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Introduction 
The MacScouter's Big Book of Games is intended to be used by Scouters and Guiders around the world to 

further your programs, and bring fun into your Dens and Packs.  This Volume 2:  Games for Older Scouts is 
intended for older boys and girls, but it is impossible to draw a line and say you cannot use these games for boys 

and girls younger than this.  In fact, there is some overlap with Volume 1:  Games for Younger Scouts,. 
The material here has been gathered from many sources, most of which are Cub Scout, Beaver Scout or Boy 

Scout related, thus the language used within the games.  I believe that most games are suitable for Girl Guides, 
Girl Scouts, Campfire Boys and Girls, and indeed any group of young people.  There are over 650 games in the 
Big Book, divided into many different categories. 

The MacScouter's Big Book of Games has been compiled from a wide variety of sources.  It started with the 
Scouts-L Games FAQ.  Then, we combined the Indian Nations 1994 Powwow Book games, with other Powwow 
Book games, games from Australia, and individual games from many people.  Our sincere thanks to Jim Speirs, 
Merl Whitebook and a long cast of characters for contributing to this volume. 

Please note that all of the material contained herein has been provided by others, or has been compiled from 
material on World Wide Web sites.  It is not my intent to incorporate any copyrighted material in this document.  It 
is brought to my attention that any material contained here is copyrighted, and that copyright states that the 
material is not to be reproduced, I will immediately remove it from the electronic document and from the WWW 
site. 

If you have games that you do not see here, please send them to the MacScouter at gary@macscouter.com. 
R. Gary Hendra, the MacScouter, January 1997 

 

Introduction to Camp Games for Older Scouts 
by Merl Whitebook, adapted 

 
Games have always been one of the most important elements of Scouting and of the "Patrol Method".  
With "GOOD" games, you can emphasize and practice whatever skill you are teaching that week. A good 

game or contest will show whether the boys have learned their stuff..AND..they'll have FUN in the process. 
Just remember any game can go wrong if YOU let it...explain the rules clearly, make up rules that will stop bad 

things before they happen like "NO plowing through people or kicking in British Bulldog". Think ahead and make 
rules up ahead of the game..don't be afraid to change rules as the game is played though. THINK SAFETY!  Most 
of these games can be listed under several categories. Observation is a category that can probably have all the 
games listed under it. 

You'll notice a lot of these games fit right into the Camporee theme. You'll probably want to use them to 
prepare for the annual Camporee.  There are literally thousands of games that can be used in Scouting. 
Remember that Scouting games should... 

1.  Be FUN 
2.  Be SAFE 
3.  Have a theme or skill involved 
4.  Have all members participate 
5.  NO ONE should be forced or scored OUT. If a boy has to leave the game because he got tagged out 

etc...he will probably go to the side and get into trouble...just keep scores until the end of the game and 
then honor the winners (patrol, individual...). If you can, honor everyone.   

A great source of games is "Woods Wisdom", old Scouting books like "Scoutmasters Handbook", "Patrol 
Leaders Handbook", "Patrol and Troop Activities", "Program Helps". There are also hundreds of books (non-
Scouting) that list thousands of games, go to used book stores for the old ones, for new ones...go to any book 
store and ask for assistance. 

Merl A. Whitebook 

 

REMEMBER IN ANY GAME YOU PLAY, KEEP IT SIMPLE, MAKE IT 
FUN AND MAKE IT SAFE. 
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Camp Games for Older Scouts 
by Merl Whitebook 

 

Flying Saucer Kim's 
Theme:  Camping 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: Pack, 20 camping items, bag 
 
Method:  Leader takes item out of bag and throws it to leader #2 who puts it in pack..repeat. Patrols then try to 

make a list of the items thrown. 
Scoring:  1 pt per item 
 

Pack Relay 
Theme:  Camping 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: Pack with all items outside per patrol (all same number of items..Unstuff sleeping bag. 
 
Method:  Patrol lines up. On signal first member races to other end of room and puts one item in pack, races 

back...repeat until all items in pack.  Line up and give yell. 
Scoring:  First done wins 
 

Sloppy Camp     
Theme:  Camping 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: Complete campsite... 
 
Method:  Campsite set up with 20+ items wrong. Patrol has 5 minutes to observe(silently). Then 5 minutes to 

list all they saw. 
Scoring:  1 pt. for each right 
 

Tent Pitching    
Theme:  Camping 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 tent per patrol 
 
Method:  On signal patrol sets up tent. After checked by judge, take down, pack up, line up and give yell. 
Scoring:  First done wins 
 

Tent Strik'n Contest 
Theme:  Camping 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 or more tents per patrol 
 
Method:  On signal patrols race to see who can strike one or more tents. Some tents might have to be taken 

down early to make patrols equal. First tents down and packed, line up and do yell wins. 
Scoring:  First done wins 
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 Remote Clove Hitch 
Theme:  Communication 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: 1 large diameter rope at least 50' long 
 
Method:  On signal patrol ties clove hitch around a tree that has a circle marked 7-10 around it..no one can 

enter the circle. One patrol at a time tries it unless you have many large ropes. 
Scoring:  Fastest wins 
 

Compass Course   
Theme:  Compass 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: Compass course, cards, compass per patrol 
 
Method:  Each patrol is given a compass and one card. On signal they start. They use all 3 courses. Patrol 

with most courses right(closest) wins. 
Scoring:  Best wins 
 

Compass Facing   
Theme:  Compass 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: None (compass for leader) 
 
Method:  Troop in mass, leader calls out a compass heading. Everyone points to where he thinks it is. If 

correct, each scout receives 1 pt for his patrol. 
Scoring:  Highest score wins 
 

Map Orienteering  
Theme:  Compass 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: 1 map and compass per patrol 
 
Method:  On signal, patrol races to judge. They must take map and orient it with compass. 
Scoring:  First done wins 
 

Flapjack Flipping  
Theme:  Cooking 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 skillet, 1 flapjack (round tile) per patrol 
 
Method:  Patrols line up. On signal first scout runs course flipping a flapjack repeatedly as he goes...repeat all 

scouts. line up and do yell. 
Scoring:  First done wins 
 

Bow Saw Relay    
Theme:  Fire Building 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: Per patrol = 1 saw, log 4'x3", supports 
 
Method:  Patrols line up facing logs from 20'away.Bowsaw is placed along log. On signal, first scout runs up 

and saws off 2" slice...repeat until all have done at least once.. 
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Scoring:  1st done = king patrol 
 

Match Lighting   
Theme:  Fire Building 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 board with holes, 1 axe, 5 matches per patrol. 
 
Method:  On signal first patrol member races up and has 3 strikes with axe to light a match in log...repeat. 

First patrol to light or split 5 matches, line up and give yell wins. 
Scoring:  First done wins 
 

String Burning Race 
Theme:  Fire Building 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 axe, 1 piece of wood, balloon and string, fire box, 3 matches per patrol 
 
Method:  On signal patrol properly splits wood, prepare shavings and lights fire until string burns and balloon 

falls. 
Scoring:  First done wins 
 

Water Boiling Race 
Theme:  Fire Building 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 axe, 1pc. wood, pot, 3 matches per patrol 
 
Method:  First patrol to build fire and boil water wins 
Scoring:  First done wins 
 

Bandage Relay    
Theme:  First Aid 
Team:  Patrol 
Activity Level:  Medium 
Equipment Needed: 1 neckerchief per patrol, 3 if splinting 
 
Method:  Patrol lines up. On signal first member runs to judge and ties requested bandage...repeat. First patrol 

done with all wins. 
Scoring:  First done wins 
 

Firemans Drag Relay 
Theme:  First Aid 
Team:  Patrol 
Activity Level:  Medium 
Equipment Needed: None 
 
Method:  Half patrol as fireman and half as victims. First fireman runs up to first victim and drags back to other 

fireman, next fireman rescues next victim and so forth... 
Scoring:  First patrol done wins 
 

Stretcher Race   
Theme:  First Aid 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 2 poles, 1 sleeping bag or blanket per patrol balloon and bucket optional. 
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Method:  On signal patrols rig stretcher with equipment provided. Put member or balloon or member with 
water bucket on stretcher and race a course. 

Scoring:  First done wins 
 

Two-Man Carry Race 
Theme:  First Aid 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: None 
 
Method:  On signal patrol assembles a 2-man carry and races through course, repeat. First patrol to do 4 

times, line up and do yell wins. 
Scoring:  First done wins 
 

British Bulldog   
Theme:  Fun 
Team:  Troop 
Activity Level:  Very high 
Equipment Needed: None (buttons) 
 
Method:  Troop lines up on one side of room (field). IT in center. Leader says "go", all try to get to other side 

while IT tries to catch them and say "British bulldog 1,2,3". If caught, you join IT.  Last one left is the winner.  Must 
be off ground. 

Scoring:  Last left wins 
 

Catch Ten      
Theme:  Fun 
Team:  Half Troop 
Activity Level:  High 
Equipment Needed: 1 ball 
 
Method:  Mark teams (hat-no hat...). Keep away until ball caught 10 times in a row. Must be called out, start 

over each time ball is stolen or caught by other team. 
Scoring:  None 
 

Caterpillar Race  
Theme:  Fun 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: None 
 
Method:  Patrols line up single file behind line. Put chair about 25' in front of patrol. First scout  puts hands on 

floor, others grab ankles of one in front of them. On signal they race up and around c 
hair. 
Scoring:  First done wins 
 

Crows And Cranes  
Theme:  Fun 
Team:  Half Troop 
Activity Level:  High 
Equipment Needed: None 
 
Method:  Teams line up in center, back to back. One team crows while other cranes. Leader calls out team  

name, that team must try to get to their end of room while others try to tag. If tagged, you switch teams.  This can 
go on for ever... 

Scoring:  None really 
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Elephant Roll    
Theme:  Fun 
Team:  Troop 
Activity Level:  High 
Equipment Needed: None 
 
Method:  Line up scouts on hands and knees(alternate facing direction)side by side. IT tries to crawl from one 

end to the other(on their backs). While those in line sway at their own rate. When he makes  
it, he becomes the end...next tries IT. 
Scoring:  None 
 

Granny's Footsteps 
Theme:  Fun 
Team:  None 
Activity Level:  Low 
Equipment Needed: None 
 
Method:  Troop in line, Granny (IT) about 60' away with back turned. On signal scouts try to sneak up on 

Granny. Granny can turn around any time after he counts to 30 to himself. If caught moving you go back. You 
become Granny if you make it too her. 

Scoring:  None 
 

Guard The Fort   
Theme:  Fun 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 soft ball (nerf, volley, soccer) 
 
Method:  Patrol in circle with patrol leader in middle, all other members face out. Rest of troop in circle around 

patrol. Troop tries to hit the guarded P.L. with a soft ball. Time it, patrol that protects P.L. longest, wins. 
Scoring:  Longest wins 
 

Hit The Can     
Theme:  Fun 
Team:  Troop 
Activity Level:  High 
Equipment Needed: 5 gallon can, 1 stave, 1 volley or soccer ball 
 
Method:  Troop in circle with IT standing on can(5 gal) in middle of circle with stave in hand. Ball (volley or 

soccer) is passed around and thrown at can, IT guards it with stave. If can is hit, thrower becomes IT. 
Scoring:  None 
 

Island Hopping   
Theme:  Fun 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: Lots of paper 
 
Method:  Patrol lines up, everyone standing on 2 pieces of paper plus one extra piece in front of patrol.  Patrol 

steps forward in unison and takes paper from back to front. Repeat until patrol covers course. First done wins 
Scoring:  First done wins 
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Jack's Alive    
Theme:  Fun 
Team:  None 
Activity Level:  Low 
Equipment Needed: Stick 
 
Method:  Heat stick in fire until a few embers are on end. Pass around circle, blow on stick and say "Jack's 

alive". The person that passes the stick without an ember is marked with it on the forehead. Repeat.. 
Scoring:  Usually none 
 

Jump The Shot    
Theme:  Fun 
Team:  Troop 
Activity Level:  High 
Equipment Needed: Shot = 20' rope with bag (weighted) at end 
 
Method:  Troop makes large circle. IT in center swings the SHOT in the center, everyone tries to jump it as it 

gets faster (below knees). If hit, you get 1 penalty point. If hit you are IT. 
Scoring:  Low score wins 
 

Lassoing The Steer 
Theme:  Fun 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 rope per scout, 1 can 
 
Method:  Place #10 can in center of circle. Troop around edge, everyone with a rope. Everyone tries to lasso 

the "steer" and drag it to them. If drug out the scout receives 5 points for his patrol. 
Scoring:  5 points each score 
 

Luck Relay     
Theme:  Fun 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 coin per patrol 
 
Method:  Patrols in relay formation. First scout runs up, leader flips coin and scout guesses, runs back and 

tags next...repeat. Patrol that guesses 5 right wins. 
Scoring:  First with 5 wins 
 

Pocket Rope     
Theme:  Fun 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: None 
 
Method:  On signal patrol tries to make the longest rope they can with the things they have in their pockets or 

on their person. (belts, socks, neckerchiefs, shirts). 
 
Scoring:  Longest wins 
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Ring On A String  
Theme:  Fun 
Team:  Troop 
Activity Level:  Low 
Equipment Needed: About 30' of string, 1 ring 
 
Method:  Troop forms circle with IT in middle. String loop with 1 ring on it is held by whole troop. IT tries to 

guess who has ring while troop secretly passes it along string while IT can't see (back  turned). If IT finds out, 
switch with IT. 

Scoring:  None 
 

Shoot The Gap    
Theme:  Fun 
Team:  Half Troop 
Activity Level:  High 
Equipment Needed: None 
 
Method:  Team (numbered) on each side of room (field). IT in center calls out a number, the number from 

each side must switch without IT tagging them. If tagged, you become IT and old IT takes your place. 
Scoring:  None 
 

Sleeping Indian   
Theme:  Fun 
Team:  Troop 
Activity Level:  Low 
Equipment Needed: 1 blindfold, 1 eraser. 
 
Method:  One scout in middle of room, blindfolded with legs crossed and object(eraser) in front of him. 

Objective is to sneak up and take object and take back to edge of room. Indian points at noise, if pointed at, you 
go back. 

Scoring:  None 
 

Sleeping Pirate   
Theme:  Fun 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: 2 erasers 
 
Method:  Blindfolded pirate sits in middle of room with treasure (2 erasers) in front of him. Troop tries to sneak 

up on him and take treasure back to edge of room. If pointed at, you go back to edge of room. 1 pt for patrol if 
successful. 

Scoring:  High score wins 
 

Spud 
Theme:  Fun 
Team:  Troop 
Activity Level:  High 
Equipment Needed: Spud (rag wrapped in tape) 
 
Method:  Troop in circle, IT in center calls out name (or number) of scout, and throws spud in air. All scatter 

until scout called catches spud and yells "spud", all freeze as he picks one to throw the spud at. If hit your 
IT...repeat. 

Scoring:  None 
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Standing Jump Relay 
Theme:  Fun 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: None 
 
Method:  Relay formation. First scout standing broad jumps, next scout jumps from where he ended.  Patrol 

with longest distance covered wins. Some patrol members might have to jump twice to make patrols equal in 
numbers. 

Scoring:  Longest distance wins 
 

This Is The Moon  
Theme:  Fun 
Team:  None 
Activity Level:  Low 
Equipment Needed: Stick 
 
Method:  Leader at campfire asks if they can do EXACTLY as he does. He says "This is the moon(coughs),2   

eyes, a nose and a mouth" drawing while saying.  The trick is the cough. Ask for volunteers, congratulate if 
correct, don't tell secret. 

Scoring:  None 
 

Three-Man Tug-O-War 
Theme:  Fun 
Team:  3-Man 
Activity Level:  High 
Equipment Needed: 1 12' rope, 3 hats or erasers per 3 scouts 
 
Method:  12' rope is made into a loop. 3 scouts grab to form a triangle. Place a hat... about 6' from each scout. 

On signal they tug until one gets his hat. 
Scoring:  None 
 

Tiger In A Cage   
Theme:  Fun 
Team:  Troop 
Activity Level:  High 
Equipment Needed: None 
 
Method:  Large circle is drawn on the ground. Tiger in circle. Everyone can torment the tiger by jumping into 

the circle and then out again. If tagged by tiger, you become the tiger. Tiger cannot leave circle to tag tormentors. 
Scoring:  None 
 

Transport      
Theme:  Fun 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 2 staves (6'), 1 bleach bottle per patrol 
 
Method:  Patrols line up. On signal, first 2 scouts take staves and carry bottle between them to area 30' away, 

run back and touch next 2, they then race to bottle and carry back...repeat. First patrol to do it 4 times, line up and 
do yell wins 

Scoring:  First done wins 
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Tug-O-War      
Theme:  Fun 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: Large rope, rag for center, 3 marks on ground 10' apart 
 
Method:  Patrols make teams to match each other in weight.  Rope with center marked is tugged until mark is 

pulled 10' from center 
Scoring:  Best wins 
 

Tugowar-Steal-Bacon 
Theme:  Fun 
Team:  1/2 Troop 
Activity Level:  High 
Equipment Needed: Tape covered bike tire 
 
Method:  Teams line up on opposite ends of room (field).  Number team members 1-??. Leader calls out 

number(s). Number races to center and pull or take tire back to his side. Point if tire brought back. 
Scoring:  1 point if tire retrieved 
 

Hot Isotope     
Theme:  Knots 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 heavy rubber band, 1 #10 can, 6 ropes per patrol 
 
Method:  Can set in center of infected area. On signal patrol uses equipment provided to retrieve can out of 

area without entering it. 
Scoring:  First done wins 
 

Knot Relay     
Theme:  Knots 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 rope per patrol 
 
Method:  Patrols line up facing judges. On signal first member runs up and ties requested knot for judge. First 

patrol to tie all knots, line up and give yell wins 
Scoring:  First done wins 
 

Knot Trail (Kim's) 
Theme:  Knots 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: 5-10 pieces of rope 
 
Method:  Several pieces of rope are tied together between  2 trees (50'apart) with several kinds of knots.   

Patrol has 1 minute to walk along rope(silently)  then they depart and have 5 min. to list in order. 1pt for each right. 
Scoring:  1 pt for ea. right 
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 Log Raising Relay  
Theme:  Knots 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 log, 1 50' rope per patrol 
 
Method:  On signal patrol rigs log raising devise with materials provided. Must raise to top. First to top and 

gives yell wins. 
Scoring:  First done wins 

One Hand Knots   
Theme:  Knots 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: 1 rope, bag (opt.) per patrol 
 
Method:  Same as any knot relay except that limited to tying with one hand only. Variation...2 hands behind 

back, or 2 hands in bag. 
Scoring:  First done wins 
 

Pony Express Race  
Theme:  Knots 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 rope per scout 
 
Method:  Patrol lines up. On signal, all tie their rope with a clove hitch to the ankle of the scout in  front of 

them. Patrol then goes through course and back. Untie, line up and do yell. 
Scoring:  First done wins 
 

Chariot Races   
Theme:  Lashings 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 3 poles, 3 ropes per patrol 
Method:  Patrols line up next to equipment. On signal they assemble a travoi (A-frame). Place scout on it and 

carry him around a course and back. Tear down chariot and line up and give yell. 
Scoring:  First done(right) wins 
 

Cross The Pit    
Theme:  Lashings 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 3 poles, 6 ropes per patrol 
Method:  On signal, patrol rigs up an a-frame with guy lines on top. Scout on frame tries to "walk" it across the 

alligator pit while his patrol steadies it with the guy lines. At other end,  dismantle, line up and give yell. 
Scoring:  First done wins 
 

Flagpole Raising  
Theme:  Lashings 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 2 poles, 1 patrol flag, 7 ropes per patrol 
 
Method:  On signal patrol assembles flagpole from poles and their patrol flag. When erected and secure, 

salute and give yell. Disassemble and line up. 
Scoring:  First done wins 
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 Radio Isotope    
Theme:  Lashings 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 3 ropes, 2 poles, 1 bottle, 1 #10 can per patrol 
 
Method:  Coke bottle in #10 can in middle of restricted  area. On signal patrol tries to remove bottle from can 

(without touching can) with any equipment provided. First to get bottle out of restricted area wins. 
Scoring:  First done wins 
 

Rat Trap Race    
Theme:  Lashings 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 2-3 poles, 2-4 ropes, 1 rat trap per patrol 
 
Method:  On signal patrols assemble 2 or 3 section pole and try to spring rat trap that is set up too far from 

reach with one pole. Disassemble line up and give patrol yell. 
Scoring:  First done wins 
 

Reactor Transporter 
Theme:  Lashings 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 3 poles, 3 ropes, 1 can with bail, 1 hook from coat hanger per patrol 
 
Method:  On signal patrols erect tripod with legs secured with an extra rope, hook suspended from center. 

Patrol must not touch the can with anything but the hook (can't hit sides)..transport can from one end of the room 
to other.  Dismantle, line, yell. 

Scoring:  First done wins 
 

Tripod Lashing   
Theme:  Lashings 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 3 poles, 2 ropes per patrol 
 
Method:  On signal the patrol assembles a tripod. One member must be able to suspend himself from a rope 

attached at top. Disassemble line up and give yell. 
Scoring:  First done wins 
 

Map Symbol Relay  
Theme:  Map 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: Symbol cards or maps or paper and pencil for each patrol 
 
Method:  Patrols line up. On signal first member runs to judge and identifies symbol from card or map or 

draws on request. First patrol done with all cards or identifies set number of symbols wins King Patrol. 
Scoring:  First done wins 
 

Height Measuring  
Theme:  Measuring 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: None 
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Method:  Patrols try to estimate the height of the flag pole, tree... using any method from the Scout Handbook. 
Scoring:  Patrol nearest wins 
 

Nature Kim's Game  
Theme:  Nature 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: 20 nature objects, sheet or newspaper cover 
 
Method:  20 objects of nature under cover. Patrol has 2 minutes to observe. Then have 5 minutes to list.  
Scoring:  1 pt for ea right 
 

Bombing The Camp  
Theme:  Observation 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: Per patrol = bomb(newspaper), bucket of water. 
 
Method:  Troop on day hike, is stopped 1 mile from camp.  Messenger from camp tells of bomb threat on 

camp in exactly 12 min. 15 sec. to late{boom},15  sec. early{bomb not set} and can come back any time to 
set...must be in time frame & douse. 

Scoring: 
 

Invisible Kim's   
Theme:  Observation 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: Bag 
 
Method:  Leader takes out invisible items out of bag and mimes using them...turn on flashlight etc.   Patrols 

then try to make a list of what was taken out of bag. 
Scoring:  1 pt per item 
 

Kim's Game     
Theme:  Observation 
Team:  Patrol 
Activity Level:  Low 
Equipment Needed: 20 items, sheet or newspaper...as cover. 
 
Method:  Spread 20 items on table and cover. Patrol comes up and has 1 minute to look(no talking). They 

then depart and have 5 minutes to list them. 1   point for each correct answer. 
 
Scoring:  1pt for ea. item 
 

Candle Relay    
Theme:  Swimming 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 candle, 1 book of matches per patrol 
 
Method:  Patrol lines up in pool. First man swims with lighted candle up and back the length of the pool and 

hands to next scout...repeat. First done and give yell, wins. Have candle lighters (Scoutmasters) along the edge of 
the pool 

Scoring:  First done wins 
 

Lifeline Relay   
Theme:  Swimming 
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Team:  Patrol 
Activity Level:  Medium 
Equipment Needed: Per patrol = 1 rope(25'+), target(5'pole to simulate outstretched arms. 
 
Method:  Patrols line up in relay formation. On signal first scout throws line at target, next scout coils rope and 

throws...repeat until the target has been hit 6 times. 
Scoring:  1st done is king patrol 
 

Spoon Race     
Theme:  Swimming 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 spoon, 1 egg per patrol 
 
Method:  Patrols in relay formation in pool. On signal first scout swims with spoon in mouth with egg on spoon. 

Swim to marker or edge of pool and return.      Repeat. 
Scoring:  First done wins 
 

Wet T-Shirt Relay  
Theme:  Swimming 
Team:  Patrol 
Activity Level:  High 
Equipment Needed: 1 tee shirt per patrol 
 
Method:  Half of patrol on each side of pool. First swimmer wears tee shirt, swim relay...exchanging and 

wearing tee before diving in and swimming. First patrol to finish (in tee) wins. 
Scoring:  First patrol done wins 
 

Capture The Flag  
Theme:  Wide Game 
Team:  Half Troop 
Activity Level:  High 
Equipment Needed: 2 flags (neckerchiefs...) 
 
Method:  Flags within 200' of center and visible. Guards must not be within 50' of flag unless chasing enemy.  

Jail is 50' from line. Free walk back if rescued.1/5 hr. time limit...flag captured or most prisoners is winner. 
Scoring:  See above 
 

Crossing The Gap  
Theme:  Wide Game 
Team:  Patrol 
Activity Level:  Medium 
Equipment Needed: None 
 
Method:  2 scouts in center of 500'x200' area. Troop on one side. Objective is to get to other side without 

being spotted. If spotted, you stand through the rest of the game. Patrol with most through wins. 
Scoring: 
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Scavenger Hunt Games 
 

Scouting Scavenger Hunt 
Each patrol has 10 minutes to solve the riddles and find the corresponding Scouting or nature objects. They 

must give the correct numbers for each item: 
 
1. You use this to find NEWS. 
2. This silver life saver can be used on anything from tents to camera cases. 
3. When the wind blows and the snow comes down I'll still be around. 
4. Flash this for someone and they may just come to the rescue. 
5. It's always greener on the other side of the road. 
6. Sounds like something that would help an orchestra. 
7. I'm created by rivers and streams and thousands of years. 
8. It can help you on hot days, cold days, and while you sleep. 
9. Be sure to take this if you want to pack light. 
10. Keeps you from wearing embarrassing garbage bags. 
11. If you're falling off a cliff, it's good to be able to do this. 
12. You don't have to be a Star Scout to wear one of these. 
13. If you served in the military in Geneva, you might be issued one of these. 
14. It's whipped but it's not cream. 
15. You see me in red superimposed on red and white stripes sometimes. 
16. With these you can do something you also do in baseball and bowling. 
17. It's pretty much isosceles in shape. 
18. It's the opposite of "can oot" 
19. Useful for ticks every time. 
 

Scouting Scavenger Hunt Answers 
 
Each patrol has 10 minutes to solve the riddles and find the corresponding Scouting or nature objects. They 

must give the correct numbers for each item: 
 
1. You use this to find NEWS. Compass 
2. This silver life saver can be used on anything from tents to camera cases. Duct Tape 
3. When the wind blows and the snow comes down I'll still be around. Pine Needles/Branch 
4. Flash this for someone and they may just come to the rescue. Signal Mirror 
5. It's always greener on the other side of the road. Grass 
6. Sounds like something that would help an orchestra. Band Aid 
7. I'm created by rivers and streams and thousands of years. Sedimentary Rock 
8. It can help you on hot days, cold days, and while you sleep. Hat 
9. Be sure to take this if you want to pack light. Flashlight 
10. Keeps you from wearing embarrassing garbage bags. Poncho 
11. If you're falling off a cliff, it's good to be able to do this. Tie one-handed bowline 
12. You don't have to be a Star Scout to wear one of these. Service star (or Baden-Powell Star) 
13. If you served in the military in Geneva, you might be issued one of these. Swiss Army Knife 
14. It's whipped but it's not cream. Whipped Rope 
15. You see me in red superimposed on red and white stripes sometimes. Maple Leaf 
16. With these you can do something you also do in baseball and bowling. Matches 
17. It's pretty much isosceles in shape. Triangle Bandage or neckerchief 
18. It's the opposite of "can oot" Canteen (can't iin) 
19. Useful for ticks every time. Watch 
 

Demonstrations 
Akela has invited one patrol to work with the Cub pack next week. To help the Court of Honor decide which 

patrol will best represent the troop, here is a test for your patrol. By no later than...., bring back the necessary 
ingredients for staging successful demonstrations of:  

1.  a left-handed non-Scout 
2.  a left-handed cat 
3.  how to separate a mixture of salt and pepper 
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4.  how to determine which is more dense: apple or carrot 
5.  what happens when you add two spoonfuls of vinegar to one spoonful of dish washing liquid and mix in one 

big spoonful of baking soda 
6.  a southbound footprint 
 

Scouter's Notes 
2.  I'm not sure there is any such creature, but a Scout once assured me that his cat was left-handed.  Another 

Scout brought in a cat and left it to me to prove it wasn't left-handed. 
3.  Pour mixture into a glass of water.  Salt sinks; pepper floats. 
4.  Again water.  Carrot sinks and apple floats, ergo carrot is denser. 
6.  Perhaps a compass set alongside the footprint or a photograph of a footprint relative to an object that has a 

definite direction. 
 

