Pitch Baseball, but you don't need either pitcher or bat. One team lines up behind home plate and the other takes the field. The "batter" tosses a pie-tin frisbee onto the playing field. The object is to toss it where no one can catch it. If it is caught, the batter is out. If not, the fielder must field the frisbee and toss it to wherever the out should be, while the batter runs the bases. 

The trick is that, once the fielder picks up the frisbee, he cannot move his feet until after he has made his toss. 

If the batter tosses the frisbee out of bounds, it is an out. All of the other rules of baseball apply. 

Fugitive 
Fugitive is a fun urban game we found in Scouting (UK) magazine. Play it around a local park or a well-defined area on city streets with as many Scouts as you wish. Organize the Scouts in groups of three or four. You need Scouters, Venturers, or Rovers to be the fugitives: one fugitive per group. Recruit another helper to be the "mystery person". 

Equipment: a head and shoulders photo of each fugitive (but not the mystery person) mounted on a "wanted" poster; a mystery parcel or document for each fugitive; paper and pencils for each team of Scouts. 

Scouts gather at "police headquarters", where you've pinned up the wanted posters. Give them five minutes to study the pictures. 

Define the playing area and instruct Scouts to search the area to try to find the fugitives. Tell them they have one hour. Warn them not to approach fugitives and not to be spotted by them. Their job is to write down an exact description of each fugitive- -clothing, hair, build, etc.--and his or her actions. 

Disguised fugitives wander around the play area. Whenever they meet a fellow fugitive, the two exchange mysterious looking documents or parcels. 

Each fugitive visits one specific point at least two times during the game. At this place, fugitives meet the mystery person. Fugitives and mystery person make a furtive exchange for Scouts to note. 

At the end of the hour, teams return to police headquarters and hand in their notes so that organizers can judge the best descriptions of fugitives and events. Meanwhile, each team attempts to draw an identikit picture of the mystery person, which they compare to the real thing as they enjoy a snack when the exercise is over. 

Fuzz Stick Relay 
Equipment. For each Patrol, one sharp knife and one stick of dry, soft wood about 1/2" x 1" x 9". 

Method. Each Patrol lines up in relay formation opposite equipment. On signal, Scout No. 1 runs up and cuts one sliver on stick, lays knife down and runs back to touch off No. 2 Scout, who runs up - and so on. Slivers should be at least 8" long. 20 slivers, all attached, complete the fuzz stick. 

Variation. Instead of having each player cut one sliver, players cut 3 or 4 slivers. To vary scoring, take off 5 points for each sliver that is cut off the fuzz stick and see how many Patrols end up in the "red". 

Ghost Story Game 
Try this idea from Scouting (U.K.) magazine for Hallowe'en with Cubs, Scouts, or even Venturers. Put an item per player (flashlight, box of matches, tooth, hat, shoe, etc.) plus a few extras into a bag or box, place it in the centre of the story circle, and start telling a ghost story. Stop after a few lines and, at random, choose a player to dip into the bag, pull out something, and continue the story, working the object into the tale. When he or she stops, another player goes up to pull out an object and continue the story. 

Gift-Wrapping 
In this relay, sixers or patrol leaders stand facing their teams from a short distance away. Give the first boy in each team a roll of toilet tissue. On signal, he runs to his leader and begins wrapping him from the feet up. When the whistle blows, he races back and the next boy in line runs up to continue the wrapping job. Players must cover all gaps and repair rips and tears in the wrapping along the way. The winning team will be the one that can keep its sixer or PL from bursting all his seams as he collapses in laughter. 

Gladiators 
Equipment: 3 plastic buckets, 3 compasses, 3 staves 

At the end of the hall stand three Gladiators and in front of each line up the troop in equal teams. Each Gladiator has a bucket over his head, a compass in one hand and a stave in the other. The Scouts in each team are Controllers and they issue orders to the Gladiators in alternation. The Gladiators can move one pace at a time, when they are ordered to do so and the Controllers must call out what direction the pace is to be made in. 

The orders may vary and the Gladiators could be ordered to lunge with the stave or to crawl forward. A lunge consists of holding the stave vertically, at arms length and then lowering it gradually so as to strike another Gladiator on the bucket. The first Controller to 'knock out" all his opponents wins. 

Note: Guard against any danger of suffocation from the plastic buckets. 

Gone Fishin' 
The basic equipment consists of a magnet with a hole in the middle (available from Radio Shop), a length of string, and pieces of cardboard with a paper clip attached to each. 

For Beaver games, cut the cardboard pieces into fish shapes. You can print a fish name (pike, trout, etc.) on each or simply put on numbers or brief directions (Beaver Law, hop five times...). The fish can tell Beavers to do something or simply represent a prize (e.g. pike means a candy, trout means a peanut...). Beavers take turns fishing with the magnet on a string, perhaps in a relay game where they run up, fish, follow instructions or collect the prize, and run back to give the fishing line to the next person. 

For Cubs or Scouts, turn the idea into a knot or compass relay. Cut the cardboard pieces into squares and write on a knot name or compass direction. 

In the knot game, players run up, fish for a marker, tie the knot named, and race back to give the fishing line to the next player. 

Add a paper plate to the equipment for the compass game. Players race up to fish for a marker naming a compass point, place the marker in correct position at the edge of the plate, and race back to pass the fish line to the next player. 

The neatest thing about this idea is that you can store all the equipment for one of these games in a small plastic bag. Then you can keep it in a portable games kit that helps you be prepared to fill in with a quick game at any time. Scouter Renison sent along the kit idea, too. Customize it to suit your group. 

Grand Mogul 
Players in circle, one player is the Grand Mogul and he states that he has an aversion to anything with the letter D (or B, or S. etc.) in it. He then asks each player in turn what he will give him for dinner, and each player must answer with some food or drink which does not contain the chosen letter. No hesitation allowed. Each team starts with ten or fifteen points and loses one point if a player hesitates or gives a word with the letter D in it. Team retaining most points wins. 

Change letter, Mogul and category of question often. 

Guard the Pin 
A good Cub or Scout game. One boy is in the center of a circle where an empty juice-can has been placed for him to protect. The boys in the circle have a playball with which they try to knock over the juice can. They soon learn that if they pass the ball around the inside of the circle before they throw it, they'll put the juice-can guard off balance, and they will be able to knock over the tin more quickly. Whoever knocks it over becomes the next guard. 

Guts 
Guts is a game I used in rotation, with half the troop playing floor hockey or basketball and the other half playing Guts. You play with two five-player lines standing 14 metres apart. The recommended disk is the 108 g size. 

The objective of Guts is to throw the frisbee as hard as you can at your opponents, who try to catch it cleanly in one hand. Each catch scores a point; each miss means a point against. The winner is the first team to reach 15 points. Since wobbly and crooked throws are preferred in Guts, Scouts quickly get the hang of throwing and catching. 

The next time you are looking for some new game ideas, pick up a half dozen frisbees and invite the Scouts to demonstrate their throwing skills. Frisbees are inexpensive and last a long time. 

Hopping the Gauntlet 
One team tries to hop from one end of the room to the other; the other tries, also hopping, to prevent them by shoulder-charging. Any player of either side putting his other foot to the ground falls out. Team getting the most through wins. 

Hopping Stocks (Taiwan) 
Form up in relay formation, each group having short sticks. These are placed on the floor, like the rungs of a ladder. 

On the starting signal, the first boy from each group hops over the sticks, taking care to land between each one. If he moves any of the sticks, he must go back and start hopping from the beginning again. 

When the first boy gets to the end of the course of ten hops, he must bend down, still standing on one foot, pick up the last stick and hop back to his place over the sticks. As each boy takes his turn he brings back one stick until all have had a turn. The first group to complete the course is the winner. 

Ice Hockey Squares 
You need some preparation for this troop game. To make the puck, put 25 mm water in a margarine tub, freeze, and remove "puck" at game time. Have each Scout make a hockey stick from securely taped rolled newspaper. With chalk or masking tape, divide the meeting hall into quarters and put an equal sized team in each square. Place a leader with a whistle in a sideroom or outside in the hallway where he can't see the game. Place the puck in the centre of the room for a face off between a member of each of the four teams. The object of the game is to keep the puck out of your team's square. Players must stay in their own squares and may touch the puck only with their sticks. If the puck is in a team's square when the "blind" leader blows the whistle, the team loses a point. Start each round with a face off. End when the puck disappears. 

Indian Dodgeball 
Indian Dodgeball is an interesting variation in which a team can win without knocking out any opposing players. It's played on a rectangular court with a centre dividing line and the added challenge is a pin of some kind (we use a plastic bowling pin) which is placed upright in the centre back of each end of the court. To win, a team must knock over the opposition's pin while protecting their own. You can add to the excitement by declaring that a player who shoots a ball which is caught by an opponent is out. If the game slows down too much, throw in a second ball. 

Indoor Pin Ball 
The object is to use a ball to knock over a guarded tennis can set down in the centre of the "key" circle on a basketball court, or any other such outlined area. 

For equipment you need an empty tennis can or bowling pin and two volleyballs or soccer balls. 

Two teams distribute themselves randomly on the court. The referee simultaneously puts into play the two balls. He or she throws or kicks them into play with no thought of direction or team affiliation. 

A player may pass or dribble the ball towards the key area using the same rules as those that govern basketball. 

The empty tennis can, or an unbreakable substitute in the centre of the key, is guarded by the goalie, who is the only player allowed in this circle. If anyone else, on offense or defense, steps inside the circle, the other team is awarded a point. If the goalie steps outside the circle, a point is awarded to the other team. 

If a goalie accidently knocks over his can, the opposing team gets the point. A goalie may not hold or adjust the can, except after a score. No one is allowed to kick the goalie's can. 

After each score, the referee collects and again puts the balls into play. Body-checking and other forms of physical contact are not allowed (basketball rules), and players may not kick the balls. 

If penalties become necessary, figure out some unsavory consequence for a repeat offender. 

For a change of pace and a lower score, use two goalies in each circle. 

Indoor Snowball Fight 
You need a good supply of newspaper and two paper grocery bags. Divide group into two teams and have each boy make himself two crumpled-paper "snowballs". Station teams in lines facing each other from a distance of about 4 metres. Two boys from each team stand behind their opponents, sharing a paper bag between them. Their job is to pick up all the snowballs thrown over the heads of the opposing side by their team-mates and put them into the bag. On signal, the boys in the lines begin tossing their snowballs at each other. They may catch as many of the ones coming their way as they can to hurl back at the other side. The game is over when all snowballs have been bagged, or when time is called. 