Space Age Technology 
Space invaders have demanded that you produce evidence of the earth's current level of technology by no 

later than.... You must collect samples that demonstrate our society's use of: transistors; incandescence; 
fluorescence; luminosity; polystyrene; polypropylene; polyester; acrylic; latex; nylon; laser; liquid crystal display 
(LCD); light emitting diode (LED); magnetic diskettes; magnetic recording tape; electricity (plug in); electricity 
(battery power); stainless steel; molded plastic; sheet plastic; laminated plastic; metal alloy.  

Scouter's Note: Relate to the Engineering and Science Challenge badges. 
 

Machines 
Mr. Wizard blew up his laboratory.  He needs your  help to replace some parts of his physics experiments.  By 

no later than...., bring in as many examples as you can of the six basic machines: screw; wedge; inclined plane; 
lever; pulley; wheel & axle. 

 

Camera 
With your Polaroid camera, take one photograph of  each of the following situations.  You have film for 20 

attempts.  Don't let any other patrol photograph a member of your patrol. No later than..... deliver photographs of: 
the whole patrol inside a telephone booth; a Scout at least 5 m up a tree; three Scouts blowing bubble gum; all the 
members of the households of two Scouts; the Canadian flag; a woman on a bicycle; a Scout in the back seat of a 
bus; two Scouts in a police cell; three Scouts on the back of a fire truck; a suspicious-looking character often seen 
walking near the troop's meeting place about 30 minutes after the meeting starts (don't let this person see you 
take the photo); a Scout from another patrol; a Scout beside a statue; a Scout holding a chicken. 

Scouter's Notes: You have to provide your own  suspicious-looking character.  Relate to the Photography 
Challenge badge. 

 

One is One 
In the words of the song, "One is one and all alone and ever more shall be so."  Some things are found only as 

solitary items.  Other things occur only in groups of two, three, four, or more. 
By no later than...., bring back one sample item from each of these groups: one; two; three; four; five; six; 

seven; eight; nine; ten; eleven; twelve; twenty; twenty-five; fifty; one hundred. 
 

Sensational 
We have received a message from the planet Graidot in the Garbajio Galaxy.  Their environmental pollution is 

so bad that their world is slowly becoming a colourless, featureless gob of gray goo.  Unless they install some 
sensory organisms soon, they will lose touch with reality.  We have agreed to help.  

By no later than...., bring back one each of something: hot; frozen; sweet; sour; sticky; rough; smooth; 
slippery; squishy; rubbery; wobbly; perfumed; stinking; salty; bitter; cheesy; prickly; corrugated; colorful; pure. 

 

One Square 
The television game show, Scouting Squares, is offering a grand prize of one trillion dollars.  How to win? 

Examine a 2.5 cm square of an object and, from that, identify the whole object then bring in an example.  The 
patrol with the largest collection of objects wins.  

Scouter's Notes: You need to assemble a series of 2.5 cm squares of different items.  To avoid cutting an 
object of value, make a template with a 2.5 cm square hole in it. The template must be large enough to cover the 
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object, except for the critical 2.5 cm square.  Invite patrols to challenge each other by producing their own series of 
samples. 

 

Tape Recorder 
The National Center for the Visually Impaired is compiling a library of sounds to use in their training programs.  

By no later than...., use your tape recorder to record 5-10 seconds each of: cash register operating; telephone 
ringing; book pages flipping; washing machine agitating; backpack zipper opening or closing; typewriter pounding; 
Scout belt buckling; cloth ripping; group committee chairperson singing O Canada; Scout with mouthful of 
crackers whistling; your PL at the other end of a telephone call; piano playing; brass wind instrument blowing; 
Scout playing Happy Birthday on paper and comb; shoes being brushed; newspaper tearing; bell ringing; Scout 
blowing over the mouth of an empty bottle; three hole punch punching; cellophane paper crackling; deck of cards 
riffling; coffee pot percolating; popcorn popper popping; television commercial blaring; paper bag bursting; magic 
marker squeaking; car starting; referee whistle whistling; dog barking; three adult non-Scouts responding to your 
polite request for their opinion of Scouting.   

Earn bonus points by recording a sound that no other patrol can identify. 
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Water Games 
From: Jim Speirs 

 

A Little Inconvenience 
Water game, outdoors.  
Equipment: 1 soccer ball; 2 inner tubes; 1 water ball; 2 water basketball hoops; blindfolds; string.  
Formation: teams.  
 
The object of this game is to allow players to experience the sensation of having a disability.  
Divide the players into four teams, and set up a rotation so that each team takes part in each of the following 

activities:  
 
1.  Sensitivity walk,  
2.  Obstacle course in water, using inner tubes.  
3.  dodge ball, and  
4.  water basketball.  
 
Each activity is performed with a specific handicap:  
 
1) When a team goes on the sensitivity hike, all participants are blindfolded. They simply go on a short hike, 

and experience it without sight.  
2) In a short obstacle course in shallow water (through an inner tube, crawl on the bottom then through a 

second inner tube) players must not use their arms.  
3) In the dame of dodge ball in shallow water, each player's ankles are tied together.  (One player in the 

center of the circle tries to hit another player with the soccer ball. 
4)  In a game of water basketball, players may not speak.  
 
Following ten minute rotations of each event, the group can discuss the sensations experienced by being 

temporarily handicapped.  
We can soon learn it is not what you cannot do -- it is what you can do !  
 

Slash hike 
Water game, outdoors.  
Equipment: None  
Formation: group  
 
This is a super small group game. Ask everyone to wear bathing suits and an old pair of shoes (a pair they 

can get wet). The game takes place in a stream or along the shallow shoreline of a lake or river.  
The leader steps into the water, and instructs the group to 'follow the leader'.  Everything the leader does is 

copied by the followers. After a few minutes of hiking, the leader falls to the back of the line to let a new leader 
take over. The hike can be as long or as short as time allows - it is fun to walk back to home base in the water, 
rather than by land; see if the group can hike backwards for some of the return distance.  

Some 'follow the leader' ideas: 
Sit down on a stone; hop on one foot; play leap frog; skip a flat stone out to sea; jump from one stone to 

another; build a small castle on the shore; climb a tree; stop, take off one shoe, empty water from it, and put it on 
again; crouch so that all of you is under water; sing a song about the sea; try to catch a frog.  

 

Monster Relay 
Water game, outdoors.  
Equipment: none.  
Formation: teams  
 
Divide the group into teams of 8-10 players.  
Set up a 'monster' relay where every player has a role. Some swim through shallow water, some through deep 

water. Have some do cartwheels through shallow areas, while other swim with one hand in the air.  
The design of the relay depends on your waterfront set-up and the abilities of your swimmers.  
End the relay by having one player piggyback a teammate across a finish line, located in shallow water. 



 

The MacScouter's Big Book of Games -- 19 -- January 1997 

 

Save the Insulin 
Place the insulin (a plastic bleach bottle) in the lake or river about 20 feet from shore. Patrols equipped with a 

pike pole, two 8 ft. planks and some rope must try to retrieve the insulin needed by a dying man. The water is full 
of man-eating sharks which will instantly attack anyone who steps or falls into it.  

 

Marathon Obstacle Race 
Of course, this must be set up according to the location and equipment available, but here are some 

examples. Make it a timed relay in which one boy from each patrol starts off. He swims to a raft or dock, enters a 
canoe or rowboat, paddles it in a certain manner, jumps out or capsizes it and stays underneath to sing for 10 
seconds, pushes or tows the craft back to the dock. Or, he picks up a passenger from dock or raft, paddles 
around a buoy, jumps out into the water and climbs back in, etc., etc.  

 

Punctured Drum 
Although this challenge doesn't happen in the water, it should be done near the water. Provide plastic 

detergent bottles or other convenient containers for transferring water, and patrols must try to use them to fill a 
drum in which you've banged as many holes as possible. The only things boys can use to plug the holes are parts 
of their bodies. Fifty holes will occupy all of the fingers of five boys.  

 

Floating Fire Bombardment 
For this effective night activity, you need wooden logs for raft-building; lashing twine; matches and fire-lighting 

materials; and a source of small rocks for ammunition. Each patrol constructs a small lashed raft and arranges fire 
materials on it. They tow each raft to an equal distance off shore and light the fires. Patrols then line up on shore 
(make sure boys stay in line to prevent injuries) and, on signal, start bombarding their rafts. A "direct hit" which 
splashes water onto a burning raft counts 10 points. The first raft to be extinguished wins. Alternately, you can use 
just one raft and judge the direct hits.  

 

Mystery Meal 
Here's a traditional challenge that means buying enough tins of food to provide six tins for each patrol. You 

can keep down the cost by buying from "bash and dent" bins, but make sure the cans aren't damaged enough to 
be leaking or bulging. Mix it up so that you have soups, vegetables, fruits, stews, spaghetti, puddings, etc. Peel off 
all the labels, load the cans into a boat and dump them at a marked spot in the river, lake or pond. Avoid muddy 
bottoms and strong currents.  

One boy from each patrol dives for the cans. He must bring up only one at a time and toss it to other members 
of his patrol who are on shore, on a dock, or in a boat. When he has retrieved six cans, the patrol must leave the 
area. Back on shore they open the cans and decide how to prepare a meal from the offerings. Swapping between 
patrols is not allowed and, in order to win the challenge, every member of the patrol must eat and all food must be 
consumed.  

 

Operation Neptune 
Operation Neptune pulls together a series of aquatic challenges for a summer camp "funoree", a swim meet at 

the "Y", a camporee or jamboree, or a pool party.  
Have each patrol adopt an aquatic name (Barracudas, Sharks, Porpoises, Fin-Busters, etc.) and make 

themselves an identification poster for the operation. Encourage the boys to prepare and practice special patrol 
cheers to add spirit to the event. You may want to design a "Neptune Scroll" to award the winning team when 
scores from all events have been tallied.  

Plan the program to make participation possible for every boy in the troop--not just the good swimmers. To 
keep things moving along, arrange for a megaphone so that you can announce each event and have contestants 
assemble in a special staging area.  

If you use a blackboard to display up-to-the minute scores, you'll keep spirit high with spectators cheering for 
their teams. You'll need extra help on hand to keep spectators under control, and you can recruit parents as timers 
and judges.  

Success depends upon preparation. All necessary equipment must be ready and lifeguards in attendance. In 
all events, water safety regulations must be observed. For an outdoor meet, the boys should each keep a towel 
and sweater handy.  

You can choose from an infinite list of possible events. Mix up skill and fun challenges to make a well-rounded 
meet in which every boy can take part.  



 

The MacScouter's Big Book of Games -- 20 -- January 1997 

 

Diving: 
Devise contests for the best straight dive, the best fancy dive, the best crazy dive, or the biggest splash.  
 

Races: 
Try a dog-paddle race in which the boys must bark while swimming; lifejacket race; dead man's float glide; 

free-style underwater distance swim; free style leaders vs boys relay; front and back crawl race; side or breast 
stroke race; towing rescue where a boy must tow a buddy for a certain distance; team relay.  

 

Operation Neptune Novelty Races 
 

Pyjama Relay 
Each team has one pair of pajamas. The first boy must put on the pajamas, swim across a given area, take off 

the pj's and hand them to the second boy, who puts them on, swims, removes them and hands them to the next, 
and so on.  

 

Candle Race 
One boy per patrol must swim a certain distance with a lighted candle. To prevent hot wax from dripping onto 

the swimmer's skin, push the candle through a hole in the center of a foil plate. The plate will act as a hand guard.  
 

Spoon Race 
One boy per patrol swims a certain distance holding an apple, potato or rock-filled spoon in his mouth 

(sideways works best). If he drops the object, he must dive to retrieve it.  
 

Newspaper Race 
One boy per patrol swims a certain distance on his back carrying a newspaper. He must hand the paper to a 

judge at the finish line. The judge decides the winner on the basis of whose newspaper remained the driest.  
 

Blow Ping Pong 
One boy per patrol blows a ping-pong ball ahead of him as he swims a given distance. He cannot touch the 

ball with his body.  
 

Underwater Knotting 
One boy per patrol must submerge and tie a given knot underwater; a round turn or a clove hitch around his 

leg, for example. You can do this in shallow water for junior boys.  
 

Match Race 
One boy per patrol swims a given distance with a match. The object is to keep the match dry because he must 

strike it for the judges at the finish line. The winner is the first to light his match after the swim.  
 

Obstacle Relay 
Four boys in a team. The first boy dives through the legs of a partner who is standing in a shallow area. The 

partner then must swim to a finish line while carrying a ball between his legs, after which the third boy picks up an 
object (puck, rock, ring) from the bottom of the pool or lake. When this is accomplished. the fourth boy swims a 
given distance with a Frisbee on his head and finishes by tossing the Frisbee to the judges. Winner is the first 
patrol to complete the series.  

 

Operation Neptune Fun Events 
 

Human Chain 
Members of a patrol sit in a line on the edge of a dock or pool and link arms. On signal, the boy at the starting 

end lets himself drop into the water. Each successive boy in the chain must be pulled into the water by the boy 
who precedes him. They cannot help things along by jumping in. First chain to slide off the deck is the winner.  
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Mounted Wrestling 
Hold this in shallow water and supervise closely. Each patrol is represented by either one or several teams of 

"horse and rider". On signal, riders engage other riders in an attempt to pull them from their horses. When a rider 
is down, the team must immediately leave the playing area. Last horse and rider standing is the winner.  

 

Greased Watermelon 
Two teams, each defending a goal line. The object is to get the watermelon to touch the enemy's goal line. 

The melon cannot be carried.  

Water Tug 'o War 
Hold in shallow water. Each patrol competes against all others, then winners against winners and losers 

against losers.  
 

Candy Dive 
Each patrol is given three minutes to dive for candies you've thrown in the water. Wrapped caramels work 

well. Boys who retrieve the largest number of sweets are the winners.  
 

Jaws 
This is a water version of British Bulldog. Choose one or more of the good swimmers to stay in the middle as 

"Jaws". On signal, each patrol tries to swim from one side of the circle to the other without being touched by Jaws. 
When caught, a boy joins Jaws. Continue crossings until time is called. The patrol with the largest number of boys 
to escape Jaws is the winner.  
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Carnival Day at Camp 
Bud Jacobi, The Leader, May 1983 

 
A Carnival Day special event theme adds novelty and excitement to the regular routine at Cub or Scout camp. 

You might invite parents or another troop or pack to join the festivities.  
With just a little preparation and expense, Scouters can spice up the program and enrich it with customary 

carnival activities like special events and challenges; a parade; "games-of-skill" concessions; rides; a "House of 
Horrors" and a fortune teller. Adapt the suggested activities to your particular circumstances and needs.  

Take the required materials to camp ahead of time and tell the boys to bring suitable costumes. Preparing for 
the big day is part of the fun.  

The day before the event, set various tent-groups to work on the concessions. This means staking out areas 
with posts and string or rope, setting up the activities, and arranging duty rosters so that the boys in each group 
take turns operating their concession.  

Some boys make posters, streamers and tickets. Based on good turns, which include cleaning up the 
campsite, give each boy a certain number of tickets to use at the concessions. Keep tickets circulating by using 
them as prizes on that day.  

 

Special Events: 
Possible special events include a grand opening during which a VIP cuts the ribbon; a beauty contest to 

choose "Miss Carnival" and a judged costume parade. Use inexpensive party favors from novelty stores as prizes.  
Some boys may like to form a wandering clown band, complete with crazy hats, crazy faces and "pots and 

pans" instruments.  
A water-filled balloon fight between two teams of campers lined up in rows opposite each other is a lot of fun, 

and a good cooler.  
 

Challenge Events: 
Challenges can take the form of "camper records". Time boys as they knock a nail into a board with a hammer 

or mallet; saw through a board or chop through a log; run up and down a nearby hill or climb a pole or tree. If water 
is handy, time boys in speed swimming or canoe racing.  

Build an obstacle course from fences, tree trunks, tables, tires, ropes and a large canvas, and have teams 
race through it.  

Other ideas are: Who can drink the most water in a given time? Who can stay on stilts the longest? Who can 
blow up the largest balloon without bursting it? Who can turn the largest number of somersaults or spin hula hoops 
the longest?  

You might hold a tug o' war where the loser ends up in the creek. Mounted (piggy back) wrestling; hand, arm 
and leg wrestling; and rooster fights are also good challenge events.  

 

Rules: 
Simulate carnival rides. Boys swing across a creek or another safe area on ropes attached to trees; balance 

on a rolling barrel or on a barrel slung on ropes between two trees (bucking bronco); swing from a rope around a 
pole (a merry-go-round); bounce on a teeter-totter. Scouts might put pioneering skills to work to rig up a runway or 
a boson's chair.  

 

Concessions: 
There are a number of popular games of skill possible for the concessions. You can give tickets, smarties, 

suckers or wrapped caramels for prizes.  
 

Sponge Toss 
Set up a large piece of cardboard on which is painted head and body. Leave a hole for the face. A boy stands 

behind the cardboard and pokes his head through the hole as a target. You can use a decorated balloon instead, 
but it isn't as much fun. Players toss wet sponges at the target; three tosses per ticket.  

 

Darts 
Boys toss darts to burst balloons mounted on a board. Observe safety rules.  
 

Penny Toss 
Players try to toss coins into cereal bowls floating in a tub (or dishpan) of water.  



 

The MacScouter's Big Book of Games -- 23 -- January 1997 

 

Knock 'Em Over 
Place large juice cans or milk cartons in a cluster. Campers have three shots per ticket to upset them with a 

tennis or rubber ball tossed from a distance.  
 

Douse the Candle 
Players squirt water from a water pistol, or through a drinking straw, in an attempt to put out the flame of a 

safely mounted candle.  
 

Fish Pond 
Fill a large box or barrel with paper fish onto which are attached large safety pins. Campers try to hook fish 

with a fishing pole. Not all fish are worth a prize. Print the value of prize winners on them.  
 

Guess How Many 
Campers write their estimates of the number of beans in a jar on a slip of paper and include their names. 

Award prizes to winners at the end of the day.  
 

Fortune Teller 
A female leader or a member of the kitchen staff will make an ideal "Fatima -- the fabulous fortune teller". 

Station her in a booth or behind some trees surrounded by blankets. Illuminate the crystal ball on the table in front 
of her with a candle.  

Fatima "reads" boys' palms and gazes into the crystal ball to predict weird and wonderful things. Avoid dire 
predictions of frightening things because some of the campers may be very impressionable. Stick to standbys like, 
"I see you holding a report card filled with "A's"! It's your next report card!; You will become rich and famous; You 
will marry a beautiful girl; You will have seven children (that's not frightening?); You will travel around the world; 
You will travel into outer space on a rocket and meet E.T."  

 

House of Horrors 
Set older boys to work on a Haunted House or Ghostwalk, which is always the most popular event. It can be 

any small building; a shed, shack, barn or garage. If there isn't a building available, use part of the dining hall or a 
large tent.  

Hang blankets over the windows to darken the room and hang a sheet or blanket just inside the doorway to 
keep things secret from the boys lined up outside. You can use flashlights or lanterns to light up parts of the room, 
but avoid candles because they are a fire hazard.  

Have campers strip to swim trunks (no shirts or shoes), blindfold them, and let them enter one at a time.  
Doubtless, the boys who prepare the "house" will have lots of gruesome ideas, but here are a few to set 

imaginations rolling.  
Hang a web made from string and cotton batten from the ceiling. As "victims" pass through it, the older boys in 

charge add scary sound effects by banging on pots and pans, drums or gongs; giving loud yells, whistles, shrieks 
and moans; playing a record of eerie music; blowing along the top of a pop bottle; or shaking and rattling a large 
sheet of tin. To add further to the terror, flash lights on and off.  

Hang water-filled balloons from the ceiling, just high enough that they will touch the victims' faces as they pass 
by.  

Force each victim to stand on a large board, door or plank while two strong boys or leaders lift it. The 
blindfolded victim puts his arms on the shoulders of the lifters. Although the lifters only raise the board about a foot 
from the ground, they wiggle it and lower themselves as they do, so that they give the victim the sensation of being 
lifted high. Then they order him to jump off. To avoid possible bruises, you can place a gym mat or mattress under 
the board.  

Keep cubes of ice in a freezer and use as needed. "Brand" blindfolded victims with "hot coals" by rubbing ice 
across their backs and chest. Have victims crawl through overturned chairs or barrels, over mattresses, 
bedsprings or sponge-rubber mats, and finally step into a pan of ice water.  

You may "force" blindfolded victims to touch a "vampire" constructed from articles like a kitchen mop (hair), 
onions (eyes), chalk pieces (teeth), and feathers (body). Have them walk through hanging plastic bats or spiders 
and plunge hands into a "pail of worms" (cooked spaghetti and porridge in a bucket).  

Later, remove the victim's blindfold. Shine a flashlight into the mouth of a leader dressed in a white sheet who 
utters moans and ghostly laughs and serves a "magic brew" of fruit drink mixed with baking soda.  
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Just before he exits, the victim watches a "guillotine blade" chop a paper mashie head off a hanging skeleton. 
Then, douse the victim with water and swear him to secrecy so that he won't reveal anything to those who still wait. 
If possible, have him leave by a back door.  

End a busy day with a "monk's meal" during which anyone who talks or laughs loses one utensil. Those who 
break the silence too often will find themselves on their knees, eating with no hands from a plate on the ground. 
Mushy meals like sloppy joes, spaghetti and meatballs, or pork and beans are excellent for this purpose. 
Watermelon makes a good dessert and gives everyone ammunition for the grand finale--the watermelon yell!  

You can expect silence to descend over the tents very shortly after clean-up and lights out!  
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Evening Games and Wide Games 
 

Capture the Flag 
Evening game, outdoors 
Equipment: 2 handmade flags on staffs 2' long; 2 different colored sets of 
arm or headbands made of crepe paper.  
Formation: teams.  
 
Divide the group into two teams. Identify each by a set of arm or headbands.  
Set up a jail area (3-4 square yards) and a separate hiding spot for each flag. Jails are set up at opposite ends 

of a 5-20 acre area.  
The object of the game is to penetrate the other team's area and capture their flag.  A flag is 'captured' after it 

has been returned to the captor's jail area.  
Prisoners are taken by having their arm or headbands removed by an opponent. Prisoners are taken to the jail 

of their captor's; then they wait there quietly until they are released. Prisoners can only be released when a 
member of their team (with arm or headband intact) runs through the jail in which they are being held captive. After 
their release, prisoners are given free escort back to a central spot near their end of the area. Here, they are 
issued a new arm or headband.   

The game continues until a flag is captured, or time is up.  
Note: Supervision at the jails and 'new arm or headband area' is important.  Encourage teams to plan 

elaborate strategies of defense and offense.  
Variation: try playing the game with three or four teams, each with its own jail area and hiding spot for their 

flag.  
 

Another Description: 
2 flags or For night play 2+ lanterns 
First you pick out two even teams. Once you have the teams you set boundaries for the game. The 

boundaries can be wherever you want them. What you should end up with is a large rectangle or square. Once 
you have decided on the boundaries, you should draw a line through the middle of your playing zone. This line is 
divides the two sides. Each team should be able to choose where they want their flag and jail but they have to 
show the other team where they are and both teams have to agree on the placement of the flags and jails. Once 
this is done, each team goes to their own side of the playing field. Once the game begins, the teams are free to go 
at the others flag. If a team member is caught on the other teams side, (To be caught you must be "tagged" by a 
player on the opposite side on his own territory), he will be sent to jail. This player must sit in jail until either the 
game ends or he is freed by a member of his own team. To be freed, you have to be touched by a "free" member 
of his own team. The freed player gets a free walk to his own side of the playing field. The person freeing the 
player is on his own, he may still be tagged and put in jail. To win the game you must capture the other teams flag 
and return it to your own side with out being captured. It is up to the team on how they want to place their 
members. When we play, we usually have two players guard the flag and one player be the jail guard. Two or 
more players stick around and help provide the defense. The rest go for the flag.  

 

Variation From Mike Stolz: 
Our troop plays this on every overnight campout. For night play, we use 2 or 4 lanterns. Two are used to mark 

the center line, while the other two can be used to show the 'approximate' area where the team's flag is. Our flag 
guards MUST remain at least 15 feet (5 meters) from their own flag unless chasing someone, and the flags must 
be completely exposed (no stuffing them into holes in the ground, or tying them to trees). When the teams are 
small, we do away with the jail. Instead, we create 'Check Point Charlie' at the centerline. Captured prisoners can 
be exchanged for a point. In case of a tie (equal games won, or no winner at all), the team that earned the most 
points is declared the winner.  

 

Variation:  
From Doug: This game, played at night, is a variant of Capture the Flag that we just call "The Candle Game". 

Two small pots are placed at opposite ends of a field (with trees or bush down the sides of the field) and lids for 
the pots are placed on the ground, just beside the pots; a small, lighted candle is placed in each pot. Each team 
tries to put out the other team's candle by sneaking up on their opponent's candle and putting the lid on the pot 
without being caught. The rest of the rules are pretty much the same as Capture the Flag.  
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Smugglers and Spies 
Evening game, outdoors  
Equipment: Tiny pieces of paper with the following smuggled items and point values written on each:  
Chocolate - 50 points. Quantity: 10  
Sugar - 75 points. Quantity: 8  
Animal pelts - 100 points. Quantity: 8  
Gunpowder - 150 points. Quantity: 6  
Designs for new secret weapon - 300 points. Quantity: 3  
Map to buried treasure - 500 points. Quantity: 1  
Formation: teams  
 
Divide the group into two teams. Have each team put on its armbands. One team becomes the smugglers - 

the other the spies. After the rules of the game are given, each team retreats to separate ends of the playing area 
(3-20 acres with open woods is ideal for the game.)  

The smugglers each receive the tiny pieces of paper, which they are going to try to carry into enemy (spy) 
headquarters. The spies set up their headquarters inside a 10' by 10' square area that has its definite boundaries. 
The scorekeeper sits inside spy headquarters.  

After each team has been given the opportunity to devise a strategy, play begins.  The spies fan out away 
from their headquarters and try to intercept smugglers as they attempt to take their goods inside.  

When a smuggler gets caught (tagged), he must stand still and permit a one minute search of his person by 
the spy who caught him. If the spy cannot find the piece of paper within one minute (paper has to be hidden in 
external clothing layers), the smuggler is free to try to advance again into the headquarters. If the spy does find the 
'loot', he takes the piece of paper into spy headquarters and gives it to the scorekeeper, while the smuggler 
returns to his headquarters to receive another piece of paper.  

If a smuggler penetrates inside the spy headquarters, he gives his goods to the scorekeeper, and is escorted 
back to his own headquarters by a staff person or leader supervising the game.  

The game continues for a set period of time. When it ends, goods (points) are totaled, and a winner is 
declared.  