Initials 
The Troop Scouter is suffering from a mild case of amnesia and can't remember what name to use. The amnesiologist suggests that the brain can be stimulated by the sight of articles whose names begin with the same letter as the Troop Scouter's surname. Collect 20 such items no later than....) 

Iron Scouts 
Design a triathlon challenge variation (e.g. running, biking, skipping) for any section simply by choosing three appropriate activities and course sizes. Obviously, the challenge will be different for Iron Scouts, Iron Cubs, and Iron Beavers. Use your imagination. 

If you have enough space (i.e. you are holding your fun fit at a Scout camp or in a park), you can plot a wide and varied course for the challenge. If not, establish a track on your playing field. The triathlon may require players to race around the track twice, ride their bikes around the track three times, and pull a leader in a wagon around the track once, for example. 

Jump the Shot 
This is a popular game with boys, although it can be dangerous. The boys form a circle around a leader who has a length of rope just slightly longer than one half the diameter of the circle. An old sneaker is tied to the end of the rope and the leader whirls this weighted end around, gradually feeding out the line until it reaches the boys. He is careful to keep the rope low, just at heel height, and the boys must jump over it as it passes by them. A boy is eliminated if he's struck by the shot. 

Take care to keep the sneaker low, and don't let out too much line. If the rope twirls around a boy's leg, it can pull him over and send him forcefully down on the backside! 

Jump the Stick 
Another game, less dangerous than the last. Patrols line up in relay formation and the lead boy holds a Scout staff or broomstick. On signal he runs to a marker, circles it and runs back. As he approaches his team he holds the stick parallel to and about 12" above the floor, and team members must jump the stick as he runs past. When he reaches the last boy, all members of the team stand with legs apart. The stick-bearer throws the stick between their legs to the first boy in line, who repeats the run. 

After the last boy has run, the stick is carefully fed between the boys' legs from back to front. All boys grasp the stick and run the same course as before. This portion of the game invariably produces the most fun when some boys can't hang onto the stick, or when two patrols collide while rounding their markers. 

Kill Scouter 
Bud Jacobi of St. Catharines, Ont. keeps the patrol challenges coming this way. 

Make arrangements for a person unknown to the boys to rush into the troop room with a "gun", grab the dues and "shoot" the Scouter who tries to stop him. Scouter slumps to the floor while the thug makes his get-away. Scouts aren't easily fooled, so make it as realistic as possible with a plastic bag oozing ketchup. 

The challenge for patrols is to provide an accurate description of the robber to the policeman whom you've arranged to arrive shortly after the incident. He will answer Scout's questions about police work, finger-printing methods, etc. It will make an exciting evening your boys won't soon forget. 

Kingman 
Joe Laplante of the 4th St. Albert Scouts, Alta., sends Kingman - a dodgeball-type game with a few twists. Mark the hall with boundaries similar to those for End Ball. Each team occupies one of the large areas in the middle and chooses a Kingman to stand in the small area at the opposite end. Players try to eliminate opponents by hitting them with a volley-ball on the fly - not on a bounce or rebound from a wall. They may also pass the ball to their Kingmen, who can attack opponents from the rear. 

If a player is hit on the fly or crosses one of the boundaries, he is "dead" and joins his team's Kingman to take part in the attack from the rear. If a dead player manages to catch a ball on the fly, he becomes "live" again and rejoins his team-mates. The game ends when all of one team's members have been declared "dead". 

Knots 
Scouts form a small circle standing shoulder to shoulder and stretching their hands into the centre. Each Scout grabs two other hands in the centre, making sure that the two don't belong to one Scout only, or to his immediate neighbours. 

Once hands are joined, the Scouts' task is to untangle themselves without dropping any hands. They do this by weaving in, out, over and under each other. We've found that this usually means the little guys crawl over the big guys and the big guys crawl under the little guys. 

When the task is complete, you should have one untangled circle. Occasionally, you'll end with two circles. It's supposed to work every time and, so far, we've always succeeded. 

Knots works best with about a dozen players. If you have many more than this, form two groups. 

Know Your Neighbour 
This game helps the players learn each other's names and at the same time have some fun. It's a good 'ice-breaker' for the first night at camp. 

One player is designated to be IT. He takes his place in the centre of the players, sitting in a circle in the dark. IT suddenly flashes his flashlight on one of the players and asks "Who are your next door neighbours?" And then he flashes the light on the nearby neighbours. If the player who was asked the question, can't name both neighbours correctly, he becomes IT. If he does name them correctly, IT asks him "How is So and So?", naming either of the players. If the reply is "OK", the players remain seated, but if the answer is "Not so good", all players must change seats. While everyone is shifting IT tries to get a seat. If he succeeds the one without a spot then becomes IT. 

Note: Until everyone is sure of the names, IT must give them time to learn the names of their neighbours before they shift. 

Kolo 
Yugoslavia: In this energetic game for Scouts, players form a circle and hold hands. One person is chosen Zimbo (IT). He is blindfolded and placed in the centre of the circle. To start the game, Zimbo stamps on the ground three times calling, "Kim, Kim, Kolo!" Hands still clasped, the players in the circle begin to tiptoe around, making odd noises and whispering. Zimbo suddenly darts at the circle and tries to touch one of them. When he's successful, players drop hands and scatter while Zimbo whips off his blindfold and tries to tag one of them. When he's successful, he yells, "Kolo!" and the handholding circle forms again with the tagged boy and Zimbo standing in the centre. The circle moves around the two until a leader gives a signal, then breaks again and both Zimbo and the tagged player try to tag others. This repeats until all the players have been caught. Then Zimbo takes the hand of one player, and the others join up behind to form a chain that moves faster and faster behind Zimbo as in crack the whip. Zimbo stops short and the first person to let go is Zimbo for the next round. 

La Palma (Bolivian Indian) 
The Indians of Bolivia used the tail bones of a donkey or llama (you can use a stick) for this game. Set the stick up on end in a hole in the ground. Now draw a straight line away from the stick. Measure out a distance of three feet from the stick. Drive in a peg. Do this so that the pegs are all three feet apart and in line. You will need about six pegs, also a supply of tennis balls. 

The boys then take turns in trying to hit the stick from the first peg. Those who do move on to the next peg. Those who don't stay at one peg until they hit the stick. Boys must throw in their correct order throughout the game. The first boy to complete the six throws from the pegs wins. This can also be done on a best time basis. 

Last Man Across 
The boys are in a line across one end of the hall. On a command they move to the opposite wall, with the last man to touch the wall being eliminated. Commands to move should be varied, such as- fast run, baby walk, walk backwards, crawl, piggyback ride with a friend, etc. 

Leaf Matching 
Equipment: ground cloth, one patrol on north and another on south side. 

Action: Patrols collect one leaf only from as many different types of trees as they can within five minutes. North patrol Scout holds up a leaf, scores ten points if he identifies it. South patrol Scout holds up leaf from same type of tree scoring five points. Continue alternately until all leaves have been identified and all Scouts have played. 

No score for a team incorrectly identifying a leaf -- but other team gets ten points for correct identification. If a team cannot match its opponent's leaf, it misses that turn. Highest team score wins. 

Life Line Relay 
Equipment: A 5-ft. board (representing outstretched arms), a large tin can (representing a head) and either one 40-ft. life line weighted at one end for each Patrol or a 6-ft. knotting rope for each Scout. 

Patrols line up in relay formation facing the target (board and can) which is about 30 feet away. At signal, (if Oft. ropes are used) Patrol makes a life line; Scouts take turn in coiling rope and hurling it toward target. 

To score, part of rope should come to rest over the target - 5 points for each hit, plus 20 points for the fastest Patrol. 

Lighthouse 
One man is stationed on a chair at one end of a hall with a flashlight in his hand. The troop is lined up at the opposite end of the hall--their object to fell the light station. On a signal, the lights are turned out and the troop members begin to move quietly towards the light station. The lightkeeper may flash his light on whenever he hears a noise. He may not sweep his light beam across the floor but must point it and flash it quickly. The leader calls the 

name of the boy hit by the light and that boy is out. The game is more exciting if some obstacles are placed on the floor, but the safety factor of such a move must be considered. 

Line Tug 
Teams in line facing each other; a line is drawn a few feet behind each team. Right-hand player of one team grasps the left hand of the left-hand player of the other team with his left hand, who in turn grasps the right hand of the second player of the other side with his right hand, and so on along the lines. Each team then tries to pull the other over its line; first to do so wins. The grasp must not be broken. 

Local Services 
Our community has been infiltrated by strange automatons who can be identified only by their complete ignorance of local services. Make sure nobody thinks you are an automaton. By no later than...., make a map showing where to find the following services closest to our meeting place and their hours of business for today: public telephone, doughnut shop; doctor; fire hydrant, public mail box; fire station; junior public school; church; convenience store; playground; community centre; hockey arena; drugstore; barbershop; taxi stand gas station; hamburger joint, cemetery historic site; bus stop; health club; chiropractor; pizza shop; high school; florist; lawyer; video rental; newspaper box; hotel; real estate agent. 

Be prepared to explain why each of these services is located where it is. Is it convenient? For whom? Is it accessible? By everyone? Is it safe? If not, why not? Is it available all the time? Who needs it? Who uses it? Who can't use it? Why? 

Look Sharp 
There are many observation games better than this one, but this one can be done on the spur of the moment, so it is included here. Patrol "A" faces Patrol "B", and looks over their uniform closely. Patrol "A" now faces away and each boy now makes three changes in his appearance. Upon facing Patrol "B" again, Patrol "A" members try to note the changes. Reverse the procedure and try again. 

Luck Relay 
Method: Patrols line up in relay formation, facing leaders. One leader for each Patrol stands 20-40 feet, in front of the Patrol. Each Leader has some object, such as a coin or neckerchief slide, concealed in his hand. On signal "go" first player from each Patrol runs up to leader, who has arms outstretched, and points to his right or left hand. If player points to hand with object in it he runs back and touches off second player who runs to leader and guesses which hand holds the object. If player guesses incorrectly he runs back and then runs up again to have another try, and so on until object is located. Meanwhile, leader may have shifted object to other hand. If Patrols are uneven one or two members may have to make two "runs". 

Scoring: First Patrol having all its members locate hidden object, wins. 

Marble spud 
All children love playing marbles. Why not try it with potatoes?! Their irregular shape makes them roll an unpredictable, outrageous path. 

With chalk, draw a circle on the floor. Players have to roll their potato 'marble' into the circle and bump another players marble to win it. 

Use your creativity to dream up other games; the possibilities are endless. 

Maritime Bumbang 
Maritime Bumbang is played exactly as Ruthin Bumbang except that an alarm clock, parking meter buzzer or kitchen ringer timer is set for three, five or seven minutes, prior to the start of the game. The game then proceeds. When the buzzer sounds, if the leaders are in possession of the balls (while gathering them up and arranging them) then the leaders must assume the "position" on the wall. If the game is proceeding normally with the boys in possession of the balls, then they assume the "position" and the leaders do the throwing. You might enjoy the latter part, but I'm not so sure about the former. 

Mash 
From Floyd Butterfield of the 8th Brandon Troop, Man., comes a game called Mash, apparently inspired by the television show. 

Line up Scouts in teams of equal numbers at opposite ends of the hall. Each team chooses a "doctor" whose identity they try to keep secret from the other team. Scatter several balls in the space between the teams (the Brandon Scouts use balls of all sizes from tennis balls through sponge footballs to beach balls) and, in the centre of the hall, mark off a narrow no-man's-land that players may not cross. 

On signal, Scouts run to pick up balls and hurl them at members of the other team. A Scout hit by a ball is "wounded" and must fall down and lie still. A Scout who catches a ball may throw it at the other team. After the first volley, unwounded Scouts can pick up and throw any ball they find in their own territory, but they must not cross no-man's-land. 

A team's doctor can cure wounded Scouts by touching them on the shoulder or head, after which they must do three push-ups (to prove they're cured) before rejoining the game. If a doctor is hit, he's wounded like any other team member and can't perform any more cures. For this reason, each team's strategy is to try to discover and hit the other team's doctor while protecting its own. To keep his identity a secret, the doctor will usually wait until several of his team-mates are wounded before he starts to cure them. 

The game ends when all members of one team are lying on the floor or after a maximum of 15 minutes, when Scouter declares the team with the most players still standing the winner. 

Master of the Ring 
All players in a confined ring or court (like a badminton court) on the floor. The players hop on one foot, with one arm tucked behind their back. Everyone tries to bump everyone else so they lose balance or step outside the court area, with the last one to remain in the court being the winner. This is a quick game and can be played several times in 10 minutes. 

Midnight Adventure 
Try a Midnight Adventure at camp. Wake patrols around midnight and announce that police have asked their help to locate a missing person (lost child, escaped animal, fugitive, martian, etc.). They are to search the bush area around camp, using only lanterns or flashlights and compass. Tell them to keep voices down and stay together, and set a time limit of 30 minutes. If you like, you can have leaders hiding in the bushes to make sounds, leave clues, or be observed skulking around. You can also turn this into an opportunity for star gazing. 

Momentary Diversions 
Sometimes, when the district commissioner or the pastor drops in for a chat, and you need five minutes to talk, give your boys the following which you've had tucked away in your briefcase, typed on some file cards: 

1. A verse to figure out--That that is is that That is not is not is Not that it it is 

2. With three straight lines change this into a word --aaaal 

3. This is the way Mary signs her name. What is her name? Mary/2,100 

Answers: 

1. That, that is, is; that, that is not, is not. Is not that it? It is! 2. Adapt 3. Mary Overton 

Of course you can only use this once, but there are many similar ones, or puzzles, riddles, etc., that make good emergency fillers. 

Monkey See, Monkey Do 
This is a good outdoor campfire game. Select one player to be IT and provide him with a flashlight. Send him some distance from the campfire. Select another player to be Monkey No. 1, and then recall IT to the centre of the circle. Monkey No. 1, unseen by IT, starts some silly motions, such as making faces, ape-like scratching, crossing and uncrossing his legs, moving his arms, legs or head in a funny fashion, etc. The other 'monkeys' must copy Monkey No. 1 while IT tries to see who is starting it all. When Monkey No. 1 is discovered, they trade places, and a new Monkey No. 1 is picked while IT is sent away from the campfire. 

Note: Select lively players to be Monkey No. 1 as much of the success of the game depends on him. 

Moon Race 
Equipment needed: 

2 flags Several pebbles roughly egg size Aluminum foil 

Two teams are racing each other to reach the moon first; or you could substitute some other in-the-news planet. In order to plant their own flag upon it and thus claim it for their side, each team must make a spacecraft. And to earn a place in the craft they must first undergo rigorous training. 

Prepare for this game by covering pebbles with tinfoil and positioning them over a widely scattered area. Some might be taped to the upper branches of climbable trees. Others might be placed on rocks in navigable streams. The aim is to make them visible but not too easy to reach. 

Divide boys into two teams and send them off for their space training, which means that each boy must locate a silver covered pebble or "medal for training successfully completed" and climb, or perhaps swim (under surveillance) to reach it and bring it back to his space leader. When a complete team have returned with their all-systems-go medals, the leader gives them their flag and sends them off to the launching pad. 

They must then race to this spot -- a high clearing would be ideal -- where they are shown the landing target perhaps ten or twenty feet from the launching pad. These areas could be defined with small stones. At this point they are given equal amounts of tinfoil and told to make their spacecraft, along the lines of paper darts. Either each team makes one large dart or each boy makes an individual one. The first to throw his dart accurately at the landing target (a small circle of stones) may plant his team's flag and is the winner. 

Mr. and Mrs. Potato Head 
Collect a variety of items to decorate the spuds. Include vegetables (broccoli, cauliflower, radishes, carrots) and non-food items like construction paper, beads, ribbon, string. Let the Cubs and Scouts use toothpicks to stick things to the potatoes. Allow group members about 15 minutes to make their own personalized creation. 

Multiples of "Buss" (Taiwan) 
Players sit in a circle and start counting round the circle from "one." If the agreed figure for the game is seven, each time the number being called includes the figure seven or is a multiple of seven, the player keeps quiet and clasps his hands together. If anyone makes a mistake the leaderrecords a point against him. 

When the boys become good at this game, add one or two other numbers, so they will have to keep very sharp not to get caught with numbers four, six and eight going on at once. 

For one number the player clasps hands. For the second number he will put both hands up above his head. For the third number he can nod his head. Most players will find thinking of two numbers at once difficult enough. 

Murder 
The leader prepares a slip of paper for each participant-- all blank except two. One of these is marked "Murderer" and the other marked "Detective". No-one reveals the marking on his paper. The lights are turned out and the boys mill about until the Murderer strikes one of them down. The Victim cries out and everyone freezes in his position, whereupon the lights are switched on. The Detective then proceeds to question everyone in an attempt to determine the Murderer's identity. All must tell the truth except the Murderer, who may lie as much as he wishes. Once the Detective discovers the Murderer, the slips are all gathered and the game is repeated. 

Nature Memory Hunt 
Equipment: on a ground cloth, spread out a nature display of about 20 items, such as acorn cups, bird feathers, small rock, dandelion leaf, large maple leaf, bundle of pine needles, broken bird's egg, fern frond, local wild berry or nut, etc. 

Action: Patrols have five minutes to study display in silence and memorize items. After a huddle, the boys scatter for ten minutes to collect items corresponding to display items and place them alongside the originals. Patrol with most items within the time limit wins. 

Nature Scavenger Hunt 
Equipment: Sealed letter for each patrol. 

Action: Read letter prepared by leader, which says: (or words to this effect) 

"Greetings: Your patrol leader is suffering from a terrible disease, acute mogigraphia. Only the magic antimogigraphia formula will save him. Bring me everything on this !ist within an hour from the moment you read this, or all hope is lost. (List 12 to 20 items fitting the locale and season, such as 12 pine needles, one bird feather, dandelion seeds, five dead flies etc.) Good luck and good hunting! (Signed) The Sorcerer's Apprentice." 

The patrol bringing in the most items in one hour wins. 

Nerve Test 
Have each member of the patrol try this challenge in turn. Blindfold a Scout and ask him to walk six paces forward and drive a tent peg lightly into the ground. Still blindfolded, ask him to return to his start point, turn around, walk back to the peg, and drive it in deeper. 
Night Challenges 
With lights out, boys walk a prescribed number of steps in one direction, turn around and walk back to their exact starting places. 

Arrange boys in a straight line facing away from a number of articles you've placed about 4.5 metres (15') from them. Turn out lights and tell them to turn around, then flick on lights for a few minutes as they observe the objects. When you douse the lights again, each walks out, picks up an object and carries it back to the starting line. 

Night Tree Hunt 
This game can be tied in with nature lore taught earlier in the day or Black Star Requirement No. 6. 

Preparation: One of the leaders must sneak into a wooded area and tack ten numbered cards to ten trees, noting the name of each tree and its corresponding number. In the meantime another leader arranges the players in pairs, with one flashlight per pair. Each pair also needs a piece of paper and pencil. 

The hunt begins! The teams scatter and try to locate numbered trees without letting the other teams see. If players find a tree but don't know its name they write down its number and bring in one leaf. If they think they know the correct name, they write both number and name. 

Scoring: Each team receives a point for each tree found and an additional point for each tree named correctly. 

Note: Tell the players the boundaries of the area in which the numbered trees are located. You can also set a reasonable time limit on this game depending on terrain and distance. 

Night Stalking Game 
Instead of the weekly meeting, a night-stalking wide game near the meeting place or at another suitable location is always a hit. Try Atom Spies, which is similar to capture the flag. Buy acid-testing litmus paper strips from a drugstore and distribute these to half of the patrols. Place cans of vinegar at different locations in the playing area. Ask boys to bring flashlights and dress for outdoors. 

Scouts hide the litmus strips on the body and try to reach the cans, around which you've established a freeze zone. They dip the litmus into the vinegar so that the strips change colour, and try to bring them back to a central point without being intercepted and searched by those who don't have litmus paper. If stopped, they must submit to a search and count loudly to 100. 

Patrols gain a point for each strip that has changed colour they return. 

Night-time Crossing 
Divide pack or troop into two teams attackers and defenders-- and arrange them at opposite ends of the hall. Instruct each team to choose a secret "password". Place empty plastic margarine tubs around the floor as "mines" and a piece of chalk somewhere along the defender's wall. In complete darkness and silence the attackers try to obtain the chalk carry it to their side of the hall and make a mark on the wall. The defenders, of course, try to prevent this. 

If someone touches a mine (you'll hear the plastic tub being moved), he yells "boom" and falls down on the spot to become an extra hazard. If two boys meet, one asks the other the password. If it's the password from the opposite team, the challenger must shout "aargh!" and fall to the floor to become yet another hazard. 

Old Spotty Face 
B.-P. described this game in Scouting For Boys and used it at the first camp on Brownsea Island. Play it outdoors, winter or summer. 