 

Whistle tag 
Evening game, outdoors  
Equipment: one whistle for each 'hunted' leader or staff member.  
Formation: teams.  
 
The group is divided into teams of 6-8 players. The leaders or staff members who are to be 'hunted' are given 

a two-minute head start into the playing area (5 acre wooded area is ideal).  
Teams have to stay together during the entire game. Each team begins to 'hunt' the staff members, who are 

required to blow their whistles at one minute intervals (or variations which you may want to work out). Leaders may 
remain mobile, or seek a hiding place.  

Teams try to touch as many staff members as possible within the time limit of the game. Captured staff are 
immediately freed to run and whistle again.  

The team who tags the most wins.  
Variation: as a night game, using flashlights instead of whistles. Same rules apply.  
 

Light - No light 
Evening game, outdoors  
Equipment: flashlight  
Formation: scatter  
 
The game is best in a large open wooded area.  
Players line up at one end of the playing area, while one player, holding a flashlight, stands at the other end.  
The object of the game is to move from one end of the playing area to the other, past the person holding the 

flashlight.  
The player with the flashlight stands with his back to the other players. Every five seconds, he turns around, 

turns on the light and scans the area for three seconds. If a moving player gets caught by the flashlight beam, he 
has to return to the starting end. Stationary players may remain where they are.  

The first person to successfully move past the 'flasher' becomes the light for the next round.  
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Variation: The player with the flashlight keeps the flashlight on, and continuously scans the playing area. 
Stalking players dress in dark clothes. If stalking players are caught, they must return to the starting end.  

 

Find the Bell 
Evening game, outdoors/indoors.  
Equipment: a little bell that rings easily.  
Formation: circle.  
 
Have the group sit in a circle. Choose one person to sit in the center of the circle.  
The leader gives the bell to one of the players, who begins to pass it around the circle.  
The object of the game is to pass the bell quietly so that the person in the middle cannot guess who is holding 

the bell. Players may not silence the bell by holding the clapper - they have to try to pass it carefully enough so that 
it does not ring.  

 

Triad 
Evening game, outdoors.  
Equipment: 3 soccer balls painted white; 6 markers with reflectors attached (to make 3 goals).  
Formation: teams.  
 
Divide the players into three teams. On the playing field, set up three goals in the shape of a triangle.  
The game begins with a jump ball in the center of the field. All three balls are put into circulation at once and 

players try to move the ball through either of their opponents goals.  
The balls may be rolled, kicked or thrown to teammates. No player may hold a ball longer than five seconds.  
Teams devise strategies to protect their own goal, while trying to advance to score goals. 
 

Frontiers Game 
Our troop often plays a game similar to Stratego called Frontiers. 
You divide the boys into teams.  Each team is given a small "home base".  In the "home base" each team is 

given 10 - 15 tokens (flags). 
The playing field is divided in to parts with a home base on each.   (The game is best played in a area with 

trees and bushes). 
The goal of the game is to sneak into the other teams area and capture a token. If someone from the other 

team is being able to tag you on their side of the field you are taken as a prisoner to their "home base". 
Now when a member of your own team reaches the "homes base" he is able to free you instead of taking a 

token. 
If you have a token or a "free" prisoner you are free to go back to your own home base. 
The game last for a specified time and the team with the most tokens wins. 
I hope this description is understandable, if not feel free to mail me any questions. 
-- Thanks to Carl Persson,  Troop Leader,  SKOGSLOPARNA Utby NSF Gothenburg Sweden. 
 

Brass Rubbing Race 
Materials:  Heavy duty paper or brown wrapping paper, and a thick wax crayon per team 
On the command go, each patrol leaves the hut in search of road signs to rub. They have to make up the 

phrase "BE PREPARED" on the sheet of paper. They have to brass rub the letters onto the sheet of paper with the 
wax crayon, from the road signs. The first patrol back with the completed phrase are the winners. This is an 
excellent game as it makes the scouts think of all the road names in their locality that might contain the letters they 
need. You can of course use other phrases for repeated use. It is also a good idea to supply each patrol with a 
damp cloth, this is to clean the road sign of wax crayon should the paper split.  

 
 

Double Your Money 
Materials:  Set of monopoly/trading post money 
This is a game similar to 'Mixed Up Names' and 'Merchants'. Each player is given a $1 note at the start of the 

game. The players must then find the very generous leader with the $5 note who will swap a $1 for $5. The players 
can then go on to find and swap their currency with other generous leaders going from $5 to $10, $50, $100. $500 
up to about $1000. You can award points to the first players with a $1000 note, or total the money held by a team 
after a certain time limit. It is easier to have one leader give one type of note but it is workable to have a leader 
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give out 2 different notes as long as there is a few steps between them e.g. $5 and $100, or $50 and $1000. It 
requires much agility from the leaders who need to deal with several handfuls of notes coming and going but it is 
well worth while. The cubs who have played this game really love it. The idea of being handed large sums of cash 
for nothing really got them running around, even when the money wasn't real. A few cubs asked 'Why don't you 
use real money?' - obvious really, you wouldn't see the leaders for dust.  

 

Elephant Hunt 
Materials:  Colored wool to match up with six's colors, 1 Tin Talcum powder, Plastic plant identification labels 
Tell story to the pack about the elephants who have escaped from the local circus, who have asked for the 

cubs help in getting the elephants back. The circus tell us that each elephant is wearing a colored mat on it's back, 
each mat matches one of the sixes colors. So each six can look for the elephant wearing their sixes color on it's 
back. The cubs then follow a trail of wool, picking up their colors as they go. They must not pick up any other 
colors. You could tell them how many pieces they should find. The trail divides and finally the colored wool 
disappears. All that can be seen is large (talcum powder) elephants footprints on the ground. These all lead to one 
place where the elephants can clearly be seen, wearing tatty mats on their backs, (parents or leaders). But the 
elephants have been caught by a gang of thieves who will sell them back to the cubs for ú200 no more, no less. 
The cubs are then told that they can gather this money from around a certain bush. This money is the plastic plant 
tabs, stuck into the ground around the bush. Each label is marked with an amount of money. Each six must only 
take labels to exactly ú200 and pay the thieves for their elephant . They then take their elephant back to the circus 
where there is sure to be a reward.  

 

Face Paint 
Materials:  1 Pack of face paints 
The cubs are looking for a job in the circus, but the make-up artists have gone mad! The cubs must catch the 

mad artists (leaders) who will add a little face paint before running away to hide. At the end of the game you can 
hold an audition for the best face and clown. Ideal for a cub camp - you can tell from 100ft which cubs haven't 
washed the next morning!  

 

Game Of Life 
All the scouts save one (or a couple) start out side of the woods. They are considered the prey of the forest 

(deer, antelope, small game). In the forest you place a large number of objects (hats, chips, scarves, etc.) which 
represent food. The prey must go into the forest and gather three items of food (and return them to the safety 
zone) or risk starvation during the winter. The one scout who is not prey is considered a predator (wolf, grizzly, 
eagle, etc.). The predators job is to capture the prey. he does this by simply touching the prey. The prey has three 
methods of defense.  

Run:  Deer use it, (Be careful if you allow running at your camp.) 

Freeze:  A prey that is totally immobile is considered to by camouflaged, and cannot be touched until he 
moves (looks around, etc.) 

Hide:  Touch a tree to symbolize hiding in the tree. 
Each prey carries one object to symbolize themselves. If they are "eaten" by the predator, they must give their 

chip to the predator that got them. They then become a predator for the next year. If the predator doesn't get three 
prey, he starves for the winter. Any predator that starves becomes prey for the next year. Note, you should start 
with only a small number of food in the forest the first year (maybe 2 x number of prey) (remember they need three 
to survive). The game is fun and shows how there must be a balance between the prey and the predators. I'm 
sure you can adapt this game to many environments and change the rules where needed to make it more fun and 
or educational.  

 

Haggis Hunt 
Materials:  200 Small colored cards or similar, 1 Big ball of aluminum foil 
A few days ago the queen haggis came into season as she does every 5 years. Last night the queen haggis 

laid her first brood of eggs (the colored cards) which are a delicacy akin to truffles and caviar. The teams must 
collect as many eggs from around the wide game area as possible before the wee haggis hatch (despite the better 
environmental instincts of cubs) for points! A special reward is made for the team who catches the queen haggis 
who looks uncannily like some scrumpled aluminum foil!  

 

Hunt & Chase 
Materials:  Many different colored 'flashes' or 'flags' 
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We play a game called Hunt and Chase. We divide into an 5 teams. All the members on each team have 
personal flags of the same color they tuck into their belts. Each team can catch team members of one other team, 
and can be caught by the team members of a different team. When you are caught, you surrender your flag and 
are given the flag of the capturing team. There is no natural ending unless one teach catches everyone else. We 
usually play it for an hour or so, and then see which team is the largest. For "flags" we use things like pieces of 
twine, clothesline, manila rope, green garbage bags and brown garbage bags. Then the "twines" chase the 
"clotheslines," the "clotheslines" chase the "manila ropes," the etc. Some teams usually try to get other teams to 
help them. For example, the manila ropes could conspire with the twines to entrap the clotheslines. It is much 
more fun in that respect if you have 5 teams rather than 4 or fewer.  

Jail Break 
There are two "cops" and one "jailer". The rest of the people are "robbers". The number of "cops" and "jailers" 

can vary depending on the number of players. A fairly central location is designated as "jail", The jail should be 
fairly out in the open and the boundaries definite. A picnic table can work great as a jail (those in the jail would sit 
on top of the table). All robbers are given some designated time to go hide (like hide-and-go-seek maybe 30-60 
seconds). After the appropriate hiding time, the cops go looking for the robbers. The robbers usually are not in the 
same spot all of the time for reasons I will describe in a minute. The cops catch a robber by one of many methods 
(this is where the variations come into play). The robber may be tagged, hit with a light beam, person identified 
correctly, or combinations of these. When a robber is caught, they are taken to jail by the cop. The big difference 
between this and hide-n-seek is, if someone is quick and sly (someone being a robber), they can cause a "jail-
break" and let all that are in jail get out of jail. This is done by sneaking up into jail (not being caught by the jailer), 
stepping IN the jail (or touching the table with both hands), and yelling "JAIL BREAK!" At this point, all that are in 
jail are FREE. The jailer must give everyone that was in jail and the breaker some time to get away (maybe 15 
seconds). Sometimes this game has gone on for hours for one game. Sometimes it is a fairly short game (but not 
too often). If you want, you can have the game continue on by having the final (in this example) 3 people to be the 
cops and jailer.  

 

Kim's Wide Game 
Materials:  Selection of common 'outdoor' objects 
Before the game pick up a few 10+ objects which the players may find lying about in the area e.g. beech nuts, 

holly leaves, berries, sweet wrappers and lay them out. The teams or individuals must find as close matches to the 
objects you have collected. You can either display or hide your collection so that the players can or cannot come 
back and refresh their memories. The team with the display best matching the original wins.  

 

Lamp Chicane 
Materials:  4 Lamps such as hurricane lamps 
The game is played in the dark between two teams. Two lamps are placed about 100 meters apart. These are 

the home bases. Another two lamps are placed about 40 meters apart, and at right angles to the first two lamps. 
They should be about halfway between the first two lamps. One team is split into two, one half going to each home 
base lamp. Their object is to get to the other home base lamp, without being caught. They must go between the 
other two lamps to get there. There is no restriction on how far out they go to either side to get to the other home 
lamp, but they must go between the two 40 meters apart lamps. For each member who reaches the other home 
base, their team wins a point.  

 

Long Distance Chinese Whispers 
Materials:  Long message written on piece of paper per team, Pen and paper per team 
Distribute members of a patrol or six some distance away from one another. Give the patrol leader a scrap of 

paper with a message (around 30 words for Scouts). The PL must remember the message and relay it to his APL 
who in turn relays it down the line to the final scout. The final scout writes down the message when he returns 
back at the starting point. The team with the message most resembling the starting message wins. The longer the 
distance the more breathless (and less articulate) and more forgetful the scouts become.  

 

Merchants 
Materials:  1 Bag pasta shapes or macaroni, 1 Bag dried peas or soy beans 
Split the pack or troop into 2 teams and give one team 6 macaroni (Gold) and the other team 6 dried peas 

(Silver). Explain that the teams should try to make as much money as possible in the time available. They may do 
this by trading with the 2 merchants (leaders) who will be roaming around. One merchant will give you 2 gold for 1 
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silver, the other will give you 2 silver for every 1 gold. The team with the most money by the end of the game wins 
(count silver and gold as equal value).  

 

Refinement: 
The merchants may swap their bags to confuse the players 
 

Refinement: 
Player and/or other leaders may steal from other players using tagging or lives. 
 

Refinement: 
Introduce another trading stage and merchant (and possibly another team) e.g. bronze or platinum. Merchants 

only trade bronze for silver, silver for gold, gold for bronze.  
 

Mixed Up Names 
Materials:  1 Name card for each activity base leader and an activity for them to look after at that base 
Each of the leaders or the people manning the bases is given a card similar to the ones described below: 
1. You are 'Thunder Fist'. 
 Tell them they must find 'The Kraken'. 
2. You are 'The Kraken'. 
 Tell them they must find 'Thorin'. 
3. You are 'Thorin'. 
 Tell them they must find 'The Hulk'. 
4. You are 'The Hulk'. 
 Tell them they must find 'Robin Hood'. 
5. You are 'Robin Hood'. 
 Tell them they must find 'Thunder Fist'. 
You can of course vary the number of bases that you have. Each person manning a base is also given an 

activity that the cubs or scouts have to complete at that base. The base men are sent out and hide within a given 
area. The patrols are then sent out, each having been given a different 'NAME' to find. When a baseman is found, 
the scouts or cubs have to ask him if he is the name they are looking for. If he is not then they have to keep 
looking. If he is then he asks them to complete a simple scouting exercise such as tying a bowline. He then gives 
them the name of the next person they have to find. A point is given for completion of an exercise to the 
satisfaction of the baseman. The winning patrol is the one that finds all the basemen and completes the most 
tasks.  

 

Naval Battle 
Nigel's Navy 

 
Materials:  Colored wool for lives, 6 Cards bearing the name "DESTROYER", 4 Cards bearing the name 

"SUBMARINE", 2 Cards bearing the name "BATTLESHIP" 
Instead of cards you could use colored counters or plastic clothes pegs. 
This is best played with three or more teams. Each team is given a base which is their naval shipyard. Each 

player is allowed to take one card from their shipyard to take part in the combat. When they take a card, they also 
take a length of their teams colored wool to tie round one arm. A combat area is marked off in the center of the 
field and combat may only take place within this area. Combat takes place in the following manner, a player will 
tag a player from an opposing team. Both players then compare their cards as follows: A battleship takes a 
destroyer, a destroyer takes a submarine and a submarine takes a battleship. The losing boy hands over his piece 
of wool to the winner and returns to his shipyard for a new piece of wool. Combat can only take place between two 
players who are each wearing a piece of wool. If both players have craft of equal status such as two submarines 
then it is an even match and there is no victor, they then have to go and challenge somebody else. A boy can 
exchange ships only at his shipyard when he is getting a new piece of wool. The winning team is the one which 
has collected the most pieces of wool at the end of the game.  

 

Postman Game 
Materials:  3 plastic bags, 2 sets of differently colored cards (2" squared is big enough) 
Three leaders are required for this game. The first leader is the postbox, the other two give out the different 

postcards. The troop or pack is split into two teams. One team collects and posts one color of card, the second 
team posts the other color. Players can only hold one postcard at a time - they must post one card before 
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collecting another. The postbox and distributors can roam and hide to evade the players. The team who has 
posted the most postcards wins.  

 

Refinement: 
Leaders can swap jobs so that players do not always know who to go to 
 

Refinement: 
Spare leaders can rob players of their cards 
 

Rockets And Interceptors 
Materials:  1 Bucket or large tin, Large number of colored balls or plastic clothes pegs all the same color, 

Skittles or rope to mark off the target area 
This is played by two teams. The attacking team are called the rockets and the defending team are called the 

interceptors. The target area is marked off and the bucket or large tin is placed in the center. Only rockets are 
allowed to go inside the target area. Up to four interceptors are allowed to hover around the target area. The 
rockets have a base at which they pick up their warheads. Each rocket can carry only one warhead to the target 
area. If a rocket is tagged by an interceptor before going inside the target area, they must hand over their warhead 
and return to their base. 20 warhead units in the bucket or tin destroy the interceptor target area. All the colored 
balls count for 1 warhead unit. The five white balls are special multi warheads and count as 5 warhead units for 
each white ball. If the interceptor target area is not destroyed after 20 minutes then change over the teams so that 
everyone has a turn at attacking and defending. This game is best played where there is a bit of cover for hiding 
and creeping up on the target, or at night when visibility is reduced. 

 

Scout-Staff Treasure Hunt 
A wide game that is popular in our scouts is to distribute various items of a trangia around our local village, on 

the Scout Leaders doorstep, and the Exec.'s etc., and send the scouts off on a kind of a treasure hunt, with the 
aim to make a cup of tea for the S.L. and the A.S.L. at the end. The hunt started with a note telling them where to 
find the next item of the Trangia, and then the next note was on the next item, etc. It also helped the scouts to 
learn who their Exec. were, as the notes told them it was in the Secretary's garden, and it helped immensely if they 
knew who the secretary was... Trangia: Swedish outdoor cooker, I'm not at all sure if it's known at all in the US, but 
it is very popular over here. It's light weight, and uses methane to run, but Butane attachments are available now. 
Mine splits up into several pieces, and so was ideal for this exercise.  
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Strategy Games 
From the Scouts-L Games FAQ 

 

Mouse Trap Attack 

You will need: 
4 spring loaded mouse traps per team 
An endless supply of rolled up paper balls 
We will suppose that there are four teams or patrols of six boys.  They are spaced at equal distances down 

the length of the hall.  Each team or patrol has it's mouse traps cocked at one side of the hall on the floor.  At the 
other side of the hall opposite each group of mouse traps are three attacking boys from each of the other patrols.  
These attacking boys are armed with rolled up balls of paper.  Each patrol is allowed up to three defenders for 
their mouse traps.  These defenders must sit on the floor half way between their mouse traps and the defenders.  
The attackers must lob the paper balls over the heads of the defenders and set off the mouse traps.  The winning 
patrol is the one that has the last loaded mouse trap. 

 

Mouse Trap Fishing Game 

You will need: 
1 spring loaded mouse trap 
3 bamboo canes 
3 lengths of string 
Some objects such as plastic bottles to be picked up, for each team. 
You will have to bore a hole or fit a screw eye in one end of each mouse trap so that it can be attached to a 

length of string.  Each team stands at one side of the hall and the objects they have to collect such as plastic 
bottles are on the other side of the river (hall).  The only way that they can get the objects, is to lash the three 
bamboo poles together to form a fishing pole and attach the string with the mouse trap attached to the end.  You 
will have to show the scouts how to cock the mouse traps safely or you may have to do some first aid on bruised 
fingers. 

 

Submarines And Minefields 

You will need: 
Blindfolds for each member of the minefield 
 
You split into two teams, one forms a line across the playing field.  They are blindfolded and standing close 

enough together to touch hands. Each hand is a mine that will 'destroy' a ship (a member of the other team.) that 
team quietly tries to sneak along the line weaving in and out of the mines, (i.e. between their feet, or between two 
scouts).  we once had someone go fetch a utility ladder and climb over the minefield.  After a minefield team 
member uses one hand and hits a ship, that hand is out of play for the round.  Thus later ships may go through an 
unprotected area.  Smaller scouts usually win this one.  When the whole team has gone through or not as the 
case may be, change over.  At the end of the game, the winning team is the one that managed to get the most 
ships through the minefield. 

 

Trader 

You will need: 
4 counters for each boy, red, blue green and yellow one of each color. 
When the game starts the boys are given a set time 5 to 10 minutes in which they are allowed to trade.  They 

trade in the following manner.  A boy approaches another boy with a counter in his left fist , he does not show the 
other boy what color he is holding.  If they agree to trade then they give each other a counter taking care that they 
do not show the color they are swapping.  Any boys who do not wish to trade simply cross their arms, this 
indicates that they are not open for trading.  After the trading period is ended you show the lads the stock market 
chart shown below and get the lads to add up their scores. 

Print out the following table and make copies. 
4 Red counters  100 points 4 Blue counters 80 points 
4 Green counters 60 points  4 Yellow counters 50 points 
3 of any color 40 points 2 of any color 15 
Single Red 1 point  Single Blue 2 points,  
Single Green 4 points  Single yellow 5 points. 
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After they have added up their scores and you have found out which scouts have the highest scores, collect 
the counters in and hand out one of each color again to the scouts.  Now play it again with the scouts knowing the 
values and see the difference in tactics.  From time to time you could introduce jokers these are White counters.  
You place some of these on the table and the boys are told they can take them if they wish.  The value of these is 
unknown until they add up the scores.  You then tell them that they either get 10 extra points for each White 
counter they have or minus 10 for each White counter they hold, much like Bulls and Bears in the stock market. 
You can decide if it is going to be a plus or a minus by either tossing a coin or rolling a dice. 

 

The Trader Game - Altered Slightly  
By Mike Stolz 

Equipment: 
4 chips for each boy, all of different colors (red, green, blue, yellow) 
1 chip for each adult - white 
(I made my chips by cutting 1 inch squares from colored cardboard) 
Rules: 
The boys are given a chip of each color.  the adults each have one white chip.   The boys get 7 to 10 minutes 

to 'trade' chips with each other or an adult.  To  trade, each boy holds a chip HIDDEN in one hand.  When they 
agree on the trade,  the chips are exchanged.  ALL TRADES ARE FINAL!  Boys who do not wish to trade  should 
fold their arms to signal that they don't wish to trade.  All trades are  1 chip at a time.  Boys can also trade with 
adults if they want to.  After the  trading is over, show the boys the stock market list below and have them add up  
their scores. 

Now that they know the value of the chips, let the boys play the game again.   Collect and redistribute the 
chips, and see how trading tactics change.  After  the second trading period is over, add up the scores again and 
see how the boys  did this time. 

 

Stock Market Chart - Trading Chip Values 
 

4 RED - 90 POINTS 1 (SINGLE) BLUE -  40 POINTS 
4 GREEN -  0 POINTS 1 (SINGLE) YELLOW -  30 POINTS 
4 YELLOW -  60 POINTS 1 (SINGLE) GREEN - 30 POINTS 
4 BLUE - 50 POINTS 1 (SINGLE) RED -   20 POINTS 
2 WHITE - 50 POINTS  1 (SINGLE) WHITE -  20 POINTS 
3 OF ANY COLOR -  40 POINTS  2 OF ANY COLOR - 

 20 POINTS 
 

Trading Post 

You will need: 
Two price lists, one of things that you are selling and one of things that you are prepared to buy back. 
Various things for the teams to buy 
You will also need some form of currency such as colored cards, paper or even beads. 
 
At the start of the game, each team is given the same amount of currency.  They then have to decide what 

they are going to buy from you in order to make something to sell back to you for a profit.  Most things that you buy 
back should result in a profit, but you should put in some items that produce no profit or even a loss.  As an 
example of the sort of things on your to buy list would be a cup of hot tea for the scout leaders.  To do this they will 
have to purchase from you matches, tea bags, milk and sugar, a cooking stove, fuel for the cooking stove, water 
pot and water. 

 

Lighthouse 

From: Lynne Axel Fitzsimmons 
 
This game comes from a Games book published by the Bharat Scouts and Guides (India).  It is attributed to 

the Catholic Boy Scouts of Ireland. 
You will need: 
Enough blindfolds for half your group, and a reasonably large room. 
The Leader is the lighthouse.  Half the troop (pack, company) are ships, and put on the blindfolds at one end 

of the room.  The other half are rocks, and distribute themselves on the floor between the ships and the 
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lighthouse.  Please ask the rocks to keep their hands and feet in to minimize tripping.  The rocks also should not 
clump up. 

The lighthouse goes "woo woo" to guide the ships.  The rocks go "swish, swish" quietly to warn the ships of 
their presence.  On go, the ships navigate between the rocks to the lighthouse.  If they touch a rock, they are sunk 
and must sit on the floor (and go "swish, swish" also).  When all the ships have made it to the lighthouse (or have 
been sunk), the rocks and ships switch places. 
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Memory Games 
From the Scouts-L Archive 

 

Silhouette Kim's Game 

You will need: 
About twelve different shaped items, a sheet or back projection screen and a slide projector or strong light  

(Note: clear bulbs are better than pearl) 
A number of objects are held, one after the other, behind the screen, e.g.  scissors, bulldog clip, flower.  After 

all the objects have been seen, a short time is given for the lads to write down or tell to the leader, the objects that 
they saw in the correct order of viewing. 

 

Battleship Kim's Game 

You will need: (for each six or patrol) A table, a piece of chalk and ten items  
Each patrol gets a table set up on it's side in their corner as a barrier, so that the other patrols can't see behind 

it.  On the floor they draw a 747 grid, and mark horizontal axis A to G and vertical axis 1 to 7.  They then take ten 
items and place them at random on their grid.  The patrols are now given five minutes to look at each others grids 
and try and memorize the locations of as many items as they can.  After five minutes they each retire behind their 
barricades.  Each patrol in turn fires three shots.  For a shot they must say the name of the patrol they are firing at, 
the grid reference and what item is at that grid reference.  If they are correct then they capture that item.  Each 
patrol only gets 3 shots per round.  After a set number of rounds, the patrol that has captured the most items are 
the winners.  Please note that this is a memory game, no pencils and paper allowed. 

 

Kims Game Variant 

You will need: (for each six or patrol):  Two bowls or buckets on chairs,  
Ten mixed items 
Teams or patrols stand in single file facing the front of the hall.  At the front of the hall facing each team is a 

bucket or bowl on a chair.  In each bowl there are ten items (the same items for each team).  At the back of the 
hall opposite each team is an empty bucket or bowl.  The scout leader calls out an item and the first man in each 
team has to run to the front, get that item  place it into the other bucket at the back of the hall and then run back to 
the back of his team.  The first team with their man back get a point. 

As you continue playing this the objects will be distributed between the front and the back buckets.  If the 
scouts have good memories they will remember what items are in what buckets.  This will save them time.  If an 
object is called by the leader and it is in the back bucket then it has to be placed in the front bucket and vice versa.  
The reason for the bucket being on a chair is so that the scouts can't look in to see what is in the bucket. 

 

Patience 

You will need: (for each six or patrol) A suit of cards Ace to ten (one pack of cards will supply four teams) 
The ten cards for each team are laid out at random, face down on a table in front of them.  One at a time the 

boys run up and turn over a card. If it is not the Ace then they turn it face down again and run back to their team 
and the next player has a go.  When the ace is turned up they can lay it face up at the front of the table.  The next 
card needed is the two and so on. Play continues until one team has all its cards turned face up in the correct 
order. 

 

Compass Skills Patience 

You will need:  Sets of cards having the compass points printed on them 
This game is played the same way as the previous game, but this time the boys have to place the cards at the 

correct compass position for that card.  Suggested order for laying down cards:   North,  South,   East,  West,  
North East,  South East,  South West,  North West.    NNE,  SSW,  NNW,  SSE,  ENE,  WSW,  ESE,  WNW 
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It's Under A Cup 

You will need:  A number of plastic cups and objects to fit under them (e.g. a ball, a ring, a key etc.) 
Two teams one each side of the hall.  Each team is numbered 1 to N with boys with the same number on each 

team of similar size.  The object are placed in the center of the hall in a row and the plastic cups placed over them.  
The leader now calls out an object and a number.  The two boys with that number have to rush to the row of 
plastic cups, find the correct cup and take the object to the leader.  The lad who gets the object to the leader wins 
a point for his team. 