Prepare squares of cardboard by dividing them into a dozen or more small squares. Give one to each boy, furnish him a pencil, and send him off a few hundred yards. The leader has a number of black paper discs (1/2" in diameter), pins, and a large sheet of cardboard marked with the same number of squares as the cards held by the Scouts, but left blank on each side so it can be held without obscuring the pattern. Pin a half dozen spots randomly on the cardboard and hold it up so the Scouts can see it. They gradually approach it and, as they get within range, mark their cards with the pattern of dots they see. The Scout who duplicates the pattern from the furthest distance wins. For the rest, consider awarding five points for every spot placed in the correct position. 

Old Times 
The Ottawa Historical Open House (OHOH) has appealed for the public's assistance in gathering a special series of items to demonstrate our national progress. No later than...., they need two different examples each of an article that could not have existed: 100 years ago; 50 years ago; 10 years ago; one year ago; one month ago; one week ago; yesterday; one hour ago; one minute ago; one second ago. 

You can reverse the game theme by having Scouts search for items that will not exist in the same periods of time in the future. 

Out of Place 
Some things just don't make sense if you see them in the wrong context. They seem out of place. Prove that this is true by bringing in an item you'd never see in a: store window; car; school; coat pocket; lunch pail; refrigerator; kitchen cabinet; garden shed; garage; drawer; closet; wallet; hockey arena; home for seniors; swimming pool; backpack; sleeping bag; canoe; aeroplane; garden. 

Be prepared to explain why you'd never see the item in the location you matched it with. 

Over and Under 
The boys line up in file order. The patrol leader runs to the front of the hall, touches the wall, returns to the front of the patrol and crawls between the legs of the Scouts, through the patrol, touches the back wall of the hall and returns to his place over the backs of his patrol. When he is in place, number two sets off over his back to touch the wall in front, going under the arched legs to touch the back wall and returning to his place over the backs of his patrol. Number three sets off over the backs of those in front of him, and so on. The first patrol to finish is the winner. 

Overtake 
Players form a circle an arm's length apart and face right. On signal, they race ahead on the outside in an attempt to pass the person directly in front. A player who is passed drops to the centre of the circle. To keep things interesting, signal occasional changes in direction. The last person left running wins. 

Pancake Making Relay 
Patrols at one end of troop room. Opposite each patrol at other end, a cooking stove of some sort, matches, a frying pan, a mixing bowl, cooking spoon and fish-slice and the ingredients for pancake making. Object of exercise, to make edible pancakes in record time. Only one man may work on the job at any one time. Cooks change on toot of Scouter's whistle. 

Note: It helps to concentrate the minds of the contestants if they are under obligation to eat the end product, whatever it may prove to be. 

Pinball 
All boys except one form a large circle and face outward. They spread legs as wide as possible, or until their feet touch the feet of the fellows on either side, bend forward from the waist, and swing their arms back and forth between their legs. They have become flippers. The odd boy out becomes a moving target within the circle, and the flippers try to hit him out by knocking a playball back and forth across the circle. The flipper who hits the target gains a point and changes places with the target. The target gains a point whenever the ball flies out of the circle. After awhile, no one will care much about points. 

Ping Pong Relay 
For all five members of team--first boy goes into the water, and on a signal he blows a ball to the far end of pool until it touches the pool side, then places it on his belly and swims back to the other side. He then tags the next boy, who repeats the action. Team which finishes first with all men out of water and on deck of pool is the winner. 

Pipeline-Lifeline 
A neighbourhood child has fallen down a disused well. The rescue teams have reached him with a pipe only 2 cm in diameter. Now they need to send him as many items as possible that will fit easily through this thin tube. The items must be useful to the victim. Bring in one each of as many such items as you can find by no later than..... (Scouter's Note: Give each patrol a short length of 2 cm pipe so that they can measure the items as they collect them. Once they're back at base, have them try to send the items through a one metre length of 2 cm pipe.) 

Poachers and Eco-Police 
Equipment 

- 50 animal cards (8 cm squares cut from cardboard: draw an animal outline or write an animal name on each) 

- Strips of paper 2 cm x 20 cm in two colours for "lives" 

- Safety pins one per player and some extras 

To Play (15 minute rounds) Hide the cards randomly throughout the play area. Explain that it is a wildlife reserve and hunting is prohibited. 

Organize the troop into two equal teams and assign a colour to each. Players pin a life of the appropriate colour to their right shoulder. 

Name one team the EcoPolice (conservation officers), who ensure there is no hunting in the preserve. Name the other team the Poachers, who try to capture animals and take them back to their hunting lodge. 

Designate a zone at one end of the play area the hunting lodge. Poachers begin the game at the lodge and EcoPolice scatter through the whole preserve area. Set a time of 15 minutes for the game. 

On a signal, Poachers set out to hunt animals, capture them by putting the cards in their pocket, and return to the hunting lodge without being caught. 

Poachers may capture only one animal on each trip from the lodge. 

EcoPolice try to arrest Poachers with animals. They make the arrest by removing the life from a Poacher's shoulder. 

If the Poacher has an animal, he must surrender it and return to the hunting lodge for a new life. If he isn't in possession of an animal, the arrest is unlawful and the EcoPolice must return the Poacher's life. Poachers may not capture EcoPolice. 

When time is up, bring together the troop and tally up the number of animals captured and the number saved by the EcoPolice. Gather up all the animal cards, including those still hidden in the area, send out leaders to hide them again, switch team roles, and play another 15 minute round. 

Pocket Action 
Take imaginary items out of your pocket and do something with each, e.g. take out a letter, envelope, pen and stamps. Address the envelope, place the letter inside, seal and stamp. Patrol to deduce objects. Check by doing it with actual objects before you actually try it on your Patrol. You will find that it is not easy - rehearse in front of a mirror. 

Pocket Kim 
Make sure that your pockets are reasonably full of junk. Sit in front of the Patrol and proceed to empty your pockets. Item by item. As soon as they are all laid out, replace them one by one. Now the Patrol draws up a list of contents of each pocket. Idea: Ask each Scout in turn for an article from his pocket. Boys to list articles and owners. 

Pocket Murder 
Contents of a murdered man's pocket are displayed. Deduce age, profession, interest in recent activities. You will find lots of scope for imagination here. 

Points of the Compass 
Equipment: one ball 

The Scouts stand in a circle with positions corresponding to points of the compass. The player at one point has the ball, he gives a compass direction, e.g. North says 'South to West'. He then passes the ball to South and in turn South gives the instruction 'West to East' and then passes the ball to West and so on. 

Note: There are two rules -- a) the ball must not be passed until after the instruction has been given. b) the instruction should not cause the ball to be returned to the player giving the instruction. 

Polliwog Race 
Swimmers are sitting on the side of the pool, in front of their team, their feet in the water. On the signal, they slip into the water, swim to the other side, and pull themselves out onto the deck, and sit. Last man is eliminated. The race is repeated, until all but one boy is eliminated. Very strenuous on the boys, but always enjoyed. 

Postcards 
Pin up assorted picture postcards of different countries. Number them. Boys list the numbers and guess which countries they represent. Choose pictures with clues. 

Potato stuffing 
Weigh all group members. Let them stuff as many potatoes as possible into their pockets and clothing, then weigh everyone again fully stuffed. Record the difference. 

Potato wheel-barrow race 
Organize a wheel-barrow race with a team of two children--one on the floor walking on hands and the other holding up his/her feet Put a potato on the back of each 'wheel barrow'. Listen to the shrieks of glee! If the spud falls off, the team must return to the starting line. 

Pylon Relay 
Set pylons on the blue line, centre line and blue line and goal crease to form an inside the ice surface racing lane. Run a relay race with four to a team (only four teams can compete at any time). Give the first four racers a baton, and on the signal they race around the ice surface in the lane designated between the pylons and the rink boards. On completion of one lap they pass the baton to their team mate who races around the rink and passes it to number 3. Number 4 finishes the race. Ages must be similar in this event to ensure competition, i.e. first race: all 14 year olds, second: all 13 year olds, etc. 

Variation--With pylons set every 8' from goal crease to goal crease down the centre of the rink, you can run a good in and out or weaving relay. Place two team mates at each end of the rink, and on a signal, all the number 1's of each team start out and weave in and out between pylons until they reach their team mate at the opposite goal line and pass him the baton. Number 2 skates in the opposite direction to number 1, again weaving between batons until he reaches number 3, who now takes the baton and skates as his team mates did to number 4, who completes the race. 

Quest for the Holy Grail 
This game is based on the story of the Holy Grail. A game to see which kingdom can go through a maze to their final goal -- the Holy Grail. Each kingdom has 12 knights on its appointed team. All members of both teams are blindfolded. The head knights then have to lead their 11 other compatriots along a royal thread (rope) to the goal. As in the Holy Grail story, the Grail is never actually retrieved but the team which completes the competition first is the victor. 

Quick Frozen Critters 
From the Project Wild Activity Guide, this game focuses on the relationship between predators and prey. Use any set of predators and prey you wish (hawks and squirrels, wolves and deer, etc.). 

Equipment 

- Strips of paper 2 cm x 20 cm for prey 

- Safety pins 

- Predator identification (the simplest is to ask predators to tie their neckerchief around the right arm) 

- Five small circles (one to two metres diameter) marked with string or flour com on the ground to serve as temporary shelters 

- At least three food tokens per player (5 cm squares of cardboard work well) 

To Play 

Designate one end of the playing area permanent shelter for prey and the other end the prey's food supply where food tokens have been scattered on the ground. 

Mark out five temporary shelters between the two ends of the play area. Organize the troop into predators and prey - one predator for every five prey. Prey animals pin a life on the right shoulder. Predators tie on neckerchiefs. 

Play a series of five minute rounds so that no prey languish too long in the cemetery and everyone has a chance to be a predator. 

During each round, prey must collect food tokens and bring them to their permanent shelter. They may bring only one token each trip. Predators must capture at least two prey animals by tearing a life from the shoulder. Captured prey go to the prey cemetery on the sidelines. Prey are safe from capture when standing in the permanent or any of the temporary shelters, but predators may go anywhere else in the play area. Prey have one other defensive option. They may freeze whenever a predator approaches within two metres. In the freeze position, the only things prey may move are eyelids. As long as a prey animal remains frozen, a predator may not capture him. Once the prey moves. it is open season. 

Quickfire Activity 
For a quickfire activity on your next visit to the county or district camping and training ground try to borrow from your friend. the camp warden, one 5 to 6 metre spar, one handy billy, one discarded car tire and two 18 metre (60 ft.) light lines for each patrol. 

Get them to raise their spars vertically in competition with each other so that one of their number can hoist himself with the handy billy, crown the pole with an empty billycan and lower himself safely to earth again. 

Six men will be needed: four to man the ends of the guylines, one to raise himself with the tackle, and the sixth man to stand at the foot of the pole and take up the slack in the handy billy and incidentally to act as safety man as the boy sitting in the tire operates the tackle. 

Race for the North Pole 
Each team is provided with a map showing the location of the north pole (how about a barber pole as a marker?) and a toboggan. Teams must race to the pole and back. One member of the team must be on the toboggan at all times. Fastest team wins. The map and the route to the pole can be as simple or as complicated as you wish to make them. Keep in mind, to be fun, the boys must find the north pole. 

Reminders 
Players in circle; one player starts by saying "I've thought of a kettle," (or any other object). The next might say "That reminds me of steam," and so on. After one or two rounds the leader says "unwind" and the players in the same order repeat the list from the other end back to "kettle", any failing losing a life. 

Ring Hockey 
The two "keepers" each have a short baton about the size of a 12 inch ruler and man their opponents' goal, facing their own team. A rope quoit is substituted for the ball and is passed from hand to hand. 

No man may run with the quoit. If he catches it on the run, he must stop immediately. No physical interference allowed. Goals are scored by ringing the stick. Other rules may be introduced at the discretion of the referee. 

Rollercoaster 
For this one, may we suggest a piece of ground with a little 'give'. Scouts lie as closely-packed as possible side by side on their stomachs. The Scout at the starting end rolls over onto his neighbour, and continues rolling all down the line until he's back on his stomach at the end. At this point the next Scout gets rolling. Once things are in motion, the rollercoaster starts moving along at quite a clip. Put two or more rollercoasters in motion and have a race. 

Rope Swing 
For this energetic game, you need two thick climbing ropes and a tree or two. Fix the ropes to the branch of a tree with an interval of about one metre between them. Tie a big knot at the end of each rope so that it hangs about a metre from the ground. This is a challenge for two Scouts at a time. They can begin by standing on a log or rock with rope in hand to jump-start a swing, or simply leap up, grab on and start swinging. The object is to try to unseat the Scout on the other rope. They may climb onto their opponent's rope if they can. A player is out as soon as any part of his body touches the ground. 

Ropeless Tug 
Troop in two teams lined up back to back with legs slightly astride on either side of a dividing line. One team stands still while the other takes one sideways step so that each member's back is facing the backs of two members of the opposite team. Both teams then bend forward from the waist, cross arms between their legs and reach out to hold the hands of at least two members of the opposing team. When boys are finally arranged, give them a signal to pull. The object is for one team to pull the other over the dividing line, but the end result may be just a lot of back and forth shuffling, and a whole lot of fun. 

Round-Up 
Scouts form an arm's length circle and stand with heads down, hands behind backs and eyes closed. A leader gives one Scout a bat (rolled towel or newspaper or stuffed sock). On signal, that Scout chases the boy on his right around the circle in an attempt to hit him on the behind with the bat. The runner is safe when he reaches his place in the circle. Select a new chaser and repeat, or try with more than one chaser. 

Run the Gauntlet 
Another good game for April, when spring fever is running rampant. You need several playballs or tennis balls, about one for every two boys, although you can get by with fewer. 

Line up half the troop against one wall of the room. They must run to the other wall carrying chits of cardboard to place in a box at the end of the run. Station the other half of the troop along both sides of the hall, balls in hand and ready to mow down the runners. 

Chit-carrying runners must drop out of the game if hit. Runners who successfully place a chit in the box return for another try and cannot be eliminated on the return trip to pick up a chit. 

Play the game for two minutes, or until all chits have been transferred or all runners eliminated. Then, reverse sides and resume play. The team which delivers the largest number of chits before time is called is the winner. 

You can also play the game as a relay. Post two leaders (or boys) on each side of the hall and use four playballs. Leaders try to hit the boys (below the knees, please) as they run the gauntlet. No chits are involved in this game, and it's a little more difficult to decide a winner. 

Ruthin Bumbang 
Ruthin Bumbang is a game which John Sweet featured in his column about four years ago, under the title "Forgotten Games". Possibly it is just as well forgotten, as many Scouters seem reluctant to try it. This is how it goes according to John -- "Ruthin is a small country town in North Wales. The night I visited the troop there were twenty-four boys present. The Scouter carefully counted twenty-two tennis balls into a cardboard box. The boys lined up eagerly. The Scouter walked to the middle of the room, up-ended the box and scattered the balls everywhere. The boys rushed forward to pick them up, and returned to the base line. The two unfortunates who had failed to secure a ball walked disconsolately to the far end of the troop room and leaned against the wall with their backs to the troop and arms shielding their heads. The rest took careful aim and fired. I was horrified. It seemed to me that the poor victims would be annihilated. Not a bit of it. Back they came, right as rain, the balls were returned to the box and the game went on." 

SWAT 
Frank Smith of the 1st Hatzik, Mission, B.C., contributed a game guaranteed to help Scouts work off aggressive tendencies. It requires a newspaper rolled - but not too tightly. 

Scouts form a circle and face inward with eyes closed and one hand open behind their backs. Scouter walks around the circle and quietly places the rolled newspaper into one Scout's hand. That Scout begins to swat the boy on his right, chasing him around the circle until both are back in their original positions. Scouter retrieves the newspaper and places it in another Scout's hand. Play until everyone has had a chance to swat his neighbour. 

When forming a SWAT circle, it's wise to arrange the boys with some care so that you avoid putting the smallest Scout in the troop next to the biggest. You might also consider letting the swatter bash the Scout on his right OR left, which would give him a chance to get revenge on the one who swatted him. 

Scout Dragnet 
For this test of strength and teamwork, you need a neckerchief for each patrol and a heavy rope large enough to encircle the entire troop. Place a neckerchief in each patrol corner. The Scouts, arranged in their patrols, stand inside the rope circle placed in the centre of the hall. On signal they lift the rope to waist level. They must stay inside the rope and keep it at waist level as they try to retrieve their patrol's necker from its corner 

Selling Out 
The boys are sitting in a straight line at one end of the hall. At the opposite end are a group of chairs with one less chair than the number of boys. The leader holds up some object to auction off, and the boys bid. When the leader has a satisfactory bid, he calls "Sold". This is the signal for the boys to stand, and run to try and get a chair at the opposite end of the room. If a boy does not get a chair he is eliminated. If the game is going too slowly, remove two or more chairs. This adds an element of surprise to the game. 

Shadows 
This is a good parent night activity. Hang a sheet over a doorway with a strong light behind it. Send a patrol of boys behind the door. On a signal each boy passes between the light and the sheet, as close to the sheet as possible. He may disguise his walking style, but make no other changes. The other boys try to guess who the shadow on the screen belongs to. As a variation, provide an old box of clothes, allow the boys to change their appearance somewhat, prior to their appearance on the screen. 

Shepherd, Sheep and Wolf 
Play in sixes or patrols. One boy from each team is the shepherd, one is the wolf and the rest are the sheep. Sheep stand at the opposite end of the room from the shepherd and wolf and form a line, each holding the belt of the boy in front. Blindfold the sheep and the wolf. 

On signal, the blindfolded wolf begins to wander. Standing in one spot and using voice only, the shepherd tries to guide his sheep past the prowling wolf and safely to his side. How many sheep make it? 

Shoes & Socks 
Organize in sixes or patrols. Players take off socks and shoes. On signal, they race to put them back on, using one hand only! The first successful team wins. To add to the challenge, insist that players use their non-dominant hand. 

Skittle Cricket 
Equipment -- one old table tennis bat (or similar). Lightweight plastic ball, 10 skittles (plastic washing-up liquid bottles are ideal.) 

The skittles are placed on a bench at the side of the field of play about four metres from the wicket (another bench). The ball is bowled underarm from the 'crease' (a chalk line) about seven metres in front of the wicket. When the batsman hits the ball he may run and fetch a skittle and place it on the bench behind him. The batsman collects another skittle after each strike, up to a total of ten, when his inning is completed. He may be bowled (struck) out or caught at any time, whether he is at the wicket or not, and his score is the total number of skittles left standing. There is no leg-before-wicket rule, says Mr. Auty (and he ought to know, since he invented the game) but I imagine that deliberate body obstruction of the wicket would not be tolerated. (Not by me it wouldn't, I can tell you.) 

An agile wicket keeper is recommended to keep the game flowing, and the bowler should be changed as the batsmen change. 

The beauty of this game is that the batsman cannot be bowled until he has scored at least one run; also that his position becomes more hazardous as his score increases, with a consequent lengthening of the line of skittles on the wicket. 

Slaughter 
Try this bit of rough and tumble with Scouts or Venturers. You need two cardboard boxes and two soccer-sized balls, and it's best to play in a grassy area. You also need rope or some other obvious way to outline the borders of the "arena", a circle about 10 m in diameter. 

Place the boxes at opposite sides of the circle and put a ball in each. Organize players into two teams. Ask everyone to take off shoes and one team to take off socks, too. 

Each team begins with players on their knees forming a huddle around their ball in the box. On signal, the teams try to move their ball to the other team's box. 

Players must stay on their knees and within the boundaries of the arena. Other than that, anything goes. 

Slay the Dragon 
This game is similar to the "Stab the Bull" game at CJ'77. It is designed to determine which kingdom can stab the dragon with daggers the most times. The dragon is set along a pulley. Each kingdom has six knights for this competition. Two knights from each kingdom are chosen for each run of the dragon. Two knights pull the dragon along a pulley while the opposing knights attempt to stab as many balloons on the dragon as possible, in a set distance of thirty yards. The kingdom with the most gashes (balloons broken) is the victor. 

Sled weight pull 
Pile a heavy load on a sled (use cement blocks or logs) and see which patrol team can pull it fastest through an obstacle course. 

Sleeping Pirate 
Equipment: Two blocks of wood or matching boxes for pirate. 

Blindfolded Scout from one patrol becomes the sleeping pirate and sits on a chair in the middle of the room with "treasure" (blocks of wood) which he is defending, at his feet. Scouts line up at one end of the room. On signal, "GO", Scouts stalk in an attempt to pick up treasure without being caught. Sleeping pirate catches Scouts who have made noise by pointing at them. A Scout pointed to must retire and start from beginning. Two trys for each player. Only one block can be captured at a time. 

Ten points are given for each block or box successfully captured. 

Variation: Use two pirates seated back to back, and more blocks if group is large. 