 

Ruba Dub Dub 

You will need:  Twenty four 35mm film canisters, these should be opaque and all look the same.  Into twelve 
of these you place a marble, fishing bell or anything that will make a noise when the canister is shaken. 

The boys sit in a circle and take it in turn to pick up two canisters at a time and give them a shake.  If they both 
rattle then a prize or point is given to the boy who picked them.  These canisters are then removed from the game 
and the next boy has his turn.  If both canisters do not rattle then they are both replaced where they were picked 
up from and the game continues.  The game gets more difficult as more are removed as there are then more 
empty ones left in the game than ones that rattle.  You could make it more difficult by having a larger number of 
containers to begin with.  You could also guild the Lilly by putting numbers on the canisters but I have not found 
this to be necessary.  You can use this as a team game, the winning team being the one with most points or as 
individuals against all the rest. 

 

Post Office 

You will need: (for each six or patrol) 
2 chairs 
Coins adding up to 50 pence 
The boys stand in their patrols or sixes, in straight lines across the middle of the hall.  In front of each patrol is 

a chair, this chair is the post office.  On this chair at the beginning of the game is an assortment of coins. We use 
coins that add up to 50 pence.  Each teams post office, has the same number and value of coins.  Behind each 
patrol is placed another chair, this chair is the 'BUREAU DE CHANGE'.  The leader calls out a sum of money, say 
20 pence.  The front man in each team then runs to the post office and has to leave 20 pence on the post office 
chair.  Any extra coins must be taken and placed on the BUREAU DE CHANGE chair.  On finishing his move the 
player runs back and joins the back of his team.  The first man back gets a point for his team.  If a value is called 
which is higher than the value on the post office chair, the boys must run to the BUREAU DE CHANGE to collect 
the coins they need.  Great fun can be had by calling out 49, a lot of them will start counting the coins out, but the 
smart ones soon realize that they only have to leave one coin at the BUREAU DE CHANGE to get 49 at the post 
office.  Calling out the value that is already at the post office also causes a laugh. 

 

Obstacle Course In The Dark 

You will need: 
Various items that will fall over easily such as skittles 
Plastic bottles and short lengths of wood or plastic tube 
Give each team the same type and number of objects.  Allocate each team a lane down the length of the hall 

across which they must lay out the obstacles.  You could mark these lanes with chairs if you wished.  When the 
teams have completed their task, line them up at one end of the hall and then get them to swap lanes with one of 
the other teams.  This way if they have made the obstacle too easy then they will give this advantage away to 
another team. After allowing them a minute or two to look at the lane they are in, turn out the light and get them to 
walk down the lane to the other end.  The patrol leader or Sixer should be the leader for his team.  At the finish 
end of the hall, one of the leaders could flash a torch on and off at random to give them a bearing.  Points are 
deducted from each team for the number of obstacles they have knocked over. 
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Team Building Games 
 

Caber Toss 
2 sizes of caber will be used. (Small for Scouts under 14 and large for those 14 and over) 
 

Over The Log 
A log is lashed, 6 ft. high, between two trees. The entire Patrol must get over it. Assistance can only be given 

by those that have not crossed over yet.  Scoring is by the percent of the Patrol that get over. 
 

Amazon 
A #10 can, with wire bale, is placed on an "island" 10 ft. into the Amazon.  The Patrol has to get the can 

without anyone stepping into the river, or spilling the contents of the can. Equipment: 6 ft. of 1/4" rope, pole or tree 
limb long enough to reach the "island", a stick 2 ft. long, 2x6x12 board.  Scoring is by cooperation, spirit, and 
success or failure. 

 

The Electric Fence 
A "Yard" is enclosed by and "Electric Fence" (twine) 36" high. Inside the "Yard" is a 2x4 with steps or log to 

assist. The Patrol must get as many members over the fence as possible. Anyone touched by the "fence" is 
zapped and eliminated. Scoring is by cooperation, spirit, and success. 

 

Kim's Game Campsite 
Setup a Kim's Game with 20-30 normal campsite items and 20-30 special items (total of 50). Each Patrol is 

allowed 30 seconds to observe and then must write down all that they can remember.  Scoring is by the number 
that they get correct. 

 

Shoe Hunt 
This game takes place on a clear grassy area. A 50 ft. circle is marked on the grass with a 10 ft. circle in the 

center. All Scouts remove their shoes, place them in the center, and move out of the 50 ft. circle. The judge mixes 
the shoes and then gives the go signal. Patrol members must find their own shoes, put them on, tie them, and get 
back to the outer circle standing in a line. Scoring is by time (the number of seconds it takes subtracted from 180) 
a 10 point penalty is charged for any shoes not properly tied or buckled. 

 

How Many Bears Can Live In The Woods 
Scouts become "bears" and must collect food. (colored paper squares) When all food is collected the judge 

checks to see how many have collected a balanced menu. "Bears" without balanced menus do not survive. 
Scoring is by the percentage of the bears that survive. 

 

Nature Hunt 
Patrols are given a list of items to "collect" during the day. By the end of the competition they must go to the 

station and show their collection. Scoring is by the number of correct items. 
 

Order Out Of Chaos 
Each Scout s assigned a number. (1,2,3 etc.) The Patrol is then blindfolded and is instructed to get 

themselves in numerical order, without speaking.  Scoring is by subtracting the number of seconds used from 120. 
Time allowed: 2 minutes maximum. 

 

Name It 
A collection of 15 "nature" items is displayed. Each boy is given 5 minutes to list the items he can identify 

without speaking or helping each other.  Scoring: Sheets are graded and the total points divided by the number in 
the patrol times 10, determines the score. 

 

Bowline-Sheet Bend Draw 
Each participant needs a 6 ft. rope. Patrols form into pairs facing each other. On "go" each Scout ties a 

bowline around his own waist, the first one done then ties his rope to his partner's with a sheet bend. The two 
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partners then lean back and raise their hands. Scoring: the number of seconds used subtracted from 120. Add a 
bonus of 5 points for each correct knot. 

 

All Aboard 
The entire group must stand on a 2' x 2' platform at the same time, for 10 seconds. Scoring: 10 points for each 

Scout on the platform. 
 

Giant Clove Hitch 
With a 50 ft. rope, the Patrol ties a clove hitch around a tree. No one is allowed to go closer than 15 feet to the 

tree. Scoring is by the number of seconds used, subtracted from 240. 4 minutes maximum allowed. 
 

Traffic Jam 
The patrol divides into two groups. They line up as shown, facing each other with one empty space in the 

center. 

A A A A   B B B B 
The two groups must now switch positions on the line. The A's move to the B's space and vice versa. They 

must follow this procedure: 
1.  Step only into an adjacent empty square. 
2.  Step around a person facing the opposite direction. 
Players cannot move backwards. Players may not step around someone facing the same direction. Only one 

player can move at a time.  Scoring is by the number seconds used subtracted from 300. 
 

Bowline Stroll 
Everyone in the Patrol needs a 6 ft. rope. Each person ties a bowline around their waist. They then tie the 

other end of their rope to a central loop (about 1 ft. in diameter, supplied by the judge.) They then must travel a set 
course as fast as possible. 

1.  No one may be dragged. 
2.  Proceed safely. 
Scoring is by the number of seconds used subtracted from 240. 
 

The Monster 
The Patrol must form a monster that moves 50 ft. and makes a sound. 
1. The Monster must have only one more leg than the number of Scouts in the Patrol; 
2. The Monster must have one less arm than the number of Scouts in the patrol; 
3. The Monster must make a single sound, not just a group shout. 
Scoring: Judges prerogative. 0-50 for the Monster 0-50 for the sound. 
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Other Team Games  
From Jim Speirs  

 

Richmond Hill Hand Ball 
Active, outdoors  
Equipment: soccer or volleyball.  
Formation: teams.  
 
Divide the group into two equal teams. Find a suitable playing field about the size of a soccer field, with an 

area to be used as an end zone.   
The play starts with a jump ball. The object is to move the ball down the field to score points. Players throw the 

ball to their teammates, or run with the ball. Players may not take more than five steps while carrying the ball. If 
they do, the ball is handed to the other team, who throws it in from the sidelines.  

Points are scored when the ball is thrown to a teammate in the opposing team's end zone, and caught. The 
ball must be thrown from outside the end zone into the end zone and caught by a teammate. If the ball is missed 
or dropped, the opposing team gets a chance to move it out of their end zone. One point is scored for each catch.  

The team with the most points after a given amount of time is declared the winner.  
 

Metro Medley 
Active, outdoors/indoors  
Equipment: Per team: 1 conductor hat; 1 whistle  
Formation: shuttle  
 
Divide the group into two or more teams; line them up in shuttle formation, with half the team at one end of the 

playing area and the other half at the other end. The first member of each team is the conductor.  
On 'Go', the conductor dons the hat, hangs the whistle around his neck and runs to the far end of the playing 

area, where one half of his team waits. Here, he picks up his first 'car' by bending down and placing his right hand 
between his legs, to join the left hand of the next player. Having attached the first car, the conductor blows his 
whistle and the two players run to the other end to pick up another car.  

The relay continues until all players on the team are part of the 'metro'. The conductor signifies a complete 
train by blowing his whistle four times.  

 

Tight Rope Walk 
Semi-active, outdoors/indoors  
Equipment: Per team: 20' rope, sweatpants, long underwear or large tights, 
mustache, derby hat, stool, 6' stick.  
Formation: shuttle.  
 
Line up the teams in shuttle formation at either end of their 20' rope. The first player on each team, on 'Go', 

puts on the mustache, tights and hat, picks up his balancing pole and walks along the rope.  
Halfway across, he meets a stool; the player climbs over the stool and continues on his way to the other end of 

the rope where he exchanges his outfit with the next player.  
The relay ends when all players have completed the walk TWICE - once walking forward and the second time 

backward.  
 

Balloon Baseball 
Active, outdoors/indoors.  
Equipment: Balloons, balloon baseball markers.  
Formation: teams.  
 
Players are divided into two teams. Each team designates a pitcher who pitches to his own team.  
Each batter gets two pitches to hit a balloon with his fist. If the balloon is hit, the fielding team tries to blow the 

balloon to the ground before the batter runs around the bases. If they do not, a run is scored. Play continues until 
everyone on the batting team has been 'up to bat'. Then the inning is over and teams switch places.  

The game continues for a specified number of innings.  
Note: Depending on the age of the players, the distance between the bases may be altered. 
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Nuclear Reactor Game 
From: Bob Condon 

 
Good game and I have used a couple varieties of this at Team meetings with software engineers... Pretty 

interesting results.  Object Of Exercise: having a group discuss the problem, have the natural leaders take control, 
plan and execute. Do a final discussion about what occurred... moderator TAKE NOTES.   

Object Of Game: Take a 3/4 filled can of water, and pour its contents WITHOUT SPILLING IT, into a second 
can 10 feet away. 

RULES: 
1. There is a transport device (see below) which they will be provided to transport the can containing the 

material. 
2. No one can touch a can.. You will be dead if you do leaving the team short one member (leaving one rope 

on the transport device un-manned). 
3. No one can be within a 4 foot of the can. There will be a ribbon one each rope of the transport device 

marking this location. 
4. The can must be transported with the transport device, AND POURED INTO THE OTHER CAN. 
5. Ropes on the transport device can not be exchanged with another team member INSTEAD, you are 

assigned a rope and you must always hold onto it. You can move yourself with the rope to another position 
(crossing ropes etc) [needed when pouring can into second can]. 

6. No fighting. Work as a team. 
 

SETUP:  
You tell everyone that there is a radioactive materials in the can. They can transport the material using the 

transport device to a safe location and save the world. 
If they touch the can, they are dead. 
If they should come within 4 feet of the can, then they are blinded and must be blind folded. 
They have [xxx ] minutes to plan and then will be timed on the execution of transporting the material. 

 
Materials: 
6 - 10 foot pieces of nylon rope (1/4 ") 
1 bungie cord which is larger that the circumference of the #10 can. 
2- number 10 cans. 
 
You put down plastic if inside!! 
 
Assembly of Transport Device: 

Take the clips OFF the bungie cord. 
Fasten the bungie cord to make a circle larger than the can...  I recommend about a 1/2 inch larger in 

diameter. I usually make an S out of a coat hanger (SMALL) and pinch the two ends of the cord with the s to 
hold it (probably not clear!)..Some bungies come with an S which is used to hold on the big clips on the end ... 
send me mail if you need further clarification..   

Now tie the 6 pieces of rope to the bungle cord making it look like a wheel hub (bungie cord) and spokes 
(rope) 
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   \         |          / 
    \        |         / 
     \       |        / 
      \      |       / 
       \     |      / 
        /----------\ 
        |          | 
        |          | 
        |          | 
        \----------/ 
        /     |     \ 
       /      |      \ 
      /       |       \ 
     /        |        \ 
    /         |         \ 
 
Tie a black ribbon on each rope 4 feet out.. If any hand hits the black ribbon, then they are blinded. 
Results I have seen: 
People in customer oriented environments plan this fairly quickly (30 minutes) and execute in 6 minutes. They 

worked together to see how they could solve the problem, they tended to take more planning ideas up front, came 
up with one solution and then did it. 

People in R&D environments where they tend to work more independent of each other tend to take longer to 
plan (up to 1 hour), spilled the contents because everyone fights over the leadership position, and execution can 
take up to 20 minutes. 

Biased.. Well I worked in the R&D environment and saw this happen and then executed in the CS 
environment with different results. The real problem was that the engineers refused to yield the leadership to each 
other, so they could not come to a consensus. Next, when they executed the task, one engineer would decide that 
he was going to do to it HIS way and disrupted the team. 

 

Hints: 
The bungie cord is LARGER than the can so two  people have to always be constantly be pulling on the ropes 

(attached to the bungie cord otherwise the can falls through the bungle. If a third person inadvertently pulls on a 
rope, this may make the can slip (because they are making close to a circle with the bungie cord)... 

 
Its one of the best team games I know of... 
 
A second way to do this is to make the same transport device, take 4 inch drain pipe with 2 capes on the end 

and put 10 pounds of sand inside. 
You need one setup for each patrol if you want to make it a race.  Next you put physical barriers in place ( 

ropes waist high to climb over, tables to climb under) in the path where they will transport the nuclear canister (of 
course painted yellow and fluorescent orange).  They are given 20 minutes to plan how they will carry this canister, 
then set up at the start line and then it is run. The winning team is the team that does not drop the canister and is 
first over the finish line. 

If they all drop the canister, then you start it again... 
 

Hoot Hoot Hoot 
This is not so much a Camporee competitive event, although this game could be used as a fun side-activity. It 

is, however, an excellent game that is much enjoyed by both Cub and Scout age kids. Maybe we could all put our 
heads together and come up with some more games we have seen in one place or another, eh? 

Let's toss this Czech game into the equation today... 
 
For lack of a better name, the Czechs call this one "Hoot, Hoot, Hoot". The reason for this will become clear 

shortly. 
This can either be an indoor or outdoor game, though it's better for outside, since some tackling can be 

involved on occasion, unless specifically prohibited. I suppose that you could term this an active, but very quiet 
game (except for the cheers that can be generated as a result of a "catch"). 

You need a well-marked playing field, divided into two sections, about 50 meters deep (smaller sizes OK if you 
are indoors, but the playing size should equate to at least a basketball court sized area, with well-defined playing 
area borders, since stepping out-of-bounds means being called "out"). 
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The two teams assemble in their respective ends of the play area. Teams choose which side is going to go 
first. One member of the selected team takes the deepest breath possible, and ventures into the other team's 
territory. If this player runs out of air while in the other team's territory, the player is "out" and has to sit out the rest 
of the game. 

Since breath-holding is a quiet endeavor, it would be far to easy to "make a mistake" unless there were some 
way of telling whether a player remains on just one breath while in "enemy territory". So, just to avoid confusion, 
the player has to continuously say, "Hoot, hoot, hoot...." rapidly and without pause the entire time he or she is in 
the opposition's side of the play area. The "H" sound takes more air than most, and so limits the time available 
quite dramatically. Any pause indicates the player is taking another breath. If this happens, he or she is "out". 
Since you lose less air when you are doing this quietly, everyone else has to be absolutely silent. If the player's 
team makes noise in order to cover for the player, both the player and the noise-makers are "out". 

Stepping out-of-bounds at any time is another way to be called "out". People who are "out" have to observe 
the remainder of the go from the sidelines. 

"It" attempts to tag as many of the opposition's players as possible. All who are tagged by "It" are "out" 
UNLESS "It" runs out of air before crossing to his or her own territory. 

There is a very slight possibility that "It" will run out of air through poor planning. However, the best way of 
ensuring "It" runs out of air on the wrong side of the line is for "It" to be prevented from returning. Therefore, the 
side being invaded needs to capture "It" for long enough to ensure he or she runs out of air. (Tackling "It" to the 
ground and knocking the breath out of "It" is not encouraged.) 

Capturing "It" is not, however, risk-free. If "It" cannot be held until running out of air, and he or she manages to 
get back across to home side, every player who touched "It" in the failed capture effort is "out". A wee but squirmy 
"It" can take out several of the opposition's mooses this way... 

Team strategy is fairly important in this game, since you want to preserve a few of your stronger and fleeter 
players till the end, if at all possible.  Everyone has to take a turn at being "It" - no exceptions allowed. Each player 
takes this in turn until the entire team has gone across and returned (or been captured). After everyone has had a 
turn, the team circulates the responsibility again. You do not have to use the same sequence each time, however, 
so you can "target" opponents you need to get "out" as quickly as possible, using specific players from your side. 

The team that runs out of players is NOT the winning. team. After a team wins, the game can be played again. 
So, give this one a try to see how it plays with the Scouts where you are, and let me know how it goes. 
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Knot Games 
 

A Knot Tying Contest 
The Burrito wrote: 
"In my troop we have recently been attempting to get the scouts to learn their knots.  We don't have any 

experienced boys to assist in teaching as we have a new troop.  The problem we are having is that the scouts 
aren't paying attention when the knot is being demonstrated, and also when they are supposed to be practicing.  I 
was wondering if anyone had any games or other ideas that could be used to help them learn these important 
skills." 

My scout troop used to hold a competition for the quickest tying of knots--it certainly got *most* of them 
learning the knots - I know I did!  We were tying the 6 basic knots : 

 reef knot 
 clove hitch 
 round turn & 2 half hitches 
 sheepshank 
 bowline 
 ...and another one which I can never remember the name of (anyone?) 
 
The *world* record (in Guinness book of records) is something like 7 seconds!!  However, in my troop, I was 

fastest with (I think) about 22 seconds, followed by our leader with about 30 seconds.  It sure as hell helped me 
*learn* the knots, and experiment with the many different ways of tying each.  It's just a pity I can't remember the 
*name* of 1 of them  :) 

 

A Knot Relay 
From Phil Dennis 

 
This takes me back about 20 years or so, but we did the following... 
Take some cheap plywood and cut it into 3' x 2' sections.  Then take some rope and cut it into 4' pieces.  Drill 

two holes in each piece of plywood that are just large enough for the ropes to fit through.  Put a piece of rope 
through each hole and tie a not in the end to it won't pull through. 

Then you have the patrols line up for a type of relay-race.  When the first group of boys reaches the front, the 
SPL calls out the name of a knot that the boys must tie.  Knots are inspected by the SPL, and when correctly tied, 
the boy runs back to his patrol and the next one comes up to tie another knot.  First patrol to complete all knots 
correctly wins. 

 

Another version from R.P. May 
I have had surprising success with running a simple relay game after the teaching session, and explaining 

beforehand what will happen. 
The game simply involves each member of the team running across the hall, where they are told a knot to tie, 

and they must tie that before returning to there team and the next person running up to do their knot. Each player 
will be given a knot in a predetermined sequence and the sequence will be the same for all teams. Therefore the 
Scouts know that if they do not pay attention during the learning phase of the evening they will let their team down 
during the game phase. This is often sufficient incentive for them to make every effort to learn. You will need to 
decide in advance how to handle a competitor who, after making several attempts, still fails to tie the required 
knot, one possibility is for the next person in the team to come up (after the previous has been there for a set 
period of time), then the next person must tie the knot that the previous person failed at and one more person 
must come up at the end of the race so that the required number of knots get tied. 

Whilst this game may not seem very exciting, in my experience simple games often succeed the best. 
When you get on to teaching the square lashing I have an alternative game, the sedan chair race. The Troop 

is divided into teams (of a fairly small number) and each team is given a chair and two staves. They then have a 
fixed period (say fifteen minutes) to build a sedan chair which simply involves square lashing each of the staves to 
either side of the chair so that they extend equally in front and behind of the chair. Warn them that it is vital that the 
lashings are very tight. 

Then set up a race track, if space is limited then you will probably have to have each team running one at a 
time and time each, however if you can hold the race in a larger space it is possible for all teams to race together. 
One member of each team sits on the chair and the other team members must carry the chair by the staves only 
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and run around the course. In running with the chair, any bad lashings will be disclosed since they will work 
undone. A suitable penalty should be imposed for any team that drops their passenger.  

This game always proves to be most entertaining, both for the members and for the leaders! 

Bowline/Sheet-bend Draw 
Have the troop divide into pairs.  Each pair lines up across from each other.  Each Scout is given a piece of 

rope long enough to tie around his/her waist and leave a couple of extra feet.  These ropes should be on the 
ground by the scout's feet. 

At the GO signal, each scout picks up his/her rope and ties a bowline around their waist.  Then they join the 
rope with their partners rope using a sheet-bend.  They then back up until the ropes become taught, lean back and 
hold their hands in the air. 

As a Patrol competition, the first patrol to have all of their pairs done, wins.  As an individual competition, each 
team competes independently. Check the knots, if they are wrong, have them start over, with time running. 

 

Knot Relay (timed variation) 
Have the patrols line up behind a starting line.  A leader stands opposite each patrol and has one or two ropes, 

and a pole (if desired). 
At the GO signal, each patrol send one scout forward.  The leader gives them a randomly selected knot.  The 

scout then must successfully tie that knot before returning to their patrol.  When each scout returns to the patrol, 
the next scout is sent forward. 

Have each leader count the number of knots successful tied.  Keep moving until the game period has nearly 
expired.  The patrol with the most successfully tied knots wins. 

By running this relay for a fixed time, there is no need to adjust for different sized groups.  Each scout should 
get the opportunity to tie 2 or 3 different knots (at least). 

In this game, the leaders should be willing to help scouts who have problems with specific knots. 
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Games for Older Scouts 
From The Leader, August/September 1984 

 

Blind Compass Walk 
For each patrol, set an appropriate number of small marked stakes in the ground about 1.5 meters apart in a 

north/south line. Give each Scout an orienteering compass and a paper bag, and stand him beside one of his 
patrol's stakes. Scouts from one patrol set their compasses between 45 degrees and 135 degrees, while those 
from the opposing patrol set theirs between 225 degrees and 315 degrees. The boys then put the bags over their 
heads so that all they can see is the ground and their compasses.  

On signal, Scouts spin around three times then follow the bearings on their compasses for 100 steps. They 
turn and follow a back bearing (arrow pointing towards instead of away from them) for 95 steps. Only Scouts who 
finish within 10 steps of their marker score. The winning patrol has the highest score.  

 

Remote Knotting 
Stake out a 3 meter radius circle around a tree for each patrol, and give them a 15 meter rope. Two Scouts 

from each patrol hold the rope at either end.  
Without letting go and without entering the circle, they must tie a clove hitch around their tree. Also outside the 

circle, the other patrol members can give advice and raise the rope if necessary. Fastest patrol wins.  
 

Snapper Fishing 
Give each patrol four 1.5 meter poles, several lengths of cord and a mousetrap. Mark out "river banks" 5 

meters apart. Each patrol places its mousetrap on one river bank and cocks it, then lines up opposite it on the 
other side of the river. On signal, the Scouts lash together their poles to make a "fishing pole" and start angling. 
The first patrol to catch its snapper wins.  

 

Tripod Lashing 
Give each patrol three saplings of about the same size, one rope 2.5 meters long and another 1.8 meters 

long. On signal, Scouts lash the saplings into a tripod. When done, they set up the tripod, tie a bowline in one end 
of the rope and place the loop over the top of the tripod so that the free end hangs down the center of the tripod. 
Then they tie a bowline in the free end - high enough that the loop is off the ground. Finally, one Scout stands in 
the free bowline loop and balances by hanging onto the line. The winning patrol is the first with a Scout standing in 
the bowline loop while the tripod supports his weight.  

 

The Foreigner 
You need a leader to play the Foreigner and a place where there are two trees with enough space between 

them that you can mark out a very deep, fast-flowing river, too wide to jump. Hand each patrol a long rope, and 
stand them at one tree across the river from the other tree and the Foreigner. The Foreigner doesn't speak or 
understand a word of English. Patrols must somehow direct him to catch the end of the rope they throw to him and 
tie it around his tree with a round turn and two half hitches at a height that will enable them to cross the river safely 
once they've attached their end of the rope to their tree. The first patrol to communicate successfully and cross the 
river wins.  

 

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 scarves, 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.  
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Knotty Trail 
Tie together several pieces of rope of various thicknesses using several different knots. Use a clove hitch to 

tie one end of the rope to a tree and another knot to tie the other end to a second tree. Give patrols about 2 
minutes to walk along the rope from tree to tree and back again. Silently they observe the different knots and try to 
remember what they are, before huddling to list the knots in the correct order, including the knots used around the 
trees. Give extra points to the patrol which can tell you how many ropes were used.  

What Happened? 
Prepare a tracking pit by raking a sandy area about 3 by 4.5 m. Stage three simple scenes: a blind man with a 

cane enters the pit and is joined by someone who takes his arm and escorts him away; four men carry a picnic 
table into the pit, set it down, sit on the benches, get up, pick up the table and carry it off; a heavily-burdened 
person stumbles into the pit and collapses before two others enter, pick him up and carry him off. Patrols study 
tracks for 5 minutes, discuss them, then relate their deductions to Scouter. Give no indication of their accuracy. 
When all have reported, rake pit and have track-makers repeat their actions for the troop.  

 

Flip a Coin 
Here's an idea for the city. Give each patrol a map of the area around the troop room, a pencil and a coin. 

Take them to the first intersection and have them flip the coin to decide the next direction. Heads they go right, 
tails they go left. They mark the route on their map and continue to the next intersection where they again flip the 
coin to determine their next direction, and so on. Remind them to mark the route carefully. They continue for half 
an hour, after which they consult the map and take the quickest route they can back to headquarters. Don't tell 
them, but the first back may be the losers. Winning patrol is the one to cover the greatest distance in the time 
allowed.  

 



 

Games for Boy Scouts -- 47 -- Ripley and BSA 

Games for Boy Scouts 

 
 

Compiled by G. S. Ripley 
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INDOOR GAMES 
 

Choosing-Up Sides 
Give the command BY HEIGHT-FALL IN! The tall boys should always fall in at the right. Count twos and 

execute "twos right."  This will bring the troop into column of twos, and the No. 1 boys will constitute one team and 
the No. 2 boys the other. If the troop does not know "twos right" have the No. 2 boys step I pace to the front, thus 
forming the teams. 

 

Fire  
Two parallel chalk lines are drawn about 30 yards apart, the two teams forming on these lines facing each 

other. The idea is to throw a tennis ball, indoor baseball or basketball at the opponents. If a Scout is hit he is out of 
the game. If he catches the ball. however. the thrower is out.  The Scouts throw in turn. each team alternating, 
beginning with the tallest Scout of each team, who is the captain of that team.  It is the duty of this captain to shout 
"Fire!" This is the signal for his team to dodge as far back of the line as they wish, and for the other team to throw 
the ball. After each throw the team that has been dodging re-forms on the line. No one may throw or dodge before 
the captain shouts "Fire!" The best distance varies greatly with the sort of ball used. 