Slipped Disk 
The troop forms a circle and gets down on hands and knees, heads facing the centre. Place a frisbee in the middle of the back of one player. Scouts try to pass the disk around the circle from back to back without using hands, except to pick up a fallen frisbee and place it on the back of the person who let it fall. 

Smash the Scouter 
You play Smash the Scouter in four teams, each assigned a Scouter or a patrol leader as a target. My boys prefer Scouters. Mark boundary lines on the floor to divide the hall into quarters and put a team in each quarter. Scouts may move freely in their own area, but may not cross the boundary into another team's space. The Scouter stands near the outside corner of his area, as far as possible from the other teams' boundaries. Spread half a dozen or more large, soft balls around the hall. 

On signal, Scouts pick up the balls in their territory and throw them to try to hit the other teams' Scouters. At the same time, they must try to protect their own Scouter from being hit by the other teams' Missiles. Scouters may twist and duck to avoid being hit, but must not move their feet. Each Scouter keeps track of the number of times he's struck. At the end of the game, the winning team is the one whose Scouter has counted the lowest number of hits. 

The best strategy in this game is to position a couple of boys near their Scouter to protect him while the rest concentrate on attacking the others. Whenever we play, however, the strategy goes out the window and all the boys become enthusiastic attackers, happily leaving their Scouter to fend for himself. I can't think why. 

Smash the Scouter is a good game for releasing frustrations. I caution you, however, to make sure your hall is large enough that the Scouters are a good distance away from the attackers of the other teams. We want "smash" to be figurative, not literal! 

Solar System 
Equipment needed: Several empty egg boxes 

A plane has crashed in the area carrying the component parts of a revolutionary new solar energy system that will be cheap to produce and will help to save the earth's dwindling natural resources. But, during the crash, the components (which look rather like ordinary egg boxes) have scattered over a wide area. 

Two countries have sent their best men to find these components and bring them back to their leaders. The country lucky enough to make use of this secret energy plan will become very rich and powerful but it must have all the parts before the system will work. 

Divide boys into two teams and hide enough egg boxes for one complete team to find one box each. 

Send boys to search for these and return with them to base. Team with most egg boxes found may then challenge other team to a trial of strength to win remaining components. This could be arm wrestling matches between a boy who returned empty handed from each team. Or the team with most boxes could choose their champion and pit him against one of the boys with a box from the other team. If deadlock occurs settle it with an all-in tug 'o war. 

Soup Can 
The Incredible Shrinking Scout has decided to quit show-biz and live as a hermit on a desert island. Normal suitcases are too big for him, so pack up this empty soup can with as many useful items as possible. He'll need only one of each item. You must have it packed no later than... (Scouter's Note: Give each patrol a clean empty can. Any size will do as long as each patrol gets the same size.) 

Spaghetti Drop 
For a hilarious relay with older sections at a Hallowe'en party, try this one. Teams line up in relay formation. Each chooses one member to go to the opposite end of the playing area, take off his shirt, and lie on his back with an empty pop bottle on his stomach. He may hold the bottle in place. Beside the first person in each team, place a pot of cooked, cooled and drained (but still slightly soggy) spaghetti noodles, and a pair of disposable plastic gloves. After the signal, each player in turn puts on the gloves, picks up 10 wet noodles, runs to the other end of the room, and drops the noodles into the pop bottle before racing back to take off the gloves and hand them to the next player. Declare the first team finished the winner. Declare each team's bottle-holder a hero! 

Spar Golf 
Patrols in relay formation out of doors, each with a 10/12 ft. spar of about 4 in. butt. The first man in each patrol carries his spar out any distance he likes, butts it into the ground or snow then shouts "Go" and takes his hands away so that the spar hangs in the balance. The second man must catch it before the tip strikes the ground. If he succeeds, the patrol moves out to that point, while #2 carries the spar forward and repeats the process for #3. If, however, the runner fails to catch the spar in time, the next attempt must be made from the same spot. The patrol which covers the greatest distance is the winner. 

Speed spud 
Set up a ramp to roll potatoes down. Use a long stacking table with the legs of one end collapsed, or a household, hollow-core door. Let everyone choose a potato. Set these up at the start line at the top of the ramp. At a signal from the referee, the racers let their spuds go. The first one over the finish line wins. 

Improvise different rules: the straightest rolling spud wins; the fastest wins; the one that rolls the farthest wins; the funniest roll wins. 

Spinning Jenny 
Just the job for enabling the Scouter to get one back on the troop when they've been playing him up. 

Players in two concentric circles, facing inwards. Inner circle join hands as for "Ring-a-ring-o'-roses". Players in outer circle stand in gaps with hands on shoulders of pair in front. At signal, all bounce round lightly on toes. Scouter in charge shouts, "One up!" "Two up!" "Two down!" and so on, and outside players have to claw their way in clockwise direction (up) or counter-clockwise (down), while inner circle continues in original direction. Very energy consuming Guaranteed to take the steam out of even the rowdiest troop in five minutes flat. Strongly recommended. 

Spud of the Nile 
Put a large collection of potatoes on a table. Try to build the tallest pyramid possible. (A great team event.) 

Star Dash 
The patrols sit in relay formation arranged like spokes of a wheel, all facing centre with patrol leader in front of each. This is done so that there is at least a 6 ft. diameter circle in centre of spokes. Each patrol numbers off, from the patrol leader backwards. There are three commands: Change, Cross, Around -- each of which is followed by a number. When 'Change' is called, that number just runs across the centre and sits in the space vacated by the Scout with the same number in the patrol opposite. When 'Across' is called, the number runs across the centre round the patrol opposite and back to his place. When 'Around' is called, he runs clockwise right round the outside spokes and back to his place. Another order may be given to another number, before the first order has been completed, thus getting most of the troop running round at the same time. The first Scout to complete the order wins a point for his patrol. 

Step Over 
This is a good game on a parent night, as it produces lots of laughs. The boys are lined up in a relay formation. Between them and a wall 30' in front of them, a number of objects such as chairs, coats, ropes strung across the room, staffs, books, etc., are placed. The boys are asked to study the position of these objects, then place their scarves over their eyes and walk to the far wall without bumping into any object. Anyone touching an object stops where he is. The first person to reach the far wall successfully is the winner. Now the fun begins. Return the boys to relay formation. Rearrange the objects on the floor. Have the boys place their blindfolds over their eyes. Now, create a momentary diversion while someone gathers up all the objects. Then start the game. It will be quite hilarious watching the boys step over, around and under objects that don't exist. 

Stick Pull 
Two Scouts sit facing each other with the soles of their feet touching. They both grasp a strong stick between them and, on signal, pull. The first to lift the other guy's buttocks off the ground is the winner. 

Storm the Fort 
Play Storm the Fort in a wooded area. Choose widely separated trees, one for each patrol, and place a safe sparkler in each. Give each patrol five matches. Using flashlights, the Scouts try to light the other patrols' sparklers while guarding their own. This won't work on a windy or rainy night. 

Story Time 
Give each patrol a newspaper, pair of scissors and tape. In 10 minutes, they are to cut words or phrases out of the newspaper and tape them together to make a story. A Scout from each patrol reads the story and the troop judges the winning patrol. 

Strangers 
Get some people who are strangers to the boys to come along as passers-by in the street or road, and let the boys separately notice all about them. After an interval ask each boy for a full description of the passers-by as to appearance, peculiar recognizable points, and what he guesses their business to be. 

Or let each boy have two minutes' conversation with some stranger, and try to find out what he can about him in that time by questioning and observation. 

Stretcher Race 
Equipment: For each patrol, two staves, one strong blanket, one inflated balloon. 

Action: Patrols in relay formation, each 20 feet from two patients. 

On signal, two men run up with blanket and staves, make stretcher, place a patient on it. Judge places inflated balloon on patient. Bearers pick up patient and carry him to starting line without losing balloon. At starting line, patient is lifted off; two other Scouts make a stretcher and carry second patient back. 

Scoring: Patrol that carries both patients to starting line with greatest care (not speed)--with balloon remaining in place- wins. 

Submarines 
One team, blindfolded, forms a line across the room, feet astride so that one player's left foot just touches his neighbour's right, and holding hands. The other team tries to pass through the cordon without being touched. Cordon may let go hands to catch a spy, but may not move their feet or bend their knees. Team getting most through, wins. A time limit is usually needed. 

Submarines and Minefields 
Half of the boys are in extended relay formation with legs apart. They are blindfolded and become 'mines.' The rest of the boys are submarines. On signal, 'subs' try to crawl between the legs of the mines, without touching. If a mine hears a sub, he 'blows it up' by touching it with one hand. Mines and subs change positions after a given time. 

Score two points for each sub getting through mined waters. Mines receive two points for each sub blown up. Deduct two points from the mines' score for each blow made at a sub and missed. 

Surprise Rise 
Before heading out, number off the members of each patrol. At any time during the activities, a leader may blow a whistle and shout out a number. The patrols must immediately stop what they are doing and hoist their member with that number up on their shoulders. 

Swat the Fly 
Five or six players, each with a rolled up newspaper bat, stand in a circle. Attach several balloons on two metre strings to the waist of a player designated the Fly. The Fly races around the outside of the circle while the players in the circle swat at the balloons to try to burst them. The Fly gains a point for each lap he makes in a given time, and another point for each intact balloon remaining when his time is up. Scouts take turns at being the Fly. 

Tanks 
The entire troop, save one, lie face downwards, side by side, on the floor to form the tracks. The spare man lies full length on top at one end. The tracks roll over together so that the man on top is borne swiftly along. Others follow in turn. 

Tenderfoot Tim 
Players in circle. One starts by saying "Tenderfoot Tim went to camp and took..." mentioning some object. No. 2 repeats No. l's statement and adds another object, and so on, around the circle. 

Each falls out as he fails to repeat the list. Last in wins; a list should be kept by the Leader on paper as the game proceeds. 

Test Your Senses 
Players sit around in a circle so that objects may be easily passed in the dark from player to player. 

When explaining the game, the leader should try and create an air of mystery, a ritual-like atmosphere, to add to the fun of the game. Get all the players to whisper each sense in the order you want, See, Touch, Taste, Smell, Hear. After they whisper this, the leader says, "Now we'll chant the senses softly until we're sure of their order." 

Fifteen mysterious objects are to be passed around the circle in three series each containing five objects, the first of each series is to be identified by Sight, the second Touch, the third Taste, the fourth Smell and the fifth Hearing. The players must maintain absolute silence throughout the game, concentrate and try to remember the names of all 15 objects. 

With the lights out, the leader passes the flash light first, next an object to be identified by touch followed by something to be tasted, next by something to be smelled and then something to be heard (an old cow bell?). The leader continues to pass the objects in the established order. After the first series of five objects, start a second series beginning again with a flashlight. The third series is also started with another flashlight. 