 

Poison 
Three large Indian clubs are arranged on the floor at the corners of an imaginary equilateral triangle with 15 

inch sides. The Scouts form a circle around these, each Scout gripping his right hand neighbor's left wrist with his 
right hand. Thus it will be seen that if the circle breaks the director can instantly tell who let go. The object of the 
game is to pull and crowd some one onto the clubs so they will be knocked over. The Scout who lets go or knocks 
down a club is out of the game.  When only three or four are left the game becomes quite interesting.  There are 
many variations of this game, one of the best being a chalk circle on the floor. 

 

Blindman's Buff 
We were surprised at the popularity of this old game at a Scout camp one summer. The variation used was as 

follows: the players formed a circle around the blind man and ran round and round until he called "Halt." He then 
tried to identify the players by sense of feeling. The Scouts could move their bodies to avoid the blind man, but 
could not move their feet. This game despite its age is a remarkable developer of observation. 

 

One Pin 
The two teams are formed in column of twos. An Indian club, book, match box or any other object that can 

easily be tipped over is set up about 15 yards from the head of the column. The front Scout of one team steps up 
to a starting line and rolls a ball at the Indian club. After his turn he goes to the rear of his line. The leading Scout 
of the other team does the same and so on. the Scouts rolling in turn, each team alternating. If the club is knocked 
down, the rear Scout of the other team is out of the game. 

 

Prisoner's Base 
This adaptation is an excellent game when something strenuous is needed to let off surplus steam. 
 
A line is drawn and the two teams are drawn up !n line facing each other across this. The idea is to pull the 

other fellow across the line. When so captured he Is out of the game. Several Scouts can attack one and it is not 
an unusual spectacle to see the biggest Scout in the troop hoisted bodily over the line. Care must be taken not to 
step over the line.  The game is very popular, probably because it is death on clean clothes and shirt sleeves. 

 

Indoor Duck on a Rock 
This is played with cheap (5¢) baseballs. One is placed in a small chalk circle by the Scout who is "It."  The 

others roll the balls and try to knock it out.  If they succeed, the "duck is off" and the ball must be replaced before 
the players can be tagged on their way back with their ducks to the line.  Or an Indian club can be knocked over by 
balls or beanbags. 

 

Hot Hand 
In the past this has not been very popular because the poor chap that was "down" didn't have a fair chance.  

He had to pick out the man who had slapped him from a grinning crowd of 15 or 20 -- a task that would stagger 
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Mr. Holmes himself. The following variation will appeal to lovers of a square deal: The players form in single file 
and the first one bends forward with his head against the wall. The next two step up and one of these slaps him. 
He tries to guess the guilty man If he guesses right the slapper is "down," but if he guesses wrong the slapper 
goes to the rear of the line, another Scout steps forward, and he has to be slapped again. 

Brooklyn Bridge 
The two teams face each other on parallel lines as in "Fire" and each Scout spreads his feet about 18 inches 

apart.  Each Scout rolls a basketball at the other team in turn, the teams alternating.  If the ball goes between a 
Scout's legs, that Scout is out of the game.  He can do nothing to stop the ball as it goes "under the bridge." 

 

Hat Ball, or Roley Poley 
All Scouts taking part place hats or caps in a row.  A throwing line is drawn or is marked 15 or 20 feet from the 

hats. A soft bail and a supply of marbles, pebbles, or small sticks are provided. These latter are called "babies." 
 
One Scout is chosen "it"; the others line up each behind his own hat.  "It" throws the ball at the hats.  Each 

time he throws and misses, a "baby" is placed in his hat. When the ball lands in a hat, the owner of the hat takes 
the ball, while all the other Scouts run away.  As quickly as possible he throws the ball at one of them.  If it hits the 
Scout, a "baby" is placed in that Scout's hat and he becomes "it" for the next game.  If he misses, a "baby" is 
placed in his own hat and he becomes "it" for the next game. 

 
As soon as any Scout has five "babies" in his hat he is "put through the mill," that is, he must stand with his 

back to the players and each player is allowed a certain number of throws at him with the soft ball.  This number 
may vary from one to five according to the number of Scouts playing. 

 
Where hats are not available, small holes are dug in the ground and the ball is rolled into them.  The game 

then continues as above.  This version is called Roley Poley. 
 

Leg Wrestling 
This is a trial of skill between two Scouts.  They lie on their backs side by side with elbows locked and heads 

pointing in opposite directions. Together they count three.  On the first and second count they bring each inside leg 
up to a vertical position.  On the third count they vigorously lock legs and attempt to roll the other fellow up onto his 
shoulders and thence completely over.  It isn't always the heaviest Scout that wins. 

 

Swat the Fly 
Two boys are blindfolded and given swatters made by rolling newspapers into the shape of a bat.  The boys lie 

on the ground and each boy places his free hand on a base about five inches square, from which base they must 
not take the hand during the game.  The aim is for the boy to hit an opponent, preferably on the head, but being 
blindfolded he must judge his whereabouts by hearing his movements.  The one who makes the greatest number 
of hits in a given time wins. 

 

Circle Ball 
The players form a circle with the Scout who is "It" in the middle.  A basketball is thrown from one to the other 

around the circle and the Scout in the center tries to touch it.   If he is successful, the last Scout to touch It is now 
"It."  If the ball goes outside the circle the director is to get it. No Scout may move his feet or break the circle. 

 

Tug of War 
The two teams form in single file, the leading (and tallest) Scouts of each team face to face, the others behind 

them according to height.  Each Scout clasps his hands across the Scout ahead of him.  The two leaders lock 
wrists.  The team that pulls the other furthest in a given time wins. 

 

Scout Baseball 
This idea has been developed in various ways.  The following rules have worked out very well wherever they 

have been played:  A list of questions is made up beforehand and divided Into three columns for the three ranks in 
Scouting. Four chairs are placed to represent four bases, also a chair for a pitcher's box if desired.  Of course the 
players' benches must not be forgotten.  The fielders are placed as in baseball and a Scout comes up to bat.  The 
pitcher asks him a question according to his rank.  If he fails and the catcher answers it, it is a strike.  If the 
catcher fails also, it is a ball. If he answers correctly he is allowed to ask a question of the baseman. These 
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questions to basemen start at first and go right around the diamond in order as different men come up, but start at 
the first baseman every inning.  If the baseman "muffs" the Scout goes to first.  If he answers correctly it 
constitutes a put out. Scouts advance around the bases by being forced, but if a man wants to steal he can obtain 
permission from the umpire to put a question to the next baseman. If the baseman fails the runner takes one 
base, but if he answers correctly the runner is out.  In like manner if a baseman wants to try a put out on a runner 
who has an imaginary "lead" he can put a question to the runner.  If the runner answers correctly he advances one 
base, if not he is out.  The Scoutmaster will act as umpire. 

 

Cracker Eating Relay 
The teams form in column of twos.  A milk cracker is given each Scout.  At the word "Go" the first two have to 

eat their crackers and whistle.  As soon as a Scout whistles the next one on his team may eat his cracker.  The 
team that finishes first. including the last whistle, wins.  A suitable prize has been found to be a glass of water. 

 

Knot Tag 
A circle is formed. and the Scout who is "It' is given a handkerchief with a knot in one corner.  The others 

place their hands behind them and look up at the ceiling as he passes behind them around the circle. He places 
the handkerchief in the hands of some Scout who immediately chases his left hand neighbor completely around 
the ring, beating him over the head with the knotted end of the handkerchief. Then the one with the handkerchief 
gives it to someone else, and so on.  Making a large hard knot, soaking same in water or enclosing in its folds a 
marble or two should be gently but firmly discouraged. 

 

Three Deep 
The Scouts form in a double circle, that is, each Scout has another fellow back of him.  There is also a Scout 

who is "It" and one that he is chasing whom we will call the runner.  If the runner can get in front of any of the "two 
deep" units forming the circle he is safe and the third or rear boy of that unit becomes the runner.  Thus it will be 
seen that the boy who is "It" has to chase several runners before he is lucky enough to tag one, thus making him 
"It." 

 

Scout Tag 
This is similar to knot tag.  A circle is formed, a Scout is chosen to be "It" and one to be the runner for him to 

chase.  When the runner succeeds in stepping into the circle at any point the Scout to his left instantly becomes 
the runner.  This game also reminds one of three deep. 

 

Free Shot 
One Scout faces the wall with his head bent down.  The others take turns throwing a soft ball at him.  If a 

Scout misses he is "It."  If he hits, the boy who is "It" tries to guess who threw.  If he hits on the right boy that boy is 
"It."  The Scoutmaster should tell who is to throw, trying to give each one an even chance.  If the bail is thrown in 
order it will be easy to determine who threw. 

 

Shooting Gallery 
The teams line up as in "fire."  One team about faces and may or may not bend over as agreed upon.  The 

other team tries to hit one of them in the back with a soft ball thrown underhand.  Scouts who get hit or who miss 
their throw are out.  After each throw both teams about face and the other team throws the ball, the Scouts 
throwing in turn, the teams alternating. The object is to eliminate all the Scouts in the opposing team. 

 

Scout Spelling Bee 
Line the teams up as for an old fashioned spelling bee. The Scoutmaster puts Scouting questions to the 

Scouts according to their rank.  If a Scout fails, the question goes to the next man of the other team of the same 
rank, and the Scout who failed is "spelled down."  This game may be played with knots, each Scout having a small 
piece of rope, and being required to tie a certain knot.  And still another is good -- give each Scout instructions to 
apply a triangular bandage to his right or left-hand neighbor. using the above rules to eliminate the ones that fail. 

 

Snatch the Hat 
Scouts form in 2 lines facing each other across the room or open space.  Tall Scouts are opposite each other, 

grading down to the little chaps on the far end of the lines.  A Scout hat is placed in the center of the field or room. 
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and at the word "go" a Scout from each team runs out to the hat. Turns are taken by starting at the "tall" end of the 
line and so on to the end then begin again. 

 
The object is to get away with the hat and bring it across your own line without being tagged by the opponent.  

If you touch the hat you may be tagged and are out of the game.  If your opponent gets away with the hat you are 
out also. Eliminate players until one team is wiped out. 

 
This one of the very best Scout games, either for indoor or outdoor work. 
 

OUTDOOR GAMES 
 

Chain Tag 
In this tag game the first man tagged joins hands with the boy who is "It" and later as each boy is tagged he is 

added to the chain.  Soon only a few remain who are not caught and the awkward efforts of the unwieldy "chain" to 
capture these causes much amusement. 

 

Lion Hunting 
A lion is represented by one Scout, who goes out with tracking irons on his feet, and a pocketful of corn or 

peas, and six lawn-tennis balls or rag balls.  He is allowed half an hour's start, and then the Patrol go after him, 
following his spoor, each armed with one tennis ball with which to shoot him when they find him.  The lion may 
hide or creep about or run, just as he feels inclined, but whenever the ground is hard or very grassy he must drop 
a few grains of corn every few yards to show the trail. 

 
If the hunters fail to come up to him neither wins the game.  When they come near to his lair the lion fires at 

them with his tennis balls, and the moment a hunter is hit he must fall out dead and cannot throw his tennis ball. If 
the lion gets hit by a hunter's tennis ball he is wounded and if he gets wounded three times he is killed. 

 
Tennis balls may be fired only once; they cannot be picked up and fired again in the same fight.  Bean bags 

are a good substitute for tennis balls. Made up in bright colors they are hard to lose. 
 
Each Scout must collect and hand in his tennis balls after the game. In winter, if there is snow, this game can 

be played without tracking irons. and using snowballs instead of tennis balls. 
 

Duck on a Rock 
The rules for this game are too well known to need repetition.  The game is listed as a reminder to 

Scoutmasters.  In one summer camp the leader found that the boys were liable to become careless in throwing 
the stones and some were hurt.  He finally hit on the plan of using tins cans, the sort that are opened by prying off 
the top.  All sharp edges were removed, and because of the convenience in standing them on end they served 
very well. 

 

Quoits 
No camp of any permanence can afford to be without this game.  Old horseshoes make a good substitute for 

the regulation quoits. 
 

Scout Meets Scout 
This is one of the popular Scout outdoor games. Two groups are sent some distance apart and proceed to 

work toward each other, the side which first sees the other being the winner. 
 

Nature Study 
While on a hike the Scoutmaster announces that he will give points for the identification of trees, flowers, 

birds, ferns and animals. The number given will be decided by the Scoutmaster and will depend upon how difficult 
he considers the identification to be.  The season will also govern this.  For instance, a tree is harder to identify 
without the leaves. and a flower out of season might be difficult to place.  At the end of a certain time, say 15 
minutes, the Scout with the most points wins.  This game will show up the ones that don't know how to use their 
eyes. 
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Scouts and Indians 
Two lines are drawn about 10 yards apart, the space back of one being the stockade and the space back of 

the other being the Indian 'village'.  The neutral apace between the two is dangerous to both, but of course each is 
"safe" in his own territory. Each party makes raids into the neutral territory and captures members of the other 
team, bringing them bodily into their headquarters.  At the end of 5 minutes the team that has captured the most of 
the other boys wins.  A captured boy is out of the game. 

 

Running the Blockade 
This is another Indian game, and should be played where there is plenty of good cover, and yet not too thick 

undergrowth for moving rapidly.  Two good Scouts have to deliver an imaginary message to the Scoutmaster, and 
all the rest of the troop act as the Indian, and do all they can to prevent either Scout coming through. 

 
The "Scouts" take up a position several hundred yards away and do not start until the Scoutmaster blows a 

whistle. The Indians spread out in a long line about half way between the "Scouts" and the Scoutmaster, and may 
not come any nearer the Scoutmaster, but start for the Scouts if they wish when the whistle is blown.  To win, the 
Indians must catch and hold both Scouts.  "Scouts" are appointed each time, or may be those who do most to 
capture the previous "Scouts."  With two Scoutmasters on the ground real messages may be transmitted. 

 

Cross Country Signal Race 
This is a patrol contest, and may be elaborated ad. lib.  There should be two cross country runners, a reader, 

sender, receiver and writer on each team.  A runner of each team is posted with the Scoutmaster.  The signal 
readers and senders of both teams are posted about 1/8 of a mile, say, north of the Scoutmaster.  The receiver, 
writer and runner of one team are located 1/8 of a mile to the west of the sending station and in plain sight of it.  
The corresponding Scouts of the other team take up a corresponding position, to the east. 

 
The Scoutmaster gives the same written message to each runner, and these run to the readers of their team. 

The message is read, sent, received and written down, turned over to the other runner and brought back to the 
Scoutmaster, thus making a sort of triangular journey, More runners, or even another signal team may be added if 
desired. 

 

Hunt the Scout 
This excellent game may be briefly described. One Scout is given 5 minutes to hide himself in a certain clearly 

defined territory. The Scout who finds him is to hide next time, unless the hider cannot be found, in which case be 
hides again. 

 

Knights 
A good game for soft turf, but dangerous on hard ground.  Each knight mounts another Scout pick-a-back and 

all try to unseat the other knights by pulling and pushing.  The one maintaining his position the longest is the 
winner of the Tournament. 

 

Poison (Outdoors) 
Instead of using Indian Clubs as described under "Indoor Games" take a stick about three feet high and 

sharpen one end.  Stick this into the ground very lightly so that the least touch will send it over.  To prevent 
accidents the stick should be too long to lump over. The game is played just the same as poison. 

 

LINE GAMES 
These games are included through the courtesy of the Seminar Press, Springfield. Mass., and were collected 

for Cantonment use by Professors Elmer Berry, 0. L. Fritach and G. B. Affleck of the Y.M.C.A College. 
 

RELAY GAMES 
 

Over the Top 
Play with a medicine ball or basketball.  Boys in line in straddle position. Ball passed over head from boy to 

boy. Last boy receiving ball vaults over the line as they stand in stooped position. Others continue until first boy 
finishes. 
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Through the Tunnel 
Boys in same position. Bail is passed between legs and last boy crawls through, pushing ball ahead with head 

and hands. Others continue. 
 

In and Out 
Same formation. Ball is passed either between legs or over head. Last boy runs in and out through the line. 

and others continue. 
 

Over and Under 
Same formation except that bails are alternately passed over head and between the legs.  Last boy vaults over 

one and crawls between legs of next boy. Others continue 
 

Kangaroo 
Same position. Ball is passed through line between legs.  Last boy tucks ball between knees, jumping on side 

of line to front, and others continue. 
 

Goat 
Same as above, except that last boy butts ball along side of line with head, not being allowed to use hands. 
 

Medicine Ball Roll 
Same position.  Ball is passed between legs, last boy running to front of line.  Others continue same. 
 

Leap Frog Race 
Players stand in stoop-stand position as first boy straddle vaults over backs, he getting down on end of line 

and second boy beginning to leap frog jump over line, so continuing until all boys have had their turn jumping over 
backs of others. 

 

Flag Race 
Various combinations can be used. 
 

Skin the Snake 
All boys in line stoop over, grasping the left hand of player in back with his right between legs. Last boy lies 

down.  Line continues backing until all are lying.  Return to starting position, all standing. (This should be executed 
as quickly as possible.) 

 

Human Wheelbarrow Race 
Grasp leg of team mate by the ankles.  He runs forward on hands, forming a human wheelbarrow. 
 

Centipede Race -- Three Methods 
a -- Column of six or eight boys, or even more, may 
be used.  Line forms closely together, with arms about waist of boy in front. 
b -- A long pole between legs of all boys. 
c -- A rope between legs of all boys. 
 

Caterpillar Race 
Each boy in line stoops forward, grasping the boy in front around ankles.  Continue to race, keeping time same 

as in Centipede Race.  Six or eight boys are usually used on a team. 
 

Dizzy Izzy 
First player with a baseball bat or stick of about the same length runs a distance behind a line; there he stops 

and places his chin on the end of the bat or puts finger on chalk mark on floor making five revolutions quickly 
around bat; he then runs back passing bat to next player in line. 
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Human Obstacle Race 
Three boys are placed as human obstacles in line with team, at intervals of ten yards; the first in position of 

attention, the second In leap-frog position and the third in straddle position.  Players are required to run around the 
first boy, leap over the second and crawl between the legs of the third; then run around an object, returning and 
tagging the next player, who repeats.  For variety include a somersault. 

 
 

CIRCLE GAMES 
 

Lock Arm Tag 
Boys form circle two deep, each two locking arms. An extra boy starts as runner, another being "It."  The 

runner locks arms with one of the couples, making it necessary for the third boy to become the runner 
 

Broncho Tag 
Form circle, two deep.  Rear boy places arms around waist of Scout in front. Runner and player "It" on outside. 

Runner attempts to catch on to rear player, making front boy of the two the runner. 
 
The name of this game comes from the fact that the players turn and twist away, attempting to prevent runner 

from attaching to rear boy. 
 

Basketball Tag 
The circle of boys is formed, "It" in the center.  Boys in the circle pass the ball round in any direction, 

preventing "It" from tagging the ball.  If ball is tagged, last boy to touch same is "It" and goes in center of circle.  
(Game can be played with indoor baseball, volley ball, soccer or medicine bail.) 

 

Medicine Ball  
(Can be played with basketball) 

Boys form circle In straddle position.  Boy in center of circle attempts to throw balls between legs. 
 

Swat Tag 
Boys form circle, with hands held open behind back.  A knotted towel, old boxing glove or Swat Club can be 

used for this game.  "It" places club in hand of someone in the circle, who proceeds to hit Scout to the right of him 
until player has run around circle, returning to his position.  (Players are not allowed to look around but must have 
eyes straight ahead.) 

 

Circle Jump 
Scouts form circle, spreading out.  "It" lies on ground in center spinning a rope with a weight attached to end at 

about 12 inches height.  Scouts in circle must jump this rope as it comes in their direction. Boy missing replaces 
"It." 

 

Medicine Ball Pass 
Same game as basketball tag, with exception that ball must he passed to boy next, either right or left. 
 

Medicine Ball Bound 
(Can be played with basketball) 

Ball bounced back and forth to any Scout in circle in attempt to prevent boy in center from recovering bail. 
 

Medicine Ball Run-around 
Each boy in circle is numbered.  Number 1 runs around circle to right, tossing ball to second Scout, and others 

continue until all have run around circle. 
This game is for a competitive race between two teams of equal numbers, forming separate circles.  (Other 

combinations of this game can be used, such as ball tucked between legs, butting ball with head around circle, 
etc.) 
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Mount Ball 
Players form two deep; heavier boys act as horses, lighter boys as riders, run around circle, returning to place, 

the rider passing ball that he has carried to the next rider, so continuing. 
 

Dodge Bali 
Competition between two teams. One team forms large circle. Other team gathers on inside of circle.  Outside 

team attempts to hit each player in center with ball until all are hit, boys in center attempting to dodge ball. When 
all are hit, teams change positions.  Winner is decided on length of time taken to tag all boys on inside. 

 

Circle Race 
At command "Go," every player in circle runs to the right in an attempt to pass the boy in front of him from the 

outside; if managing to do so he slaps him on the chest and player so slapped is eliminated.  Give command 
suddenly, "To the rear," and all must reverse direction of race, 

 

Channel Tag 
All players in circle face to the right, standing in straddle position.  Ball is passed between legs from boy to 

boy, either forward or backward, in attempt to keep it away from "It," who is in the center of the circle. 
 

Double Swat Tag 
Same rules as in Swat Tag, except that two swatters are used and two boys are "It." 
 

Bear in a Pit 
Circle is formed, players joining hands.  Player 'It" in center of circle attempts to climb over or under clasped 

hands of those forming circle. 
 

Pull Into Circle 
Players form in a circle, clasping hands, around a small circle of four feet diameter marked on the ground.  An 

attempt is made to pull those next to them into this marked circle.  If one or both feet touch this circle, a player is 
eliminated.  

 

Change Place Tag 
Each player in the circle is numbered.  Player "It" in center of the circle calls the number of two of the players, 

who immediately must change places.  Player who is "It" attempts to get place of one of the two Scouts. Player so 
replaced is then "It." 

 

Horse and Rider 
Boys form a circle two deep; front boy in circle acts as horse, rear boy as rider. When boys are mounted, ball 

is passed around or across the circle by riders, horses attempting to make them miss.  If a rider fails to catch the 
ball, any horse can hit a rider with ball.  In case rider is hit all players change places, horses thereby becoming 
riders.  If missed, they continue as before. 

 
 

INFORMAL GAMES -- Tag Games 
Grouped as follows. Can be played with or without boundary lines. 
 

Chain Tag 
One boy takes "It."  First boy he tags joins hands, and so continue joining hands, forming a chain, until all are 

caught. 
 
Game can be varied by having a home base and by boys not as yet having been tagged breaking the chain, 

thereby forcing boy in chain to run back to home base to be reformed, or suffer being swatted on back. 
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Turtle Tag or Drop Tag 
Boys to prevent being tagged must drop on back, raising arms and legs from ground.  "It" turns around, and if 

players who have dropped have not instantly returned to feet, "It" may boot same until they jump up and run away.  
(Note -- This prevents boys from loafing and makes them get up instantly after dropping to prevent being tagged.) 

 

Number Tag or Spud 
All players are numbered, from one up to highest number of players.  One of the players tosses ball in air, 

calling any number when it reaches its greatest height. Boy called must recover the ball and hit one of the players.  
If he misses, he must run the gauntlet or go through the paddle wheel.  Game continues in same way. 

 

Mount Tag 
Player must mount back of another, same as in horse and rider, to avoid being tagged.  Player can jump on 

any other players back, this making both rider and horse safe from being tagged. 
 

Cross Tag 
"It" runs after player.  Anyone crossing between the runner and "It" thereby becomes the runner. 
 

Basketball Tag -- Second Method 
Same as ordinary game of tag, except that boy must be tagged with a thrown basketball.  (Indoor baseball or 

volley ball may be used.) 
 

Snatch Tag 
Two teams are formed 30 or 40 feet apart  Between teams at usual distance is placed a club or handkerchief.  

A player from each team runs forward in attempt to snatch the handkerchief.  If the player snatching It is tagged by 
opponent before he can run back to his starting line, he is eliminated from the game.  This continues until all 
players of one of the teams are eliminated. 

 

Off Ground Tag 
Boys, to prevent being tagged, must jump on any object so that feet do not touch ground. 
 

Ostrich Tag 
Player to prevent being tagged must raise one knee placing arm underneath, grasping nose. 
 

Mohammedan Tag 
Player to prevent being tagged must take the position of a Mohammedan in prayer. 
 

Japanese Tag 
A player tagged while "It" must hold his hand on the spot where tagged while attempting to tag another, for 

instance. on back, or ankle, or rear of thigh. 
 

Ankle Tag 
In order to prevent being tagged, a player must have hold of a third player's ankle, who in turn must take hold 

of a third player's ankle, or attempt to get away. 
 

"Dizzy Izzy" Tag 
"It" must point finger to within six inches from ground and turn around three times before attempting to tag 

another.  The other players cannot run, but must hop away in effort to prevent being tagged. 
 

INFORMAL GAMES -- Miscellaneous  
 

Line wrestling 
Two teams form in line facing each other on opposite sides of marked chalk line.  Boys pair off, each 

attempting to pull or force opponent over to his side of line, thereby making him a prisoner. Continue until one 
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team is eliminated, or the game can be played on a time limit, team having greater number of prisoners declared 
winner. 

 

Mounted Wrestling 
Two couples mount as horse and rider. One rider attempts to dislodge other by pulling or pushing, horse 

assisting rider. 
 

Cavalry Charge 
Two teams formed as horses and riders; one team attacking the other, attempting to dismount as many riders 

as possible of opposing team. After a time limit, whichever team has had the more riders eliminated loses.  A rider 
unmounted cannot remount, but is eliminated from the game. 

 

Attacking the Fort 
Above game may also be played on a time limit, with one attacking the other in a bounded territory.  As soon 

as riders are dismounted, they and their horses must retreat a distance of 80 feet outside of bounded territory 
before being able to return to the game.  Whichever team has greater number of mounted players in bounded 
territory wins the game. 

 

Battle Ball 
Two teams form lines short distance apart.  A heavy medicine ball is tossed back and forth in attempt to make 

catcher of other team miss the ball . Every boy missing is eliminated from the game until one of the teams is 
declared winner. 

 

Scrimmage Ball 
Played with soccer ball, basketball, or light medicine ball.  Players must keep one hand behind back, and can 

use but one hand on the ball.  Rules otherwise the same as in soccer football.  Playing area adapted to number on 
a team. 

 

Rope Rush 
A long rope, hundred feet or more, is placed an equal distance between two teams. Opponents rush, 

attempting to carry as much of rope over opponents' line as possible.  After a time limit, whichever team has 
greater length over opponents' line wins. 

 

Black and White 
Two teams are formed a distance of 80 feet apart. One team is called "Blacks"; the other "Whites."   A stick, 

white on one side and black on the other, is tossed in the air.   If stick comes up white, the "Whites" try to tag 
"Blacks" before they can run back of their starting line.  All "Blacks" caught are taken prisoners and then proceed 
to become "Whites," or vice versa. 

 

Tug of War 
Best with rope 1 1/2 inches in diameter and 20 feet long.  Variations of Tug of War can be used.  For instance. 

Scouts run to their half of the rope from behind a boundary line. etc. 
 

Trench Attack 
Two lines of scouts form two feet apart.  Behind each line a chalk line is marked about a distance of three feet.  

One line attacks, attempting to break through opponents and cross line behind them.  (Boys may hold tackle, or 
use any method, besides blows, of preventing opponents from crossing their line.) 

 

Angle Worm Race 
Team of eight or more players take position in line with long rope or pole between legs, alternately half the 

players facing forward, the other half backward. 
 

Medley Relay Race 
A relay race; first player runs fifty yards forward the next backward, the third sideward, the fourth walks "heel 

and toe," others continuing in order.  (Other combinations can be used.) 
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Three-legged Race 
Can be run with two men placing arms about one another's waists and starting forward with inside foot.  If they 

do not keep step they are disqualified.  Or the two runners can have cords fastening the thighs and ankles 
together. 

 

Lock-arm Relay Race  
(Chariot Race) 

The first four players of a team lock arms and must run abreast, rounding an object and returning. Others 
continue the same way. 

 

Jumble Bail 
Field; Large, about size of football field.   
Equipment; Three soccer balls, three rugby footballs, three basketballs, and three volley balls.   
Object of game to get majority of balls over opponents' goal line.  Soccer balls can only be dribbled, footballs 

can only be punted, basketballs can only be thrown, and volley balls can only be batted.  None of the balls may be 
carried.   

Game starts with balls being piled up in center field.   All teams line up behind their respective goal line.  All 
start with a rush when signal is given.  Interfering with opponents in possession of ball is allowed. 

 

Attention 
Company or class forms in open order.  All players in rows are numbered, or the numbers of Scouts according 

to number in patrol can be used.  The instructor calls a number and gives a sharp military command.  Player who 
makes a mistake or is slow to execute command has a point scored against his team or patrol, whichever it 
happens to be. 

 

"Kelly Says" 
Class forms in open order.  Leader says, "Kelly says 'Arms forward-raise,' etc.   Occasionally command is 

given without being preceded with words "Kelly says."  If any obey command in that instance they are eliminated.  
Competition can be between teams or patrols. 

 

DUAL STRENGTH TESTS 
 

Hand Wrestling 
Opponents place right feet together, clasp hands and attempt to pull each other off balance. 
 

Cock Fight 
A stick thrust between elbows and under knees, hands clasped in front of lower legs. 
Without stick, place hands under knees, clasping ankles. 
Object is to butt or shove opponent off balance. 
 

Hand Push 
Flat of hands against opponent in attempt to push him backward off balance. 
 

Indian Leg Wrestle 
Two players lie flat on back, arms clasped at elbows, facing opposite directions.  Inner leg is raised to greatest 

height, and attempt made to pull over opponent in hooking knees 
 

Twist Stick 
Two opponents hold stick at full height over head.  Stick is lowered in an attempt to twist it in the grasp of the 

opponent.  With pencil or chalk upper edge of stick can be marked so that the judge can tell in which direction 
stick is twisted. 
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Pull Stick 
Both opponents in sitting position, feet touching stick grasped between them.  Object, to pull and raise 

opponent from sitting position. 
 

Stick Wrestle 
Opponents grasp stick with both hands and attempt to wrestle, pull or twist stick out of opponent's grasp. 
 

Dog Fight 
Opponents face each other on hands and knees.  A strap or two towels tied together are placed behind rear of 

head of players.  Object is to pull opponent across a line by backing up and moving opponent forward by strength 
of neck. 

 

Rooster Fight 
Players hop on one foot with arms folded, shoulder each other in an attempt to make opponent place other 

foot on the floor. 
 

Slapping Cheek 
Opponents box with open hands in attempt to slap opponent's cheek.  Player receiving three slaps on cheek 

first loses match. 
 

INDIVIDUAL STUNTS 
 

Bottle Seat 
Player sits on bottle lying on side.  Places one foot on top of other.  Attempts to light a candle or write his 

name on a card. 
 

Long Reach 
Fail forward on one hand.  With pencil reach forward and mark as far as possible. 
 

Pick Up Penny 
With back to wall, heels on floor, pick up penny and return to stand. 
 

Catch Penny 
a -- Place penny on point of elbow, toss in air, and attempt to catch in hand. 
b -- Place penny on back of neck, toss, and attempt to catch. 
 

Backward Bend 
Stand two feet from wall, bend backward until in position to pick up handkerchief from floor. 
 

Body Between Stick and Arm 
Hold stick vertical, bend backward and try to rotate body about stick. 
 

Jump Leg 
Hold one foot in hand and attempt to jump through with other leg. 
 

Finger Feat 
Place tips of fingers together.  Have someone attempt to pull them apart, grasping you by the elbows. 
 

STUNT NIGHT 
 

Blindfold Boxing 
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Smudge Boxing 
 

Jousting 
Mounted, the rider attempts to dismount opponent by striking with boxing glove. 
 

Cracker or Pie Eating Contest 
 

Greased Pole Climb 
Prize going to player making highest chalk mark on pole. 
 

Pillow Fight on Pole 
Two men sit astride a pole and attempt to knock each other off with pillow or stuffed club. 
 

Shoe Race 
Shoes are mixed in a barrel.  Players must find them.  First one to put on shoes and report to referee declared 

winner. 
 

Eating Apple Floating in Tub of Water  
 

Eating Apple Suspended on String 
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Foreword To Sixth Edition 
 
The training of the Boy Scouts is done mainly by means of games, practices and competitions such as interest 

them, and at the same time bring into use the attributes of manliness and good citizenship which we desire to 
inculcate into them. 

There is, therefore, an aim, physical or moral, underlying those which are given in the following pages. These 
games do not exhaust what it is possible to give; they are but samples or suggestions upon which imaginative 
Scoutmasters will easily contrive better ones and more of them, suited to their local conditions. But in devising 
these the higher aim should always be kept in view; that is the instructor should think of what points he wishes to 
teach. and then invent a game or display in which to bring them into practice. In playing these Games it should be 
remembered that they improve very much on the second and third trial, as minor rules have often to be introduced 
to suit local circumstances. A time limit should generally be imposed to bring them off successfully. 

Through these games, apart from their health - and joy giving properties, we can instill the sense of fair play, 
discipline, and self-control - in a word, good sportsmanship, among our future men. Then in addition to the games 
mentioned in this book we have adopted other activities in the Scout movement in the shape more particularly of 
swimming and climbing. These are for the fuller development of the boys morally as well as physically. Morally, 
because swimming gives a sense of mastery over one of the elements and of fitness for service to them as a 
result of exercising pluck and perseverance; and climbing similarly gives a sense of self-reliance and power 
through achievement in overcoming a difficult adventure. 

They are good physically, because both activities are the better agents for developing health and strength in 
that they are not artificial like " physical jerks," " setting-up drill," etc., but are natural and appeal to the boy so that 
he continues to practice them voluntarily in his spare time. 

In these days when so large a proportion of the manhood is physically unsound and incapable of 'any great 
strain of hard work, Scoutmasters are rendering a really valuable service to the nation in turning out a new 
generation of citizens healthier in body and mind than their predecessors. The games described in the previous 
editions have been carefully checked in the light of fuller experience, and improvements made. 

 

R. S. S. B. P.  
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Chapter I -- Scouting Games. 
 

1. Flag Raiding. 
This game is for two patrols, or a larger number divided into two parts, each under one Patrol-leader. Three 

flags (signaling flags will do) are posted within a given tract of country at about 20 yards apart. It rests upon the 
judgment of the leader of the defending party to choose the spot. He then posts his patrol not less than 200 yards 
from the flags, and the game begins. The attackers send out Scouts to discover (1) where the flags are, (2) where 
the outpost is placed. They then try and reach the flags and carry them off without being seen by the outpost. One 
Scout may not take away more than one flag. The defending patrol may not come within the 200 yards of the flags, 
and to capture one of the raiders they must have at least two Scouts within 10 yards of him, and call out "hands-
up". At a signal given by one of the Patrol-leaders or an umpire, to show that time is up, all must stand up in their 
places, to see how near the raiders are, and the exact position of the outpost. It is a great point for the Patrol-
leaders to keep their own patrols in touch. If they like the attackers can arrange a false alarm on one side, while a 
single Scout makes for the flags from the opposite direction and secures one. At night lanterns can be substituted 
for flags. 

 

2. The Rival Dispatch Bearers. 
The game is played between two rival patrols, which for convenience we will name the Wolves and Peewits. 

From each patrol one Scout is selected as dispatch bearer. The Scoutmaster takes up a position at a certain spot, 
preferably in the middle of a wood, or if in a town at the junction of several streets, and the chosen Scouts start 
from opposite points about two miles distant from the Scoutmaster and attempt to reach him. It is the duty of the 
remainder of each patrol to try to prevent the rival dispatch carrier reaching his goal. Thus the Wolves will watch 
the stretch of country over which the chosen Peewit is likely to come, and as the winning patrol is decided by the 
first dispatch carrier to reach the Scoutmaster, the Wolves will do all they can to capture the Peewit and secure the 
dispatch. The Peewits in their turn will naturally try and effect the same result. When the carrier has his dispatch 
captured he must not of course continue. The patrols must keep 200 yards away from the starting and finishing 
point, thus giving the dispatch-bearer a better chance of reaching the Scout- master. To be captured, the dispatch-
bearer must be actually held by one of the defenders, though no fighting is allowed. 

 

3. Dispatch Running. 
A Scout is chosen to carry a dispatch to a besieged place which may be a real village or house, or somebody 

stationed at an appointed spot. The dispatch-runner must wear a, colored rag, at least two feet long, pinned to his 
shoulder, and with this in its proper place he must reach his goal. The enemy besieging the place must prevent 
him reaching the headquarters, but cannot, of course, go within the lines of the supposed defenders (i.e. within 
300 yards of the headquarters-certain boundaries should be decided upon beforehand). To catch him the enemy 
must take the rag from his shoulder. They know he starts from a certain direction at a certain time, the spot should 
be a mile or so from the besieged town-and they may take any steps to capture him they like, except that they may 
not actually witness his departure from the starting-place. The game may be played in a town with two houses 
chosen as starting-place and besieged town respectively, and the dispatch-runner can adopt any disguise (except 
that of a woman), so long as he wears the rag pinned to his shoulder. 

 

4. Reading The Map. 
This is a test in map-reading and remembering the map read. The Scoutmaster or Patrol-leader in command 

takes his patrol into a strange town or an intricate part of the country and through them he wishes to find out 
particulars about the neighborhood; so he shows the Scouts a map of the district and appoints to each a place to 
be visited, showing the route on the map, and pointing out churches, inns, etc., to be noted on the way. Each 
Scout should have a fixed distance to go and a certain number of points to be noted. Then they start off, and as 
they return the Scoutmaster or Patrol-leader takes down their reports. The winner is the Scout who brings in the 
best report in the shortest time. 
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5. Relay Race. 
One patrol is pitted against another to see who can get a message sent a long distance in the shortest time by 

means of relays of runners (or cyclists). The patrol is ordered out to send in three successive notes to be obtained 
from a certain house, or tokens such as sprigs of certain plants, from a place say two miles distant, or further if the 
patrols are on cycles. The leader takes his patrol out and drops Scouts at convenient distances, who will act as 
runners from one post to the next, and then back again for the second note or token. The runners should be 
started at certain intervals. By arranging with neighboring Scoutmasters long distance relay practices can be 
carried out, for a hundred miles or more. Each Scoutmaster or Patrol - leader should be responsible for forwarding 
the message through his own district by relays of Scouts on cycles. An example of this was given at the 
Jamboree, when despatches were carried to Olympia by relays of Scouts from places more than 100 miles away. 
An interesting series of records could be set up, and districts compete with one another in carrying messages over 
fixed distances of road. The times could be published In the Scout. 

 

6. Flying Columns. 
For any number of patrols to compete. A force is in need of help, and a military motorist on his way to the 

nearest garrison comes across a Scouts' camp. He gives to each Patrol-leader a hasty idea of the situation and 
shows him a rough map explaining that the distressed force is two miles along a certain road, and between the 
Scouts' camp and that force are the enemy's out- posts. The Patrol-leaders are to take their patrols in the shortest 
time to the force in distress without being seen by the enemy. The distressed force should be represented by any 
conspicuous spot, and the enemy's outposts by people with red flags stationed on the road between the Scouts' 
camp and the other force. As soon as they see any of the patrols they should blow a whistle, and those scouts are 
to be considered captured (or else they may notice to which patrol the Scouts they have seen belong and count it 
against them). The patrol which gets to the distressed force in the shortest time, and without any of its Scouts 
being seen wins. 

 

7. Numbers. 
This game is admirable for training the eyesight and teaching the art of advancing under cover. Every Scout 

has a three figure number, pinned on the front of his hat. The number should be drawn in black and be quite 
decipherable at a distance of a hundred yards (the figures at least 3 in. in height). The troop is then divided up in 
the following manner: Two or three patrols are marched 300 yards from the camp, and instructed to advance on 
the camp under cover. As the work of defending is easier than attacking, only one patrol remains in camp to 
defend it. When the attacking party advance, their movements are watched eagerly by the defenders, who, having 
chosen good cover so that their hats are not visible, are waiting for the enemy to get within range. So long as the 
number is too indistinct to read, they are supposed to be out of range. The nearer the attackers approach, the 
more careful are they not to look over the top of a bush long enough for the defenders to read their number. Of 
course a good ;Scout looks round the side, and not over the top of a bush or rock ; and if he looks at all in this 
game he must be very sharp, for no hats may be removed or turned round and no hands used to conceal the 
number. If the defenders are able to read the numbers they call them out and the umpire writes them down. The 
attackers also call out the numbers of any defenders who expose themselves, and the umpire attached to the 
attacking party makes a note of these numbers. When only 50 yards separate the two parties the umpires call out 
the names of those who are shot, and those boys ,must not take any part in the rest of the fight. When the 
commander of the attackers considers that he has advanced as near as he can under cover, he gives, the order 
"charge " and the attacking party sweep over the open space in front of the camp the defenders call out the 
numbers as fast as they can read them. If the attackers reach the camp with more men than survive in the 
defending side, then they have won. But if the final charge enables the defense to pick off nearly all their enemies 
the camp is saved. 

 

8. Surveying The Country. 
As soon as a camp has been pitched the first thing to be done is to find out about the country round; and this 

makes an excellent subject for a patrol competition. Each Patrol-leader is served out with a sheet of paper upon 
which to make a sketch map of the country for perhaps two miles round; he then sends out his Scouts in all 
directions to survey and bring back a report of every important feature-roads, railways, streams, etc.-choosing the 
best Scouts for the more difficult directions. The patrol whose leader brings to the commandant the best map in 
the shortest time wins. The Patrol-leaders must make their maps entirely from the reports of their own Scouts. 
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9. Scout Meets Scout. 
This game can be played with equal success in either the country or town. Single Scouts, or complete patrols 

or pairs of Scouts, to be taken out about two miles apart, and made to work towards each other, either alongside a 
road, or by giving each side a landmark to work to, such am a steep hill or big tree. The patrol which first sees the 
other wins. This is signified by the Patrol-leader holding up his patrol flag for the umpire to see, and sounding his 
whistle. A patrol need not keep together, but that patrol wins which first holds out its flag, so it is well for the Scouts 
to be in touch with their Patrol- leaders by signal, voice or message. Scouts may employ any ruse they like, such 
as climbing into trees, hiding in carts, and so on, but they must not dress up in disguise. When a troop is meeting 
for any purpose it is a good practice to arrange that on nearing the place of assembly each patrol should try to be 
the first to see the others. 

 

10. Telegraph Cutting. 
An invading army always tries to destroy all communication in the invaded country, so the first thing to be 

destroyed is the telegraph system-and the defenders send out men to protect the wires. Choose a road with 
telegraph wires, and one which has good cover on either side. The defenders should have two patrols to the 
attacker's one, and only that amount of ground which will allow one defender to each telegraph post should be 
protected. The defenders need not necessarily keep to the road but may send out Scouts to discover where the 
enemy are in force and likely to attack. The attackers have to tie three scarves round a post (or double that 
number if there are two patrols attacking) before the line is broken. The defenders can put them out of action by 
merely touching, but if the defenders are less in number at any point they must retreat until reinforcements arrive. 
So the point of the game is for the defenders to keep in touch along the line, and be ready to bring up a relieving 
party immediately the enemy threaten to attack any spot. 

 

11. The Signalers' Game.   
(A Game For Good Signalers) 

The troop must be divided up into three parties or patrols, as follows: A. Patrol, B. Patrol and C. Patrol. A. 
Patrol will be the smallest, but must all be good signalers, and c. Patrol the largest. First, the A. Patrol goes out 
and takes a position on high ground, or up in a church steeple, or the roof of a house, so as to command a good 
view of a certain stretch of country. This patrol will take Morse or Semaphore flags, or other signaling apparatus. 
The B. Patrol will go out and keep under cover in this certain stretch of country overlooked by the signalers or A. 
Patrol. On going out the B. Patrol will endeavor to keep under cover and dodge or trick the signalers by appearing 
in different places and disappearing and will finally take up a concealed position. After B. Patrol has been out 
fifteen minutes, C. Patrol will advance; then the signalers will signal down to the C. Patrol, or attackers, the 
position of the hostile B. Patrol, and other details that will help the patrol to advance unseen and surprise the 
enemy or B. Patrol. To win, the C. Patrol must capture the Scouts of the B. Patrol by surrounding their hiding-
places. If the C. Patrol pass by more Scouts of the B. Patrol than they capture, it counts a win for the hostile B. 
Patrol. A time-limit of, say, two hours should be put upon the game. 

 

12. The Traitor's Letter. 
The best situation for this game is a wood or copse, but it can be played on other ground if necessary. The 

idea is this: The troop is divided into halves; one half camps one side of the wood and one half the other. These 
halves are called respectively "French" and "Prussians." In the Prussian camp is a traitor who has made an 
agreement with the French that he will place a letter containing important information of Prussian plans in a tree 
which he will mark in a certain way. This tree should be near the center of the wood. When the game commences, 
the "traitor" places the letter in the tree and retires again to his own camp. His perfidy is supposed to have been 
discovered during his absence, and on his arrival he is arrested. He refuses to divulge the hiding-place of the 
letter. He is sentenced to be shot, which sentence is supposed to be carried out, and henceforth he takes the part 
of onlooker. At a given signal from the umpire, the Prussians set out to recover their letter, and try to prevent the 
French obtaining it, while the French simultaneously leave their camp intent on obtaining the letter, and watching 
the Prussians. Each Scout is armed with a tennis-ball or with fir-cones if they are to be found. The "traitor" should 
be careful when hiding the letter to snap a twig or two, and leave an impression of his boot here and there, in order 
to give the Prussians a chance of finding the letter. The French, of course, have to look for a tree marked in a 
particular way. When two opponents meet, the one first hit by a ball or fir-cone will be "out of action," and the 
Scout so hit is on his honor to take no further part in the game. One mark counts against the French or Prussians 
for every man out of action. Four marks count to the side who obtains possession of the letter. The side whose 
marks total most are the winners. 
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13. Joining Forces. 
The troop should be divided into four equal sections (if it consists of four patrols, so much the better). Patrol 

No. 1 proceeds to an agreed spot perhaps a mile distant, while Patrol No. 2 is dispatched an equal distance in 
exactly the opposite direction, the rest of the troop (Patrols 3 and 4) remain at the base as a united force. The 
game now begins:- Patrols I and 2 represent allied armies each at warfare with the force lying between them, 
namely, the united Patrols 3 and 4. The supreme object of the allies is to effect a junction of their forces without 
coming into contact with the enemy, who outnumber either force by two to one. Accordingly they send out Scouts 
and dispatch-runners to ascertain the position of the enemy, and also to get into touch with their friends. If they are 
successful in evading their mutual enemy, and in joining up their full forces, then they are considered winners. On 
the other hand, the whole duty of the combined patrols is to prevent this junction from taking place by hindering all 
attempts at communication, and, if possible, by surrounding or ambushing one or other of the allies, and by 
capturing them, making a union impossible. If they succeed in preventing a junction until the time limit has expired 
they claim the victory. 

 

14. Spider And Fly. 
A bit of country or section of the town about a mile square is selected as the web, and its boundaries 

described, and an hour is fixed at which operations are to cease. One patrol (or half-patrol) is the " spider," which 
goes out and selects a place to hide itself. The other patrol (or half-patrol) goes a quarter of an hour later as the " 
fly " to look for the " spider." They can spread themselves about as they like, but must tell their leader anything 
they discover. An umpire goes with each party. If within the given time (say about two hours) the fly has not 
discovered the spider, the spider wins. The spiders write down the names of any of the fly patrol that they may see 
; similarly the flies write down the names of any spiders that they may see, and their exact hiding-place. Marks will 
be awarded by the umpires for each such report. The two sides should wear different colors, or be distinguishable 
from each other in some manner. 

 

15. Scouting In The Open. 
A certain bit of country is chosen, the side of a hill if possible, about five miles across each way (it should be 

much less if you are only out for a few hours) ; the boundaries of the ground have to be clearly under- stood by 
everybody before starting. Then, in the early morning, four boys go out to act as hares. They can go together or 
separately, wherever they please, and though they may hide whenever they like, they should, as a rule, keep 
moving from one part of the ground to another. Each hare wears a red sash across his shoulder. An hour after the 
hares have started, the rest of the party, generally numbering sixteen, go out as hunters to find them. The hunters 
can go all together, or singly, or in pairs-any way they please ; but as a rule, the best fun is for the hares to go 
singly and the hunters in pairs. It is well for the hunters to wear a colored sash across their shoulders -- Gray, 
yellow or blue -- so that they can be distinguished from ordinary country people moving about the ground. Thus the 
game is for the hunters to go looking about till they see a hare, and then they run after him and try to catch him. 
They only catch him when they touch him. This all gives excellent practice to both hunters and hares in hiding, 
stalking, tracking, and getting across country, and is a most exciting game. Towards the evening the game ends, 
and all make their way home. 

 

16. Plant Race. 
Start off your Scouts, either cycling or on foot, to go In any direction they like, to get a specimen of any ordered 

plant, say a sprig of yew, a shoot of ilex, a horseshoe mark from a chestnut tree, a briar rose, or something of that 
kind. Choose one that will tax their knowledge of plants and will test their memory as to where they noticed one of 
the kind required. Quickness should be encouraged by making the first successful Scout who arrives home winner 
of the game. 

 

17. Where's The Whistle ? 
Here is the description of a capital game which can be played in an open field where there is no cover. A 

number of Scouts are blindfolded and placed in a line at one end of the field. Then a Scoutmaster or Patrol-leader 
goes to the other end, and blows his whistle every now a-ad then. The business of the blindfolded Scouts Is to 
reach the whistle-blower and touch him. The latter may stoop down, but be must not move about As soon as a 
Scout touches the person with the whistle, he slips off his scarf and is out of the game. The whistle-holder should 
see that no boys run into hedges or ditches; if he notices any of them straying, he must blow his whistle and so 
attract their attention in the right direction. Points are awarded in accordance with the order in which the Scouts 
reach the whistle-holder, the highest points, of course, going to the one who first reaches his destination. 
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18. Fugitives. 
Here is a Scouting game which Patrol-leaders will find useful when engaged in patrol work, apart from the rest 

of the troop. 
Each Scout in the patrol has a round disc of white cardboard, with a number printed plainly upon- it, pinned on 

to the back of his shirt or sweater. One member of the patrol is then chosen as the " fugitive," while the rest act as 
hunters. The " fugitive," who wears tracking-irons, or leaves some kind of trail behind him, is given, say, 'ten 
minutes' start. The rest of the patrol then start out and endeavor to track him down. As soon as a " hunter " can get 
near enough to the fugitive," without being seen, to take down his number, the latter is caught. But if the " fugitive " 
can, by any means, turn the tables and get any of his pursuers' numbers, the latter are out of action. As soon as a 
number is taken down, the Scout who takes it must call it out, to let his captive know he is out of action. This game 
necessitates some careful stalking, and there is no " horse-play " in the shape of ankle-tapping. A sharp Scout in 
the patrol should be chosen for the fugitive," as he has not only to elude perhaps six or seven pursuers, but he 
must also endeavor to " capture them, unless he wishes to get killed himself. 

 

19. Tails. 
When engaged in scouting games, many troops make use of " ankle-tapping " with staves to decide the issue 

of the day. This is a very exciting mode of attack and defense, but at the same time is rather dangerous, and does 
not need much actual scouting work. A far better way of deciding which side is victorious is as follows. Scouts- on 
both sides wear their scarves tucked lightly in their belts, and the object of each ride is to capture as many of these 
11 tails " as possible. To creep up behind a hostile Scout and grab his " tail before he discovers  you, calls for far 
more caution and scouting than does ordinary ankle-tapping. Again, a Scout may suddenly discover that his own 
tail is missing just as he is going to capture an enemy's, which all adds to the fun of the game. Of course, if 
desired, colored pieces of cloth or handkerchiefs can be used instead of the Scout scarves. 

 

20. Compass Points. 
This game will be found excellent practice in learning the points of the compass. 
Eight staves are arranged in star fashion on the ground all radiating from the center. One staff should point 

due North. One Scout now takes up his position at the outer end of each staff, and represents one of the eight 
principal points of the compass. The Scoutmaster now calls out any two points, such as SE and N., and the two 
Scouts concerned must immediately change places. Any one moving out of place without his point being named, 
or moving to a wrong place or even hesitating, should lose a mark. When changing places, Scouts must not cross 
the staves, but must go outside the circle of players. when three marks have been lost the Scout should fall out. 
As the game goes on blank spaces will occur. These will make it slightly more difficult for the remaining boys. To 
make the game more difficult sixteen points may be used instead of eight. When played indoors the lines of the 
compass may be drawn in chalk on the floor. 

 

21. Spot Your Staves. 
This game is played in the same way as an ordinary paper chase, except that the hares are provided with a 

number of small circular gummed labels, such as are used by shopkeepers for marking the price on goods. Every 
time trail is dropped not more than two labels should be dropped with it. As soon as the trail is picked up by a 
hound, he blows his whistle. The other hounds immediately proceed to the spot and search for the two labels. 
When found they should be tuck on to the finder's staff, and at the end of the chase the Scout with the most labels 
wins. This tends to keep up the interest of the smaller Scouts who otherwise would soon be inclined to lag behind. 
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22. One Tree Away. 
For this game a base is marked out, usually by a circle of trees with scarves attached, on fairly level ground 

free from stumps and loose stones. The next ring of trees encircling this base is the Defense Line, which is 
explained later. The party is divided into two sides, stormers and defenders, in alternate games, which may last 
from ten to twenty minutes each. The defenders remain in the base while the stormers retire out of sight. As soon 
as they have taken up their positions, the umpire blows his whistle three times and the attack commences; the 
defenders leaving the base and sending Scouts well forward to obtain all possible information of the enemy's 
movements. The object of the stormers is to get as many men as possible into the base, untouched by the 
defenders before the umpire's whistle finishes the game. Each man gaining the base untouched scores a point in 
favor of the stormers; he should sit down well within the base line in order not to obstruct his own side. No stormer 
may be touched so long as he has one hand on the trunk of a tree, and should he be unduly crowded by the 
defenders he may order them "One Tree Away." A tree affords protection to only one stormer at a time and may 
not be held by a defender. If a stormer is touched he must at once proceed to the Prisoners' Camp near the base, 
where he can watch the game and be out of the way of the combatants. When the game has started no defender 
may enter through the Defense Line mentioned above except in actual pursuit of a stormer; on missing or touching 
him he must at once go outside again before attempting to tackle another. Patrol flags tied to small sticks (not 
poles) may be borne by some of the stormers, and a stormer who carries his, flag into the base may demand the 
release of a prisoner. 

 

23. What Is It ? 
Two Scouts (preferably ones with the Naturalist Badge) start out and make certain signs such as a number, 

word, sketch of animal or bird, etc., with chalk on trees or the pavement. Signs or sketches may also be made in 
the dust or mud, on the ground or on banks. The two Scouts should also decide upon an uncommon sign to 
signify "What is it ?" such as a circle with a line drawn through it Pieces of wood bearing this sign may be taken out 
and stuck in plants and places where it is impossible to chalk the sign. The remainder of the troop start out say ten 
minutes after the first two, either as a body or separately, and take notebooks and pencils with them. The game 
consists of entering in their notebooks the signs which they observe. Where the "What is it ?" sign is noticed they 
must mark in their books the nature of the article which bears the sign, such as "An Oak," or "An Iron Fence," etc. 
There must be no co-operation between one another. Marks should be given according to the number of signs, 
etc., observed, and for the correct answers to the " What is it ? " sign. Besides being very interesting this game 
develops observation powers, strengthens the memory and is a good botany instruction. When the game is over 
all chalk marks should be rubbed out, and care must be taken not to deface private property. 