When all 15 objects have been passed, assign each player a partner and together they must write a list of the 15 objects passed in their exact order. The pair that prepares the best list is declared winner. 

Note: Objects for touch: matchbox, button, wool, candle, thimble etc. This also makes a great Halloween game using the old stand-by's; wet, stuffed rubber glove, cold spaghetti, peeled grape, etc. Objects to smell: sachet powder, herbs and spices such as mint leaves or chili powder. A small piece of cloth could be soaked in a liquid with a distinctive smell, such as the newer scented shampoos, strawberry, lemon, cucumber etc. 

The Black Panther 
Equipment needed: Flashlights and maybe whistles 

This game is played in darkness and in comparative silence. Boys draw slips and one of them is the black panther. Slips are handed back in exchange for flashlights. No-one knows who the panther is. All must now prowl about in a prescribed area listening for boy who, every minute or so, must whistle a snatch of well known tune. If they hear it (and only then) they can shine flashlight in face of boy they think the sound is coming from and if they catch him whistling they've won. 

Or, if preferred, each boy can wear an actual whistle round his neck. Only the panther is allowed to blow his, in occasional short sharp blasts. The boy caught in the flashlight's beam with his whistle in his mouth is out. If real whistles are provided, area of play could be much wider -- provided they don't lope off totally out of earshot! 

The Grocer 
Equipment. One bag and several packages representing each item in your favourite camp menu. 

Method. Place packages in a bag. Scouts group around leader (cook) who reaches into bag and picks out packages one at a time, naming each package as it is shown. After all packages have been brought out of cook's bag, Patrols go to corners, make a list of the ingredients from memory, and figure out the menu. 

Variation. Each Patrol "cooks" up a new recipe and tries it out on the Troop. Most practical and popular recipe earns 25 points for the originators. 

The Incredible Bulk 
Equipment needed: Large sack or garbage bag Length of rope 

The poor old Incredible Bulk is lurking in the deepest part of the woods, wearing the large sack with holes cut for head and arms. Two teams are after him: the "goodies" who have the scientific know-how to turn him back permanently into a normal chap, and the "baddies" who want to capture him and exploit him by putting him in a sideshow so that people will laugh at him as a freak. 

Send Bulk off to hide in the woods and divide remaining boys into two teams. The goodies must try to find him, approach him and remove sack, thus making him normal. The baddies have length of rope hidden among them and their aim is to approach him, tie rope round his middle and drag him (gently lads!) back to base. 

Now the point is that the Bulk doesn't know which individual boys are good guys and which are bad guys. So it's up to each boy, or small group from either team, first to locate him and then to creep up on him unawares. Or they might try staying as a team and surrounding him. It is then up to them to convince him that they only want to help him. If the baddies do manage to rope him first, the goodies will have to plan a strategy to overpower the entire gang, untie rope and remove bag. 

The Mad Spotter 
This fun idea for the troop appeared in Scouting (U.K.) magazine a few years back. You need a flew packages of adhesive spots of different colours (available at office supply stores) and time to lay an outdoor trail leading to a good place to stop for a treat. 

Stick some of the spots in obvious places and others where they'll be harder to find (e.g. green spots on green leaves), and assign different point values to different colours. 

Tell the troop about the notorious Mad Spotter who recently hit the area, give each patrol a card, and send them out to find as many spots as possible to stick on their cards. Tally up scores as they enjoy a treat at the end of the trail. Later, retrace the route to remove any spots the Scouts didn't find. 

The Twig Race 
For this fun patrol challenge from Scouting (U.K.) magazine, you need a smooth spar 3 to 4 m long and 10-12 cm in diameter for each team and a twisty course with lots of tight turns and occasional obstacles to get over or through. If you have a treed area adjacent to your playing field, you can design the course by running a string path through the trees. If you don't have enough trees, use stakes and your imagination for other obstacles. 

The object is for patrols to race their "twig" through the course against the clock. The challenge is not in the weight of the log but the difficulty in getting it past all the tight bends. At least two members of the team must be in contact with the twig at all times. The clock stops when the last Scout in the team crosses the finish line. 

Before you start the clock and Scouts running, set the scene with a story that explains the race. You can make it anything you wish, but the British Scouts heard that the original race took place on Christmas Eve in the time of Ivan the Terrible (mid 1500s). It seems Ivan sent his serfs out in the snow to gather firewood. Because it was bitterly cold, these poor servants did not want to linger in the forest any longer than they had to. Working in pairs, they picked up the largest branches and logs they could carry and raced back to the warm castle with them as fast as they could. 

The Waiter 

All relays basically follow this format. The boys are arranged in relay formation by patrol. The lead boy is given a paper plate on which three rubber balls (or tennis balls) are resting. With his hand under the plate, the boy runs to a marker 30' in front of him, imitating a waiter serving in a fancy restaurant. On his return, the second boy repeats the task. As a variation you can instruct the boy to change hands at the marker, or to return with the balls and plate on their heads. 

The Wire Game 

Play at night in a bushy area. Scatter lots of 20 cm lengths of string throughout the play area. 

Organize the troop into two groups of resistance fighters whose bases are located at either end of the play area. Communications between the bases have been severed. The resistance fighters must find bits of wire (the string) and join them together to connect the bases so that they can resume transmissions. Of course, six or seven security guards are patrolling the area so the resistance fighters must accomplish the task without being caught. 

Resistance fighters carry a drinking straw (life), which they must surrender to any guard who spots them. A fighter without a life must return to base for another straw before resuming the search for wire or working on connecting the pieces. 

Thrashing the Hen 
For this activity a man with a bell had a hen tied to his back. Two other men were blindfolded and given sticks to beat the hen to death. For a more tasteful version of the stunt, tie a balloon to the back of one boy and give him a bell. Give two other boys light rolled-paper batons with which to try to break the balloon. 

Three-legged Soccer 
For older sections, try a soccer game in which the field men are two players tied together at the leg as if for a three-legged race and the goalies are two players tied back-to-back at the waist. Make the playing field smaller than for a regular game. Players may kick with their combined leg or their free legs. 

Throwing at Cocks 

In its original, most barbaric form, a hen was sealed into an earthen crock which was then suspended from a high pole. People paid a fee to throw stones at the crock. When the crock broke, whoever caught the hen ate it. Here's a tamer version. Seal a pound of candy in a papier mache hen and hang the hen from the ceiling like a pinata. One at a time, blindfolded boys swing a stick at the hen. Each has three swings before he passes blindfold and stick to another boy. 

Tops and Tails 
Players in circle; first player mentions a two-syllable word - e.g., "England"; second player mentions a word, also of two syllables, of which the first must be the second of the previous word - e.g., "landlord"; third player might say "lordship", and so on till a player fails and loses a life. Three lives lost, player falls out. 

Towel Rescue 
(Each team is to provide a towel.) The story--a victim is drowning, you are to send a team mate after him, bring him ashore by approaching victim carefully, towing him back, lifting him from pool and demonstrating proper procedure for rescue breathing. 

Treasure Dive 
Select one boy from each team and assign him to the right or left side of the pool deck, near the middle of the pool. When you have your 20 boys lined up (10 on each side), throw a puck into the pool and see which boy can retrieve it first. One boy dives into the pool from each side, one retrieves the puck, and then both return to their respective teams. 

Treasure Trove 
Equipment needed: Mayan treasure chest Weapons, such as red felt pens or short lengths of rope 

Inside the treasure chest or box (not too large as the boys must be able to carry it and run) can be rocks or leaves but it would be more imaginative if it contained a small statue or mask. This could be fashioned from driftwood or carved earlier, by a leader or boy. Or, as a previous camp assignment, each boy could carve or whittle a small animal or idol-like statue, or perhaps mould one from clay, and they could all be wrapped and placed in the box. 

A leader buries the treasure some distance from base and just out of sight -- maybe under a pile of leaves or tucked under the overhanging banks of a small stream. He then draws two identical maps of the area, indicating where the treasure may be found. 

Boys now divide into two teams: the archaeology students and the bounty hunters. Leader tells them that a world famous historian has sent word that, during his researches, he has unearthed maps and information to the effect that priceless Mayan treasure is buried somewhere in the area. The government very much wants this treasure trove to be placed in a national museum so that all may share its beauty and so that historians and archaeologists may unravel some of the hidden secrets of Mayan civilization. 

However, the bounty hunters know that they will get a good price for it if they sell it to a bunch of rich foreign potentates lurking back at base along with the senior archaeologists. (Leaders take on these roles.) 

Each group is handed a map (or you could hand each team a cryptic clue leading them to the maps which could be hidden somewhere nearby). They are told to search for the treasure and to do all in their power to keep it in their possession until they can get it safely back to base. 

Points will be awarded as follows: 

Five points for finding the treasure first. Ten points for bringing it back to base. One point for each opponent captured. 

Captures could be made by marking bullet holes on boys' foreheads with a red felt pen (ugh!) or by tying his wrists behind his back using fiendishly clever knots -- but not so fiendish that his circulation is cut off! A time limit may need to be set. 

Triangular Bandage Relay 
Equipment: One neckerchief per patrol. 

Action: Patrols in relay formation, each facing a seated "patient" and a judge across room. Game leader announces bandage to be tied: hand, head, knee or foot. 

On signal, first Scout runs up, applies bandage, is scored by judge, unties bandage, runs back, touches off next Scout, who runs up to apply next bandage. Continue until seven runners have tied a bandage. 

Scoring: Score for quality not speed: perfect bandage 10 points; good 8; fair, 6. 

Turtle Race 
This game requires muscle and stamina. It is begun by any number of players sitting in a row, each grasping his right ankle with his left hand and his left ankle with his right hand. (If you do not think this is a difficult position to hold, try it.) At a given signal, the players leave their mark and move as fast as possible toward another mark, a short distance away. The boy who crosses the goal line first, without removing his hands from his ankles, wins. 

Two Man Carry Relay 
Equipment: None. 

Action: Patrols in relay formation, Scouts numbered from one to eight. 

On signal, Scouts No.'s 1 and 2 carry No. 3 using four-hand carry (conscious patient carry) 20 feet, turn around and return to starting line. Next, No.'s 3 and 4 carry No. 5 around the course. Continue sequence until patrol makes four carries. 

Scoring: First patrol to complete four carries wins. 

Two's Company 
This wide game, also from Scouting (U.K.), is a fun way to get Scouts or Venturers better acquainted with each other early in the Scouting year. Organize them into two teams of equal numbers and supply each team lengths of rope. 10 flags, and a supply of "lives". 