 

24. Finding Places. 
The Scoutmaster goes for a walk in the country a day or two before this game is played, taking with him a 

supply of plain postcards. On each card he writes a short description of various places he passes, such as 
"Wooden bridge over stream with three willows near," or "White five-barred gate near ruined cottage." On the day 
the game is played these cards are distributed among the Scouts, who are allowed a certain time, according to 
local conditions, to discover the places described on their cards and report to the Scoutmaster, who remains at the 
starting-point all the time. The Scout who returns first wins the game. 
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Chapter II -- Stalking Games. 
 

1. Deer-Stalking. 
The Scoutmaster acts as a deer, not hiding but standing, and moving occasionally now and then. The Scouts 

go out to find the deer, and each tries in his own way to get up to it unseen. Directly the Scoutmaster sees a Scout 
he directs him to stand up as having failed. After a certain time the Scoutmaster calls "Time," and all stand up at 
the spot which they have reached, and the nearest wins. The same game may be played to test the Scouts in 
stepping lightly. The umpire being blindfolded. The practice should preferably be carried out where there are dry 
twigs, stones, gravel and so on lying about. The Scout may start to stalk the blind enemy at one hundred yards 
distance, and he must do it fairly fast-say in one minute and a half to touch the blind man before he hears him. 

 

2. Stalking And Reporting. 
The umpire places himself out in the open and sends each Scout or pair of Scouts away in different directions 

about half a mile off. When he waves a flag, which is the signal to begin, they all hide, and then proceed to stalk 
him, creeping up and watching all he does. When he waves the flag again, they rise, come in, and report each in 
turn all that he did, either in writing or verbally, as may be ordered. The umpire meantime has kept a look-out in 
each direction, and every time he sees a Scout, he takes two points off that Scout's score. He, on his part, 
performs small actions, such as sitting down, kneeling up, and looking through glasses, using handkerchief, taking 
hat off for a bit, walking round in a circle a few times, to give Scouts something to note and report about him. 
Scouts are given three points for each act reported correctly. It saves time if the umpire makes out a scoring card 
beforehand, giving the name of each Scout, and a number of columns showing each act of his, and what mark 
that Scout wins, also a column of deducted marks for exposing themselves. 

 

3. Scout Hunting. 
One Scout is given time to go out and hide himself. The remainder then start to find him. The object of the 

hidden Scout is to got back to the starting-place as soon as he can without being caught. The seekers advance 
from the starting-place in a circle, gradually expanding outward so the further the Scout goes from home to hide 
himself, the further apart the seekers will be when they reach his hiding-place, but he will then have a longer 
distance to go to reach home again. 

 

4. Shadowing 
A Patrol is told off to shadow a party of the enemy, who are advancing through the country (consisting of 

another patrol or the rest of the troop). The patrol told off to shadow the rest must follow on as closely as possible, 
but it is best to send on one or two Scouts ahead, to signal when it is safe to advance. As soon as the enemy see 
a Scout shadowing them they can give chase, and if they overtake him he is a prisoner, and has to march with the 
main body. They can also split up into two parties and join again further on, or leave some behind in ambush. It is 
only necessary to touch the shadowers to make them prisoners. If they cannot throw them off their tracks within a 
certain distance (two miles or so), or else capture more than half of them, they must own themselves defeated; 
and then another patrol takes the place of the shadowers. (This can be practiced along a route march-it has the 
advantage of always covering fresh ground in the advance.) 

 

5. Ambushing. 
The main body advances along a road, with Scouts thrown out on either side to prevent any danger of 

surprise. Two patrols (the enemy) are following them behind, and attempt to ambush them by one patrol getting in 
front and the other attacking in the rear. They shadow the main body as it advances until a suitable part of the 
country is reached, when one patrol attempts to get ahead by going round in a semi-circle and joining the road 
again further on. If they can do it, they hide in an ambush and attack the main body when it comes up; the other 
patrol which has been following behind should then immediately attack in the rear. For it to be a successful 
ambush the patrol in the rear should be able to attack immediately the ambush is reached, and so should follow 
closely behind. If the patrol making the semi-circle are seen, they should be followed and the ambush discovered; 
both they and the other patrol behind can be captured, just as in 11 Shadowing," by merely being touched. 

 

6. Mimic Battle. 
For this game two sides are needed, the numbers being settled among the players. 
The ammunition is a quantity of paper bars. Every Scout has a plate, and the parties take up positions within 

throwing distance of each other. If the ground isn't flat, toss up for the advantage of the slope. Each Scout lies flat 
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on his stomach, and just in front of him props up his plate by sticking the rim into the ground. At the word "go " 
each warrior aims a ball at an opponent's plate. When a plate is knocked down, the Scout to whom it belongs is " 
put out of action." The side which succeeds in " killing " most opponents in a given time wins. 
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Chapter. III -- Tracking Games. 
 

1. Seeking The Scoutmaster. 
The Patrol-leaders of a troop are each handed a sealed envelope, and being told that the envelopes are 

important, are put upon their honor not to open them before a certain time. This waiting makes the game more 
exciting. When the moment for opening the envelopes arrives, they find inside a rough outline map of some 
particular district, and instructions stating that :-All are to meet at a certain point, the patrols will form themselves, 
and each patrol, proceeding by its special route, will make for the place depicted in the map where the 
Scoutmaster will be hiding,. Naturally, the boundaries of the place must not be too confined, or the Scoutmaster's 
discovery will quickly take place. A reward is offered to the patrol which first finds their Scoutmaster, so each patrol 
should work together, searching the ground carefully in extended order. If the Scoutmaster is still concealed at the 
expiration of half an hour, or some agreed upon time-after the troops' arrival at the spot, he blows a whistle and 
the game is at an end. Then the troop could go on with other Scouting work. The spot selected should contain 
undergrowth in plenty and should be physically suited for concealment. In the envelope of each Patrol-leader 
would be placed a paper showing the route his men must follow to reach the spot, and these routes should be 
equal in length, otherwise one patrol will have an advantage over another. This is done so that the patrols shall 
feel they are working on their own. The sealed orders would teach the Scouts to restrain their curiosity. This game 
can be played after dark if necessary, 

 

2. The Treasure Hunt. 
The treasure hunt needs observation and skill in tracking, and practically any number can take part in it, 

Several ways of playing the game are given below : 
1)  The treasure is hidden and the Scouts know what the treasure is; they are given the first clue, and from this 

all the others can be traced. Such clues might be - 
a) Written on a gatepost: " Go west and examine third gate on north side of stream "; 
b) on that gate Scout's signs pointing to a notice-board on which is written: " Strike south by south-east to 

telegraph post No. 22,"  
and so on. The clues should be so worded as to need some skill to understand, and the various points should 

be difficult of access from one another. This method might be used as a patrol-competition, starting off patrols at 
ten minutes intervals, and at one particular clue there might be different orders for each patrol, to prevent the 
patrols behind following the first. 

2)  The clues may be bit, of Colored wool tied to gates, hedges, etc., at about three yards interval, leading in a 
certain direction, and when these clues come to the end it should be known that the treasure is hidden within so 
many feet. To prevent this degenerating into a mere game of follow-my-leader, several tracks might be laid 
working up to the same point, and false tracks could be laid, which only lead back again to the original track. 

3)  Each competitor or party might be given a description of the way-each perhaps going a slightly different 
way, the description should make it necessary to go to each spot in turn, and prevent any "cutting" in the following 
way: " Go to the tallest tree in a certain field, from there go 100 yards north, then walk straight towards a church 
tower which will be on your left," etc. All the descriptions should lead by an equal journey to a certain spot where 
the treasure is hidden. The first to arrive at that spot should not let the others know it is the spot, but should search 
for the treasure in as casual a manner as possible. 

 

3. The Torn Manuscript. 
A secret hiding, place is known to exist somewhere in the neighborhood, but the only clue to it is a torn piece 

of paper upon which the key to it was once written. (A description of the way to the spot could be written on a piece 
of paper, and then the paper torn down the middle roughly, and half given to each of two competing patrols.) The 
key was torn in two purposely for safety, just as in a bank the two chief clerks each have a key, but it needs both 
keys together to open the safe. Two parties have got hold of this; key, and each with their half are trying to find the 
spot, because some old smugglers' treasure is thought to be hidden there. 
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4. Lion-Hunting. 
A lion is represented by one Scout, who goes out with tracking irons on his feet, and a pocketful of corn or 

peas, and six lawn-tennis bars or rag balls. He is allowed half an hour's start, and then the patrol go after him, 
following his spoor, each armed with one tennis-ball with which to shoot him when they find him. The lion may hide 
or creep about or run, just as he feels inclined, but whenever the ground is hard or very greasy he must drop a few 
grains of corn every few yards to show the trail. If the hunters fail to come up to him neither wins the game. When 
they come near to the lair the lion fires at them with his tennis-balls, and the moment a hunter is hit he must fall out 
dead and cannot throw his tennis- ball. If the lion gets hit by a hunter's tennis-bah he is wounded, and if he gets 
wounded three times he is killed. Tennis-balls may only be fired once; they cannot be picked up and fired again in 
the same fight. Each Scout must collect and hand in his tennis-balls after the game. In winter, if there is snow, this 
game can be played without tracking irons, and using snowball instead of tennis-balls. 

 

5. Wool Collecting. 
Cut up some skeins of wool into pieces about a foot long - the cheapest kind will do, but do not select very 

bright colors. With this lay the trail across country. It goes without saying that the permission of the farmers over 
whose land you travel is first obtained, and patrols are given strict orders to shut all gates after them, and not to 
break through fences. Do not put all the wool on the ground, but tie some of the pieces to gates and hedges, on 
low branches of trees, and so on, leaving about twenty yards between each piece. Then two or more patrols are 
started on the trail, the idea being to follow the trail as expeditiously as possible, and at the same time to collect all 
the pieces of wool. When a Scout sees a piece he gives his patrol-call loudly in order that the rest of the boys of 
both patrols may know where the trail was last sighted, and he at once hands over the wool he has found to his 
Patrol- leader. While the scouting is in progress no boy may give his patrol-car except when he has hit off the trail. 
The patrol wins whose leader has at the end of the run collected most pieces of wool. Marks will also be given for 
ingenuity displayed by the Scouts in spreading out and making the best use of their numbers. This game gives a 
good opportunity for the Scoutmaster to notice who are the best individual trackers. If the trail is ingeniously laid 
the resourcefulness of the Scouts will be put to a severe test. This form of scouting has one great advantage over 
the use of tracking irons. The signs to be found are not all on the ground, so Scouts learn to look upward for signs 
and not keep their noses always on the ground. 

 

6. "Sharp-Nose." 
One Scout goes off with half a raw onion. 'He lays a "scent " by rubbing, the onion on gateposts, stones, tree 

trunks, telegraph poles, etc. The troop follow this trail blindfolded - the Scoutmaster, however, is not blindfolded, 
so that he may warn his boys of any danger (as when crossing roads). The Scout or patrol which arrives at the end 
of the trail first wins the game. The boy who lays the " scent " stays at the end of the trail till the first " scenter " 
arrives. 

 

7. Climbing. 
No fellow can justly call himself a Scout until he can both swim and climb. Climbing is as good an activity as 

any in this book. It supplies a field of adventure and sport that cannot be beaten whether you take to rock climbing, 
tree climbing, mountain climbing, or even the most dangerous of the lot - house climbing. Moreover, it is by being 
able to climb that many Scouts have been able to save life or prevent accidents. But climbing of any kind is not a 
thing that every fellow can do right off without practice, so my advice to every Cub and Scout is to teach it to 
yourself. One of the first things to learn is to be able to keep your balance, and for this the practice of "Walking the 
Plank" and "Stepping Stones" has been devised and is most valuable. Walking the Plank is practiced on an 
ordinary plank set up on edge, and you walk along it from end to end. Every day you raise it a few more inches 
above the ground until you can use it as a bridge. Stepping Stones are imaginary stones across a river, marked 
out on the floor by chalk circles, pieces of card- board or flat stones, tiles, etc. in a zigzag course at varying 
distances. 

The difficulty and sport of this game is added by carrying a flat board with a ball upon it, and he who crosses 
the " river " without missing his footing and without dropping the ball wins the competition. 

Some fellows get jolly good at these games with practice, and once they have gained a good balance in this 
way they generally make good climbers. Many troops have now set up for themselves a climbing apparatus on 
which you can practice exercises that will make you good for almost every kind of work, whether it is climbing 
trees or masts or rocks or mountains or chimney stacks. This apparatus is made of a few timbers or scaffolding 
poles, securely lashed together with climbing ropes suspended from the top bar, and on such an apparatus you 
can invent all manner of stunts and competitions, such as will make you an adept climber. 
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Chapter IV -- Indoor Games. 
 

1. Kim's Game.  
How To Play It. 

THE Scoutmaster should collect on a tray a number of articles-knives, spoons, pencil, pen, stones, book and 
so on-not more than about fifteen for the first few games, and cover the whole over with a cloth. He then makes 
the others sit round, where they can see the tray, and uncovers it for one minute. Then each of them must make a 
list on a piece of paper of all the articles lie can remember-or the Scoutmaster can make a list of the things, with a 
column of names opposite the list, and lot the boys come in turn and whisper to him, and he must mark off each of 
the things they remember. The one who remembers most wins the game. 

 

2. Debates And Trials. 
A good way of spending an evening in the camp or clubroom is to hold a debate on any subject of interest, the 

Scoutmaster or a Patrol-leader acting as chairman. He must see that there is a. speaker on one side prepared 
beforehand to introduce and support one view of the subject, and that there is another speaker prepared to 
expound another view. After their speeches he will call on the others present in turn to express their views. And in 
the end he takes the votes for and against the motion, by show of hands, first of those in favor of the motion, 
secondly of those against. The best way to choose a popular subject for debate is to put up a paper some time 
before on which Scouts can suggest the subjects they like. The proper procedure for public meetings should be 
used, such as seconding the motion, moving amendments, obeying chairman's ruling, voting, according votes of 
thanks to chair and so on. 

In place of a debate a mock trial makes an interesting change. The Scoutmaster or Patrol-leader, as before, 
appoints himself to act as judge, and details Scouts to take the parts of prisoner, police-constable, witnesses, 
counsel for prisoner, counsel for prosecution, foreman and jury (if there are enough Scouts). The procedure of a 
court of law must be followed as nearly as possible. Each makes up his own evidence, speeches, or cross-
examination according to his own ideas. The prisoner, of course, is not found guilty unless the prosecution prove 
their case to the jury. The story in Scouting for Boys (" Winter's Stab") makes a good subject for a trial, or one of 
the stories in The Scout. 

 

3. Scout's Chess. 
The first thing needed is a rough map or plan of the surrounding country, on a very large scale. It can be 

chalked on the floor or a table in the clubroom, or on the wall, and be kept permanently. On the map should be 
marked all paths and roads, and if in the country, the fields, with the gaps in the hedges and places to get through 
carefully marked. Then something is needed to represent Scouts'; ordinary chessmen will do, or if the map is on 
the wall, small flags to stick in the wall. With these, various kinds of Scouting games can be played. Each " Scout " 
can move one inch (or other distance according to the scale of the map) each turn. The best game is for one 
dispatch runner to try and get from one place to another on the map without being overtaken by the enemy, one 
patrol, who should only be allowed to walk (i.e. go half the distance which the runners allowed to go each turn). To 
capture him two Scouts should get within two turns of him, by driving him into a comer. They can, of course, only 
go along the recognized paths and tracks, 

 

4. Farmyard. 
This Is not a new game, but it is both amusing and instructive, and teaches Scouts to make the correct cries of 

different domestic animals. It can be played round the camp fire when the day is done. The Scoutmaster relates a 
story of a visit to a farmyard, having first divided the Scouts into groups of different farmyard animals. (If sufficient 
animals can be thought of, each Scout can represent one animal.) A good story can be made from these few 
suggestions : Small, spoilt boy, not a Scout, just recovering from an illness, is sent by doting, foolish parents to 
stay with an uncle and aunt at a farmhouse. Makes his departure by train, and directions from over-careful parents 
rather absurd, and not the kind of thing a Scout would allow. First day of visit most successful, Tommy still feeling 
too weak to be mischievous. On the second morning, however, Tommy wakes early and goes out before his aunt 
is about. He visits in turn all the animals in the yard and causes disaster wherever he goes. Pigs, he considers, 
should be allowed to run in the garden, hens and ducks wherever they please, and small chicks should be able to 
swim as well as small ducks, and he drives a brood into the pond, all being, drowned; horses are let out of the 
stable, sheep driven out of the orchard, cows turned into the road, doves freed from cages, turkeys and geese 
sent in all directions, and the whole farmyard turned upside down. 

As the narrator mentions each animal, the Scouts representing them make the correct "cry," and this should 
be done seriously and as well as possible; at the word "farmyard," whenever it occurs, all the Scouts make these 
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cries together, and if done well, this should be quite realistic. The part of donkey and goose should be reserved as 
a punishment for any who fail to make their " cry " at the proper time, or who make the wrong "cry." 

 

5. Thimble Finding. 
The patrol goes out of the room, leaving one behind who takes a thimble, ring, coin, bit of paper, or any small 

article, and places it where it is perfectly visible, but in a spot where it is not likely to be noticed. Then the patrol 
comes in and looks for it. When one of them sees it he should go and quietly sit down without indicating to the 
others where it is, and the others, if they see it, do the same. After a fair time any one of those sitting down is told 
to point out the article to those who have not yet found it. The first one to see it is the winner, and he sends the 
others out again while he hides the thimble. 

 

6. Scout's Nose. 
Prepare a number of paper-bags, all alike, and put in each a different smelling article, such as chopped onion 

in one, coffee in another, rose-leaves, leather, aniseed, violet powder, orange peel and so on. Put these packets in 
a row a couple of feet apart, and let each competitor walk down the line and have five seconds' sniff at each. At 
the end he has one minute in which to write down or to state to the umpire the names of the different objects 
smelled, from memory, in their correct order. 

 

7. Spotting The Spot. 
Show a series of photos or sketches of objects in the neighborhood such as would be known to all the Scouts 

if they kept their eyes open-for instance, cross-roads, curious window, gargoyle or weathercock, tree, reflection in 
the water (guess the building causing it), and so on, and see who can recognize the greatest number; or else let 
each Scout contribute a picture or sketch of something remarkable passed during the last outing. 

 

8. How Long ? 
A good camp practice is to see that all Scouts have a piece of paper and pencil, and to make them write down 

answers to various questions regarding lengths and heights. For instance: " What is my height when I'm wearing 
my hat ? " " How long is the camp table ? " Of course that boy wins who most nearly gives the correct number of 
inches. 

 

9. Old Spotty-Face. 
[This is an adaptation of the game in Mr. E. Thompson Seton's Birch Bark Roll of the Woodcraft 

Indians,(Published at 1s. net by A. Constable & Co.) and is recommended for regular practice as an eye 
strengthener and for developing the sight.] 

Prepare squares of cardboard divided into about a dozen small squares. Each Scout should take one, and 
should have a pencil and go off a few hundred yards, or, if indoors, as far as space will allow. The umpire then 
takes a large sheet of cardboard, with twelve squares ruled on it of about three-inch sides if in the open, or one 
and a half to two inches if indoors. The umpire has a number of black paper discs, half an Inch in diameter, and 
pin.3 ready, and sticks about half a dozen on to his card, dotted about where he likes. He holds up his card so that 
it can be seen by the Scouts. They then gradually approach, and as they get within sight they mark their cards with 
the same pattern of spots. The one who does so at the farthest distance from the umpire wins. Give five points for 
every spot correctly shown, deduct one point for every two inches nearer than the furthest man. This teaches long 
sight. 

 

10. Quick Sight. 
"Quick Sight" can be taught with the same apparatus as used in Spotty-Face, by allowing the Scouts to come 

fairly close, and then merely showing your card for five seconds, and allowing them to mark their cards from 
memory. The one who is most correct wins. 

 

11. Nobody's Airship. 
The players divide into two sides (four or five a side is best); between them a string or tape is fastened across 

the room about the height of their faces; then a small air-balloon is thrown in, and each side tries to make it touch 
the ground on the other side of the tape. It must be hit over the tape, and in hitting it, hands must not go over the 
tape. 
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12. Blow Ball. 
The players divide into two sides and take their positions at each end of a wooden table about 6 feet long. A 

ping-pong ball (or any light celluloid ball) is placed in the center, and each side tries to blow it off the table at the 
other end-if it goes off the sides it does not count, but is put back in the center again. The game soon develops 
strong lungs, but needs composure just as much-because the best player is the one who can blow without 
laughing at the faces of those opposite him as they blow. It is best to play kneeling or sitting round the table. A 
more complicated way for five players a side is to have a goal at each end marked on the table ; then each side 
has a goalkeeper, two forwards, stationed at the other end to blow into the enemy's goal, and two backs to pass 
the ball to their forwards. 

 

13.  Artists. 
Players sit round a table, each with paper and pencil. The right-hand one draws a picture, in separate firm 

strokes, of an ordinary figure or head-putting in his strokes in unusual sequence so that for a long time it is difficult 
to see what he is drawing. Each player looks over to see what the man on his right is drawing and copies it stroke 
by stroke. When the right-hand artist has finished his picture, compare all the rest with it. 

 

14. A Memory Game. 
In order to play this game successfully, it is necessary that the list of words and sentences given below be 

memorized by one of the players, who acts as leader. This leader, turning to his next neighbor,  remarks: "One old 
owl." The latter turns to his neighbor, and gives the same formula. So it passes around the circle till it comes to the 
leader again, who repeats it, and adds the formula: "Two tantalizing, tame toads." again it goes around, and again, 
and each time the leader adds a new formula, until the whole is repeated, up to ten. It is safe to say, however, that 
no society will ever get that far. Those who forget part of the formula are dropped from the circle. Here is the 
whole: 

 
One old owl.  
Two tantalizing, tame toads.  
Three tremulous, tremendous, terrible tadpoles.  
Four fat, fussy, frivolous, fantastic fellows.  
Five flaming, flapping, flamingoes fishing for frogs.  
Six silver-tongued, saturnine senators standing strenuously shouting: " So-so."  
Seven serene seraphs soaring swiftly sunward, singing: " Say, sisters."  
Eight elderly, energetic, effusive, erudite, enterprising  editors eagerly eating elderberries.  
Nine nice, neat, notable, neighborly, nautical, nodding nabobs nearing northern Normandy.  
Ten tall, tattered, tearful, turbulent tramps, talking tumultuously through tin trumpets. 

 

15. Questions. 
The Scouts all sit down, either on the floor or on forms, and the Scoutmaster or Patrol-leader asks each boy in 

turn various questions on subjects of general knowledge. A mark is given for each correct answer, and the boy 
who gains the most marks naturally win the game. The questions would vary, of course, according to locality, but 
here are some which one troop were asked. What does K.C.B. mean? On what railway is Peterborough Station ? 
How would you get from London to Torquay ? What is the test for the Fireman's Badge ? When is the Chief 
Scout's birthday ? When is Trafalgar Day ? Why does a Scout wear the fleur-de-lis ? Where are the Headquarters 
of the Boy Scouts' Association ? What was last week's cover of THE SCOUT ? Next time you want something to 
do at your clubroom, try this game. Not only will it test your knowledge, it will also increase your stock of useful and 
interesting information. 

 

16. Who Said That? 
This is a memory test, and is well worth trying in your clubroom. Throughout the evening, and unknown to the 

others, one Scout should, in a handy notebook, jot down some twenty of the most striking remarks made in the 
general conversation. Towards the end of the evening he then slips away, and on each of twenty sheets of paper, 
put a-side for the purpose, he writes one of the " sayings " in a bold hand. Blue or black crayon should be used for 
this, so that each sentence may be clearly seen when the sheets &e fastened up. The sheets are numbered, 
pinned up together, and turned over one by one-a sufficient time being allowed for competitors to write on slips of 
paper "Who Said That ?" 
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17. Celebrities. 
A good game can be devised by cutting, from the papers a selection of portraits of celebrities, pasting each 

portrait on a numbered card and inviting the company to name them; soldiers, monarchs, statesmen, preachers, 
and athletes will be the most readily recognized. 

 

18. Patterns. 
For this game get two draught boards and tan white and ten black draughtsmen. You have one board and 

your friend the other. Divide the draughtsmen equally, each having five white and five black. Then while you look 
another way, your friend arranges his men on his board in any formation he likes. When he has done this he 
allows you to look at his board for a few seconds; then he covers it over and you have to arrange your men in the 
same way on your board, within two minutes. You take it in turn to place the men in position, and whoever 
replaces them correctly the most times wins. 

 

19. Round The Ring. 
This is a good game for the fun it gives and for developing the wrists and arms. About one dozen players sit 

down in a ring with their feet pointing inward. The feet make a circle just big enough for another player to stand in. 
The player inside the circle stands perfectly rigid, and as soon as the other players are ready lets himself fall, 
either backwards or forwards, on to the outstretched hands of the players forming, the ring. The members of the 
ring push the center player from hand to hand, and when one of the former lets him fall he changes places with the 
center player, and in his turn is passed round the circle. 

 

20. Badger Pulling. 
Here is a good game, called Badger Pulling, which you can play either in your clubroom or outdoors. Two boys 

take part, and two or more scarves are knotted together and hung over the players' heads. A line should be drawn 
between the two players, and the idea of the game is for each to try to pull the other over this line, using heads, 
hands and knees alone. There should be no catching hold of the handkerchiefs or the -arms and hands, otherwise 
the fun will be lost. 
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Chapter V -- General Games For Camp Or Playground. 
 
["Catch the Thief" and "Bang the Bear" are from Mr. Thompson Seton's book The Birch Bark Roll of the 

Woodcraft Indians.. 1s. Constable.] 
 

1. Catch The Thief. 
A red rag is hung up in the camp or room in the morning; the umpire goes round to each Scout in turn, while 

they are at work or play, and whispers to him: " There is a thief in the camp but to one he whispers: " There is a 
thief in the camp, and you are he-Marble Arch," or some other well-known spot about a mile away. That Scout 
then knows that he must steal the rag at any time within the next three hours, and bolt with it to the Marble Arch. 
Nobody else knows who is to be the thief, where he will run to, or when he will steal it. Directly any one notices that 
the red rag is stolen, he gives the alarm, and all stop what they may be doing at the time and dart off in pursuit of 
the thief. The Scout who gets the rag or a bit of it wins. If none succeeds in doing this, the thief wins. He must 
carry the rag tied round his neck, and not in his pocket or hidden away. 

 

2. Bang The Bear. 
One big boy is bear, and has three bases in which he can take refuge and be safe. He carries a small balloon 

on his back. The other boys are armed with clubs of straw rope twisted or knotted scarves, with which they try to 
burst his balloon while he is outside a base. The bear has a similar club, with which he knocks off the hunters' 
hats. If a hunter's hat is knocked off he is counted killed; but the bear's balloon has to be burst before he is killed -
so be will learn to turn his face to the enemy and not his back. 

 

3. Shoot Out. 
Two patrols compete. Bottles or bricks are set up on end, one for each Scout in the two patrols ; the patrols 

take their stand side by side and facing their respective enemy (the two " patrols " of bottles or bricks), and await 
the word " fire." They are armed with twelve stones each. As soon as a target falls over a corresponding man of 
the other patrol has to sit down-killed. 