Divide the outdoor playing area (preferably mixed field and woods) in two and identify territorial borders. Teams establish bases at opposite ends of the playing area and plant their flags. Then, they organize themselves in pairs, each of which ties itself together at the ankle, three-legged style, and collects one life from the team captain. 

On a signal, teams try to raid the flags at their opponents' base while protecting their own. The three-legged players may tag opponents they find in their territory and remove a life from them. Lifeless pairs must hobble back to base to get a new life from their captain. While lifeless, they may not raid flags or tag opponents. 

Pairs who successfully obtain a flag have free passage back to their own base where they add it to their team's collection. At the end of a set time (or when players are black and blue from failing over each other), blow a whistle to call in teams and count up flags. 

Ultimate 
This version of frisbee football was a weekly game for our Scout troop whenever we could get outdoors. It is a non-contact team game where players pass the frisbee up and down the field by throwing. Running with the frisbee is not allowed. Each goal (a frisbee caught in the opponent's end zone) scores a point. When an opposing team member intercepts or knocks down a throw, there is a quick turnover and the frisbee begins moving in the opposite direction. 

Ultimate involves a lot of running and jumping, which makes it a great warm-up game in the spring, and Scouts quickly learn it. For stability in throws, it's best to play with the 141 g size disk. 

Underwater Kim's game 
Place a number of non-floating objects close together underwater at the bottom of a pool or at the beach. For Beavers, place objects in water about waist-deep-- deeper for swimming Cubs and Scouts. 

Each swimmer must wade, jump or dive into the water, look at the objects (without touching them), come to the surface, return to the leader and report what he can remember. 

Underwater treasure hunt 
Distribute fifteen or twenty "treasure" items on the bottom of a pool or lake. Treasures should be shiny objects (metal washers-- gold pirates coins), marbles, etc.. Avoid breakable objects or those with sharp corners. 

Mark the general area of the treasure by a floating marker. 

On a signal, a single member from each competing team dives into the water with a bag to search for the treasure. Allow each diver several minutes before another diver from his team replaces him. The team scoring the most points wins. (You might score "1" for a washer, "2" for a smooth stone, etc..) 

Vegetable Stew 
The boys are seated in a circle with one boy in the centre. The leader assigns the name of a vegetable to each of two boys in the circle. When the name of their vegetable is called, the two 'corns' or 'potatoes' run to change places, while the boy in the centre tries to get one of the vacant places. When the leader calls 'vegetable stew' everyone scrambles to get a different seat. The one left standing is it' for the next round 

Waiter Game 

Boys are in relay formation. Each team has a "tray"-a paper plate on which is balanced three tennis balls. Boys race to a mark and back holding the tray in the flat of the hand and extended from the body, as waiters do when carrying meals through busy restaurants. 

Water soccer 
Play this game in shallow water (about waist deep) with a plastic soccer or beach ball. Using floating markers set up goals at each end of the playing area. Players must not grasp, hold or throw the ball. They may only push or kick the ball on the water surface. 

Waterboy Relay 
A game we picked up in Sweden many moons ago: for each patrol, a bowl of drinkable water and a pint mug. At the far end of the field -- say thirty yards -- a bowl of equal capacity. At the word "Go," the first man in each team takes a mouthful of water, sprints down the track, spouts the water into the other bowl and returns to hand the mug to the next in line; and so on till all the water has been transferred. In Sweden, they added to the hardship by playing the game on a fairly steep, very rough slope. 

Wells Fargo 
Equipment 

- Six silver or gold ingots (if budget restraints prevent the use of real ingots, pieces of 2x2 wrapped in silver or gold foil will do). - Strips of paper 2 cm x 20 cm in two colours for "lives". - Safety pins (one per player plus extras) 

To Play (20 minutes) 

Organize the troop in two equal teams and assign each a "life" colour. Each player pins a life of the appropriate colour on his right shoulder. 

Organize the play area unto halves and assign each team one half to defend. Each team sets up a bank and a jail in its territory, marking out a ground area 3 m x 3 m for each with string or flour. 

Give each team three ingots to deposit in its bank. 

On signal, players try to sneak into their opponents' territory to steal their ingots and carry them to their own bank. 

A player may carry only one ingot at a time. 

A player is captured when an opponent tears his life from his shoulder. Captures may be made only in the opposition's territory (attacking zone). 

If he is carrying one, a captured player must surrender the ingot to his captor, then go to the enemy jail, where he receives a new life but must stay until rescued by a teammate. In order to make the rescue, the teammate must run into the jail and tag inmates without being caught. 

When time is up, the team with the most ingots in the bank is winner. 

Wet Egg Toss 
Fill small balloons generously with water for an inexpensive version of an egg-toss. Scouts in pairs toss the fragile missile back and forth between them, increasing the distance tossed with each successful catch. A great game for a hot day! 

Whiff game 
Make an arrangement of six containers (more if you like) in which you've placed aromatic materials such as turpentine, coffee grounds, cinnamon, pepper, perfume, etc. Cover the containers and punch small holes in the covers. 

Organize the boys in relay formation and give each boy a card numbered 1 to 6. Every boy runs six times. On each run, he tries to identify one of the odours and marks it on his card. 

You can play this as a circle game or simply as a pass-around, but the relay adds a bit of fun to the proceedings. 

Winter Games 
An activity day involving a sun-up to sundown round of activities is the next best thing to a winter camp. In fact it should precede any winter outing in order to check the boys' dress, brush them up on winter foods and cooking, and reinforce the idea of the shortness of the winter day. Many boys make the mistake of putting off chores in winter camp assuming, as in summer camps, they will be able to complete their wood gathering, or similar tasks, after supper. 

The activities listed here work best when you have several patrols in competition. So invite your neighbouring troops or those from other districts. Have each set up a base station and on a pre-arranged signal, send one member of the patrol to receive instructions at a central point. Then the boy returns to his patrol, explains the activity, and the patrol carries out the project. First patrol finished or with best job, gets some reward--either points, ribbons, etc. At noontime all return to base to cook dinner, and after lunch the games resume. Some ideas: 

1. Using the bodies of your patrol, spell the international symbol for help in clean snow. (But you'd better make sure there are no aircraft in the vicinity when you try this, or you may be unexpectedly rescued!) 

2. Using any method you know, demonstrate how to rescue one of your buddies who has fallen through the ice of a nearby pond. 

3. Devise a way of bringing an injured Scout from your base to the central point without him touching the ground. Demonstrate. 

4. Find some way, in addition to No. 1, of signalling to an imaginary airplane that you are lost. 

5. Take a balloon (provided) back to your base. Devise a way of breaking it from 25' away. Come to central and demonstrate your method. You have only two chances. 

6. Find the champion "snow chicken fighter" in your patrol. Once determined, send him to central to see who is the grand champ. 

7. With whatever material you've handy, devise a rabbit snare. Once done, send someone to advise central so they can check it. 

8. Get one of your members 5' off the ground, have him light a fire sufficient to boil a billy of water on his perch. 

9. Capture and tie up one of the patrol leaders of a rival patrol--no fisticuffs--and don't get wet. 

10. Send your best axeman to the axemanship contest. (In pulp log, drill ten 1/8" holes 2" apart. Set a wooden match head-up in each hole. Each contestant gets ten direct chops at the matches. The number he lights is his score. A hatchet is recommended over a 2 1/4 pound axe.) 

You can round this program off with a toboggan pulling contest, tug of war on ice, tin can curling, ice pond bowling (using frozen milk containers for pins and frozen snowballs for balls), tin can hockey (using dead branches as sticks and tin cans for pucks). 

Whizz Buzz 
This game may be introduced when the Scouts have mastered "Buzz". The rules are exactly the same, except that as well as saying "Buzz" for 7, the players also say "Whizz" for 5. 

E.g., 67 is "whizz buzz." 75 is "buzz whizz." 

Who Are You A-Shoving? 
A bit of floor is marked off capable of holding half the players packed tight. Teams line up around it. All try to get into the marked area; only shoulder-heaving allowed. After two minutes team with most in wins. 

Wombat Tennis 
A wombat is a clumsy bear-like animal that lives in a hole in the ground. Play the game like table tennis using a ping pong ball on any large flat surface with a net or barrier stretched across the centre. The difference is the bat. A wombat bat is the size and shape of a table tennis paddle, but it has a 7 cm hole cut into the centre! Make bats from plywood or old ping pong paddles. 

Wordscrabble 
Give each patrol a newspaper, scissors and 10 minutes to come up with four jumbled words. They then challenge other patrols to make words from their letters. 

Ye Old Catapult 
A game to test the patrol skills between the kingdoms, by firing off catapults. Each kingdom has five catapults. Extra knights are royal water balloon fillers. The two kingdoms are set on the highest point of land near the camp, facing each other thirty yards apart. Both kingdoms fire water filled balloons at each other and the kingdom with the most hits (the driest) is the victor. 

Ye Old Long Staff 
A game to pit the strength of the individual knight against a knight of the opposing kingdom. Each kingdom has six knights representing it and opponents of equal physical stature are paired off. Both opponents are placed on an 8' x 1' plank. Each then attempts to force the other off by clashing staffs and thus pushing the opposing knight off the plank to his death. 

Ye Old Spear Throwing 
A game to test the collective skills of lancers. Each kingdom has six lancers. The knights selected attempt to hit an 8' x 3' target of a knight in shining armour. The kingdom with the most collective strikes on the knight is the victor. 

Ye Old Wide Game 
This game is similar to "Flags". Each kingdom tries to successfully take the other kingdom's treasure (kingdom flag). The kingdom which does it twice is the victor. 

Ye Old Wild Boar 
A game to determine which kingdom has the finest archers. The target is a 5' x 4' painted image of a wild boar. Each kingdom is allowed six archers, with six arrows each, and the kingdom which scores the most hits is the victor. 

You Can See It--Can't You? 
This game can be played indoors or out. 

Show the players the article to be hidden. Explain the game and then ask them to leave the room or standby in a designated spot, if outdoors. 

Hide the object 'in plain view', that is, place it in an out-of-the- way spot where it may be easily seen when a player flashes his flashlight upon it if standing in just the right spot. 

When the object is 'hidden' call the players back to start the hunt. As soon as a player sees the object, he sits down. The hunt continues until everyone spots the object and is sitting down. 

Note: A flashlight is needed for each player or team them in pairs with one flashlight a pair. 

Variation: One player with a flashlight hunts for the object while the group watches, yelling out HOT, COLD or WARM as the player gets closer or farther from the hidden object. 
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