 

4. The Bull Fight. 
Twelve players are needed for the game, which is interesting to watch and makes a good spectacle for a 

display. The players: 1 bull, 1 matador, 4 Chulos and 6 scarf-bearers. 
PART I. The bull enters the arena (which should be made by Scouts " forming fence ") with four or five 6 in. 

strips of paper pinned to his back. The Chulos try to tear off these without being touched by the bull, but if the bull 
touches them twice they are dead. The scarf-bearers, who carry their scarves in their hand, run in between the bull 
and a Chulo if he is hard pressed, and by waving their scarves in the bull's face, make him follow them. If a Chulo 
is once touched by the bull, he is dead. Only one strip may be taken at a time. 

PART II. When all the, strips are off, or all the Chulos killed, the arena is cleared and the bull blindfolded, with 
a scarf tied round his neck so that one pull at an end brings it off. The matador then enters and has to remove the 
scarf without being touched by the bull. If he succeeds, the bull is dead. 

 

5. Basket Ball. 
This' is a game something like football, which can be played in a room or limited space. A small football is 

used, but it is never to be kicked. It is only to be thrown or patted with the hands. Kicking or stopping the ball with 
the foot or leg is not allowed. The ball may be held in the hands, but not hugged close to the body, nor may it be 
carried for more than two paces. All holding, dashing, charging, shouldering, tripping, etc., is forbidden ; and there 
is a penalty of a free throw to the opposite side from the fifteen foot mark at the net, which forms the goal. The net 
is hung up about ten feet above the ground on a post, tree, or wall, so that the ball can be thrown into it. Opposite 
each goal a path fifteen feet long and six feet wide, beginning immediately under the basket and leading towards 
the center of the ground, is marked out. At the end of this path a circle is drawn ten feet in diameter. When there is 
a free throw, the thrower stands inside this circle, and no player is allowed within it or with- in the measured path. 
Corners, and other rules are the same as in Association football; but in ordinary rooms, with side walls, it is not 
necessary to have "out" at the sides. The usual number of players is four or five a side, and these can be divided 
into goalkeeper, back, and three forwards. If there is plenty of room the number of players could be increased. A 
referee is required, who throws up the ball at the start of each half of the game, and also after each goal. 
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6. Knight Errantry. 
It is an interesting competition for patrols to compete in knight errantry. Two start out with orders to return 

within two or three hours and report, on their honor, any good turns they have been able to do in the time, if 
necessary calling at houses and farms and asking if there is any job to be done-for nothing. 

 

7. Find The North. 
Scouts are posted thirty yards apart, and each lays down his staff on the ground pointing to what he considers 

the exact north (or south), without using any instrument, and retires six paces to the rear. The umpire then 
compares each stick with the compass. The boy who is most correct wins. This is a useful game to play at night, 
or on sunless days as well as sunny days. 

 

8. Cock-Fighting. 
Cock-fighting always proves amusing, and our illustration shows a way of playing the game, which may be 

new to some of you. Instead of sitting on the floor, with staff under knees and hands clasped round legs in the 
usual manner, the two combatants get into a squatting position, with the staff held as usual. The picture shows this 
quite clearly. It is then very comical to see each "cock" hopping about and endeavoring to upset his opponent. 

 

9. Camp Billiards. 
The billiard table consists of a smooth sack placed on a level piece of ground-the " cushions " being made of 

Scout staves. Old golf balls take the place of the usual ivory kind, and instead of a proper billiard cue the Scouts 
use their staves. 

 

10. Stool Kicking. 
Here is the description of a good game for you to play either in your clubrooms or out of doors. There are 

about six or nine players, and they all join hands and form a ring round some object, which will fall over if touched, 
such as a footstool stood upright. The players all swing round the stool and each one has to do his best to make 
one of the others knock the stool over as they swing round, at the same time avoiding knocking it down himself. 
When a boy knocks over the stool he stands out, and the game goes on until only one player remains. 

 

11. Take The Hat  
(For Two Patrols). 

A hat is placed on the floor. One Scout from each patrol comes forward. Both lean over towards the hat, each 
placing his right hand over and his left hand under the arms of his opponent. The thing to do is to remove the hat 
with the left hand and get away with it before the other fellow hits you on the back with his right hand. The one who 
succeeds in doing this takes his unsuccessful opponent prisoner. The game is continued until one patrol has 
made prisoners of all, or half, of the opposing patrol. 

 

12. The Staff Run  
(For Four Patrols). 

Two patrols play together against the other two. We will call them A, B, C, and D. 
A and B face each other, with a distance of fifty feet between them, the boys standing one behind the other. C 

and D do the same, taking their position at least fifteen feet to the side of their opponents. The Scoutmaster, or 
whoever directs the game, stands in the center of the parallelogram which is thus formed. This is shown quite 
clearly in the picture. He hands a staff to the first boy of each of the patrols standing side by side. Upon a given 
signal these two run as quickly as they can to the boys heading the other two patrols, hand them the staves, and 
retire from the game. 

The two who now have the staves return them to the first of the remaining Scouts of the other patrols, after 
which they retire from the game, and so on. The game is continued until all the boys have run with the staves. The 
object is to see which two of the patrols can finish first. The last boy on either side carries the staff to the 
Scoutmaster in the center. Of course, that side wins whose last boy gets to the Scoutmaster first. Naturally, you 
must remember to have the same number of boys on both sides, and each must stand perfectly still until he has 
received the staff. If you play this game outdoors, you can get more fun out of it by arranging so that a ditch, fence, 
or other obstacle has to be crossed by the boys who run with the staves. 
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13. Pass It On. 
This game can be played either in the clubroom or out of doors, and two or more patrols can take part. AU that 

is required to play it are two hollow rubber balls, or a pair of boxing gloves will do very well. The players should be 
divided into two equal parties, and should stand in two rows alongside each other. The leader of each party stands 
at the head of his line, and when the signal to " Go " is given throws the ball between his legs to the man behind 
him, who passes it on to the next, and so on, until it reaches the last man, who has to run with it outside his line 
and give it to his leader. The side which gets the ball back to the leader wins, and the game can be varied by 
throwing the ball over the head instead of between the legs. 

 

14. Toilet Tag. 
For this game two equal teams are required. Each team formed of one patrol is the best fun, but, if necessary, 

the two teams can be furnished from one patrol. The simplest form of the game is to take the hats of all the 
players and place them in a row in the middle of the ground, the two teams standing facing each other on either 
side of the row about twenty-five yards from it. A Scoutmaster or Patrol-leader, standing at one end of the row, 
then calls a number, and each Scout having that number in his patrol runs to the row, and endeavors to obtain the 
hat nearest the Scoutmaster, and return to his place without being " tagged" or touched by the other. Should he be 
tagged, he must replace the hat in the row. The game proceeds until one patrol has secured a complete set of 
hats. If there are more than two patrols, the losers of the first game play another patrol, and so on, till all have had 
a turn. As the two Scouts will probably reach the hat almost at the same time, each should pretend to seize it, and 
thus induce the other to move in one direction, while he seizes the hat and moves off briskly the other way. There 
is much value in securing a good start by means of a well-executed feint, and great fun always results when two 
experts at pretense are opposed to each other. No Scout should be called upon a second time until every other 
member of his patrol has been once called upon. The game may be varied in several ways, of which the two 
following are typical: 

 
1) Instead of aiming at the same hat, each Scout called upon may be required to find his own hat among all 

the hats placed in a heap, and, having found it, to attempt the double task of tagging his opponent and of 
returning to his own place without being tagged. Should he be successful when his number is called again, 
he has only to tag his opponent, and need not trouble about securing a hat, as he will, of course, already 
have got his own. When the two Scouts bearing the same number have secured hats, they inform the 
Scoutmaster and drop behind the line, taking no further part in the game. 

 
2) Other articles of Scout toilet, e.g. scarves, lanyards, water-bottles, may be put down, and any player 

having secured a hat would then aim at another article until his toilet was complete. The order in which 
articles are to be obtained must be definitely laid down by the Scoutmaster, when the game begins. In this 
variation, the patrol to which a Scout who first completes his toilet belongs wins the game. 

 

15. Bomb-Laying. 
An excellent game for the country is " Bomb-Laying." It is most exciting if the cover is good or if the light is just 

failing. The troop divides into two parties, each commanded by a Patrol-leader. Each Scout, with the exception of 
the Leader, is provided with a small stick about seven or eight inches long, and sharpened to a point at one end. 
These sticks may be cut from trees or bushes (if permission is first obtained and no damage is done), or, failing 
these, the pieces of wood in an ordinary bundle of firewood will do very well. Each Scout wears his "life," i.e. scarf, 
tie, or piece of tape, in the back of his belt as a tail, so that it can easily be pulled out. The Scoutmaster then 
defines an area which provides good cover, and the two parties select a " camp " which they think can be best 
defended. The center of each camp is marked by a patrol flag mounted on a staff. If the game is played in the 
dark, then the camps must be marked with a lamp. The camps are an area within a twenty-five yards' radius of 
each flag or lamp. The object of each party is to place their "bombs," represented by the sticks, within the other 
party's camp. When a Scout has planted his "bomb" in the opponent's camp, he must take the scarf or tie out of 
his belt and tie it round the stick. A "bomb" is not planted until this is done. A Scout is "killed" when an opponent 
snatches his life from his belt, and when "dead" he can take no further part in the game, but must make his way 
quickly to a definite piece of neutral ground agreed upon before beginning the game. When the cover is good it Is 
often possible to it la a Scout without his noticing it, and when after carefully planting the "bomb" the owner 
discovers he is dead, his feelings are better imagined than described. Each party works under the command of its 
leader, who directs the attack. Thus it may prove better to attempt to lay only a few bombs and use the rest of the 
party for defense. The leader must remain in his camp area, and is not allowed to " kill " any of the opposite side. 
He may climb a tree or direct operations from any position within his camp. Scouts who have successfully planted 
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their bombs must make their way straight back to their leader and inform him, after which they may take part in the 
de- fence of their own camp-being provided with another life. 

No Scout is allowed to lay more than one bomb. If a Scout who has laid his bomb is caught on the return 
journey, he can be taken back to the captor's camp and made to remove his bomb, and then " killed." At the end 
of an arranged period of time the Scout- master sounds a bugle or whistle for operations to cease, and the side 
which has laid the greatest number of bombs wins the game. A very large troop may be split up into more than two 
parties and a general "international warfare" indulged in. 

 

16. Baiting The Badger. 
This is an excellent game for a Scout display, and can be played either in a hall or out of doors in a field. A 

couple of ropes, each about ten feet long, are tied to a heavy weight or driven into the ground with tent pegs. The " 
Badger " holds the loose end of one rope and the "Baiter" the other. The Badger has a tin with a pebble in it, while 
the Baiter carries a cushion or pillow. Both are blindfolded. The game is played as follows: The Badger rattles the 
pebble in the tin, at the same time running round the weight, and the Baiter tries to find him and knock him with the 
cushion. Both boys, of course, have to keep their own rope quite taut as they run round to prevent themselves 
from tripping. 

 

17. Ring Catching. 
An effective item for a Scout display is Ring Catching. It is also an excellent game for Scouts, as it makes 

them quick with their eyes and nimble on their feet. The game is played as follows: One Scout, whom we will call 
the "Thrower," is armed with half a dozen rope quoit rings, about four or five inches in diameter, which he throws to 
another Scout, who has to catch them one by one on his staff. The " Thrower " must deliver the rings fairly quickly, 
only giving the " Catcher " time to come smartly back to the " engage " position, after catching or missing each 
ring. The rings should not be thrown from the same spot each time ; but the " Thrower " should never approach 
within three yards of the " Catcher." Short throws, high throws, and long throws should be all given, in order to 
make the game more exciting. The pole should have a piece of leather slipped over it to protect the hands from 
being hurt by the rope rings. Of course, the range and other distances can be made to suit local conditions. 

 

18. Shooting. 
A fairly large circular area is marked out and all the Scouts but one take up their positions inside it. The 

remaining Scout is "armed " with a tennis ball, with which he endeavors to "shoot" the Scouts inside the area. 
Each Scout who is "shot" comes outside and helps in the "shooting," but only one tennis ball is used 

throughout the game. The Scouts inside the area, by rushing from one side to the other, dodging or jumping, can 
delay being hit for some time, and when their numbers become few, the fun is fast and furious. The Scouts who 
are "shot" should arrange themselves round the circle, so as to pick up the ball quickly as it flies across the area. 
The game may be arranged as an inter-patrol contest in this way : One patrol takes up its position inside the area, 
and the leader of the opposing patrol commences " shooting." For each Scout he hits he is allowed to have one of 
his own patrol to assist him, the Scout who is hit re- tiring. The time taken to kill off the whole of the opposing 
patrol is noted, the winners being the patrol taking the shortest time. 

 

19. Kick It And Run. 
This game is best played in a clearing in a wood, but can also be played in an open field. One Scout takes up 

his position in the clearing and the rest seek cover as near as possible. A football is rolled into the clearing by the 
Scoutmaster or some other person acting as umpire. The Scout in- side the clearing immediately kicks it outside 
and rushes out to "tag" any other Scout he can find and catch; but directly the ball is kicked back into the clearing, 
he must return and kick it out. NO Scout may be " tagged ",while the ball Is lying still in the clearing. The umpire 
watches the ball, and directly it comes to a standstill inside the clearing he blows his whistle to indicate the fact. 
While the One Scout is returning to kick the ball out, the others may change their position or seek fresh hiding-
places. The Scouts who are caught remove their scarves or wear a white handkerchief around one arm, and then 
help their captor to catch other Scouts; but they must not kick the ball, and must return to the clearing each time 
the whistle is blown. The winner is the Scout who is caught last. In an open field the clearing is indicated by a white 
mark on the grass or comer posts, and Scouts have to elude capture more by dodging than by seeking cover. As 
a variation, successive patrols may " hold " the clearing and endeavor to capture the rest of the troop in the 
shortest possible time. The Patrol-leader only is allowed to kick the ball out of the clearing. The winning patrol is 
that which takes the shortest time. In this variation the Scouts who are caught do not take any further part in the 
game, and for this reason it is not so suitable for a cold winter's day. 
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20. Tub-Tilting. 
This is a favorite game of the Boy Scouts of America, and was invented by Mr. Ernest Thompson Seton, Chief 

Scout of America. Two Scouts are mounted on upturned tubs, about nine feet apart, and armed with long bamboo 
poles. Each pole has a boxing glove on one end, and the Scouts have to knock one another off the tubs with the 
poles. The boxing glove, of course, prevents any damage being done. If tubs cannot be obtained, forms or chairs 
can be used instead. 

 

21. Balancing The Board. 
For this contest a Scout pole and a piece of board are required. A course fifty yards long is marked off. The 

board is carefully balanced on the pole before starting, and the Scout endeavors to run the course before the 
board falls. Few succeed in getting very far, and the onlookers get a good deal of amusement from the efforts of 
the boy to keep the board balanced. 

 

22. An Obstacle Race. 
An obstacle race is always popular; the difficulty generally is to get satisfactory obstacles. The picture here 

shows a long table, which can be obtained from the mess tent. On this a number of circles are drawn at irregular 
distances. A mark is made, say twenty-five yard, off, and a Scout is blindfolded, turned thrice round, and is allowed 
to make for the table. Each circle has a different number within it, and when the Scout reaches the table he has to 
put his fingers on it. If he places his fingers inside a circle, that number is added to his score; otherwise be gets 
nothing. The idea of the game is to score as many as possible in a given number of turns. 

 

24. Snatch The Handkerchief. 
To play this game, form two squads of eight Scouts and line them up about fifty feet apart. Half-way between 

them place an Indian club or stick, on which rests a handkerchief. An umpire should be appointed, who must take 
his stand close to the club or stick. When he says the word " Go," a player from each side dashes from the line, 
runs towards the stick, and endeavors to snatch the handkerchief before his opponent does so. The one who fails 
must pursue the other back to his line, and try to " tag " him before he reaches it. If the successful snatcher 
regains his line without being " tagged," his pursuer becomes his prisoner; but should he fail, he becomes the 
prisoner of the other side. The game continues until the whole of one side has been captured by the other. If this 
end cannot be reached within a reasonable time, the side having captured the greater number of prisoners wins. 

 

25. Hit The Bucket. 
Here is a game which causes no end of fun. All that is required to play the game is a pail, a tennis or rubber 

ball, and a piece of wood about eighteen inches long. Any number can play, but to start you must decide who is to 
occupy the bucket first. Then turn the bucket upside down, and the chosen player, holding the piece of wood in his 
hand, mounts it. The rest of the players have to try to hit the bucket with the ball, whilst the one on it has to defend 
it and prevent the ball from hitting it. When the pail is hit, the player who hit it takes the place of the one on the pail. 
If the one on the pail loses his balance and falls off, the player who threw the ball last takes his place. By the way, 
the ball must be thrown from the spot where it falls after the defender has hit it. 
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Chapter VI -- Cyclists' Games. 
 
(From the Military Cyclists' Vade Mecum, by CAPT. A. H. TRAPMANN, 1s.) 
A good many of the "Scouting Games" (Chapter 1) can be used for cyclists, such as "Relay Race," "Flying 

Columns," and "Surveying the Country." 
 

1. De Wet. 
FOUR patrols can take part in this game, or the force must be divided into four equal parts. One patrol acts as 

De Wet, one as garrison, and the rest as Kitchener's relief column. An area on the map is marked off, containing 
about one square mile to every two Scouts in the relief column-and this area should be plentifully supplied with 
roads and tracks along which cycles can be ridden. Three spots, preferably villages, should be chosen (or a larger 
number if more than four patrols are taking part); these are to be guarded by the garrison patrol, two Scouts at 
each spot. De Wet's object is to destroy as many villages as possible. When he enters a village, the two Scouts 
acting as garrison must retreat before his greater number-one should cycle as fast as he can to fetch the relief 
column, while the other stays to watch De Wet's movements. Either of them can be captured by any two of De 
Wet's men. If De Wet can remain in occupation of the village for half an hour the village is destroyed, but he must 
retreat if a relief column approaches stronger than his force. The relief column should take up its position in the 
center of the area and look out for signals from the garrisons. De Wet should prevent them following him by 
dividing his party, giving them instructions to all meet at the village to be attacked, but enter from different 
directions. 

 

2. The Biter Bit. 
Divide your force into two equal parts, 1 and 2. Give No. 1 a capable commander, and tell him that they are 

operating in an enemy's country, and must look out for their own safety ; also that a force of the enemy's cyclists 
are expected to move along a certain road at a certain time in a certain direction. No. 1 will then start off and 
conceal itself in a good ambush. Then divide No. 2 into two parts A & B. Let A carry out the original program 
assigned to the enemies' cyclists, and send B round in exactly the opposite direction. Tell the Patrol-leader in 
charge of B that a body of the enemy were seen on the road, and let him go and scout for them. Give him 
sufficient time to enable him to location. I (if he is smart) before A is due at the ambush. , No. 1 will probably be so 
engrossed in waiting to ambush A that it will have neglected to provide for its own safety against surprise. B may 
or may not surprise No. 1, and may perhaps be ambushed itself. In any case some instructive work can be carried 
out, work affording room for rapid action and thought on the part of all concerned. Any man seen exposing himself 
obviously whilst under fire should be put out of action, and made to act as umpire's orderly. Otherwise men should 
not be put out of action, but either sent back or made to join the enemy. 

 

3. Brigand Hunting. 
Mark off an area plentifully supplied with roads and foot- paths about three miles by three miles in extent. Tell 

off a patrol under your best Patrol-leader. His object will be to remain within the area for say two hours, without 
being captured. He should be allowed ten minutes' start. The remainder of the force will then split up into small 
patrols and endeavor by careful co-operation to effect his capture, care being taken not to be ambushed them- 
selves by their quarry. 

 

4. Ambuscades. 
something for patrols to do when cycling from one place to another. Divide the force equally into two bodies. 

Choose a road. Any place more than 200 yards distant from the road will be out of bounds. Send one body off to 
take up an ambuscade, and ten minutes later let the other body move Off along the road, sending its Scouts well 
ahead. If the ambush is detected the two bodies will then ex- change roles. This will be found a very interesting 
exercise, and can with advantage be practiced on return from a field-day, route march, etc., the homeward road 
being used for the purpose. 
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5. Hunting The Spies. 
Two spies have escaped from headquarters on cycles, and were last seen riding at a point about half-a-mile 

further along the road. (This should be shown on the map to the Scouts who are to give chase on their cycles.) 
From that point the spies have to leave a paper trail, not continuous, but occurring every hundred yards. The 
spies, being handicapped by their paper, will probably be soon overtaken, so they must choose a good spot by the 
road in which to conceal their cycles, and when they leave the road they must leave signs to that effect (they had 
better run some way along the road still leaving the trail, so as not to show the hiding-place of their cycles to their 
pursuers). When they have left the road, they need leave no further trail, but their object is to remain at large for a 
quarter of an hour and then recover their cycles and get back to headquarters without being caught by their 
pursuers. The pursuers should search for the spies and capture their cycles if they can find them, at the same 
time guarding their own cycles from being stolen by the spies. To capture the spies the pursuers must actually 
touch them, or if they are on cycles, ride past them on the road. (About ten Scouts make the beat number for this 
game.) 
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Chapter VII -- Town Games. 
 

1. Shadowing. 
Patrol-leader picks a scout to be pursued; then the whole patrol meets in a fairly quiet street in a town. The 

chosen Scout is allowed two minutes' grace, whilst the others hide and do not watch him during that time, except 
two, who follow him closely. After two minutes one of them then runs back and brings the rest of the patrol along, 
hot on the track of the pursued one. Meanwhile the remaining shadower holds on carefully and tenaciously, 
pursuer and pursued being at least four or five minutes in advance of the rest. To show which way they have gone, 
the pursuing Scout drops confetti or makes chalk-marks until the others reach him. All must, of course, be well 
trained in running and using their Scoutcraft, and the pursued Scout can make use of many dodges to throw his 
pursuers off the track. It should be agreed beforehand that if he keeps away for a certain time he wins the game. 

 

2. Follow The Trail. 
Send out a " hare," either walking or cycling, with a pocketful of corn, nutshells, or confetti, which he must drop 

here and there to give a trail for the patrol to follow. Or, with a piece of chalk, let him draw the patrol sign on walls, 
pavements, lamp-posts, and trees, and let the patrol hunt him by these marks. Patrols must wipe out all these 
marks as they pass them for the sake of tidiness. and so as not to mislead them for another day's practice. The 
other road signs should also be used, such as closing up certain roads, and hiding a letter at some point, giving 
directions as to the next turn. The object of the " hare " in this game is to explain to those behind the way he has 
gone as well as he can, and not to throw them off his trail as in " shadowing." 

 

3. Catching The Dodger. 
One Scout, who is well known to the rest, is chosen as the dodger. A spot is selected some two miles away 

from the Scouts' headquarters as the starting-point, preference being given to a place from which the most streets 
or ways lead to headquarters. The main idea is that the dodger has to start from this spot at, say, 7 or 8 p.m., and 
make his way to headquarters without being caught. He will be previously introduced to the others as their " 
Quarry," and may then adopt any disguise in order to throw off suspicion. He may even carry a large sackful of 
paper or some soft material upon his head, so as to partly hide his face, but he should not adopt feminine attire. It 
will be the duty of all Scouts to distribute themselves well over the area likely to be traveled, all streets, alleys and 
byways being carefully watched, but for obvious reasons a rule must be made that no Scout must approach within 
a given radius, say, of 250 yards, of the starting or finishing point. The dodger must be Instructed to start strictly at 
a given time, and may use the middle of the street as well as the pavement, as this will be necessary to dodge a 
Scout whom he may espy, and he must travel on foot during his journey, not taking advantage of any tram car or 
other vehicle. Should he see a Scout approaching, there would be no objection to his stepping aside into a shop 
and asking the price of an article until the danger has passed, as this is no more than an ordinary thief would do to 
evade capture. Should a Scout recognize the dodger, he must get quite near. enough to him to say: " Good-night " 
without any danger of not being heard-or, better, to touch him-and the dodger then yields quietly and is taken to 
headquarters by his captor, no other Scout being allowed to join them. One hour after the arranged starting time 
all Scouts must return to headquarters, for by that time the dodger will have either been caught or have reported 
himself there, as he must do the two miles in one hour. Should a Scout notice the dodger being pursued by 
another Scout he may assist in the capture-this where the dodger has espied a Scout in the distance who appears 
to have recognized him-but though the marks are divided, the greater portion will be awarded to the Scout who 
commenced the actual pursuit. - This is a game full of excitement from start to finish, especially as a Scout may 
secrete himself should he see the dodger approaching at a distance, only showing him- self when his man has 
come within capturing distance. 

 

4. The Signature Collector. 
A convenient circuit of long, well-crowded streets Is selected, and a base area-about fifty yards of the street -

formed in the middle of some of the streets. A Scout will be posted at the center of the area, and will be called a " 
Base-Scout." The number of bases will depend on the number of Scouts-as each base needs one Base- Scout 
and two opposers. There should not be more than six bases. The signature collector and all Base-Scouts will wear 
a piece of red ribbon attached to their buttonhole badges or pinned to their coats. The opposing Scouts will wear 
blue ribbons. 

The collector must go round the circuit of bases and try to obtain the signature of each Base-Scout. The 
opposing Scouts are posted, two to each base, to prevent the collector from reaching the Base-Scout by simply 
touching him. If touched while attempting to reach a base the collector gives up his own signature to his captor 
and forfeits his own chance at that base. But if he reaches the base area without being touched he is safe to 
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obtain the signature and leave unmolested to make his attempt on the next base. It is understood he can make an 
attempt on every base. The bases are posted in a circle, so that when he finishes his journey he will be back at the 
starting-point, where the umpire is. 

The Base-Scouts, being in league with the collector, can aid him by signaling when best to make the attempt. 
It therefore resolves itself into a competition between the " reds " and " blues." The party of Scouts obtaining the 
most signatures wins. 

RULES.  
1) Hiding in shops is barred.  
2) Cover must be taken in the street only.  
3) Base boundaries must be well understood by all players at that base. If necessary, they may be 

chalked out.  
4) When the collector has got through a base and obtained the signature, the opposing Scouts who 

were guarding that base must not watch round another base : they are beaten and must make for 
the starting-point. 

 

5. What's Wrong 
Scouts should be mustered at a given point, then divided into two sections, one section proceeding along 

either side of the street, crossing. each other at the end, and returning on the opposite sides. They may be sent 
either in line or irregularly, the latter for preference, each carrying pencil and notebook or paper, and noting, during 
their journey, every article or thing which is out of the straight. It may be a placard fixed to a shopkeeper's door or 
board, or a small swing sign, which is out of the horizontal, window-blinds crooked, goods in shop windows 
markedly crooked, and so on. Irregularities on vehicles in motion are not to be noted, as no opportunity would be 
given for the judge to verify. Upon approaching the judge each Scout signs his own paper or book and hands it 
over; marks should then be given according to merit, and a prize awarded to the most observant Scout of the 
patrol which gets most marks among all its Scouts. The idea is, that not only shall Scouts observe details, but also 
that they shall make their entries in such a guarded manner and at such times that Scouts following them shall not 
notice the entry being made. This may be worked with or without a time-limit. 

 

6. Far And Near. 
The scoutmaster goes along a given road or line of country with a patrol in patrol formation. He carries a 

scoring card with the name of each Scout on it, first reading to the Scouts a list of certain things he wants. Each 
Scout looks out for the details required, and directly he notices one he runs to the umpire and informs him or 
hands in the article, if it is an article he finds. The umpire enters a mark against his name accordingly. The Scout 
who gains most marks in the walk wins. Details like the following should be chosen, to develop the Scout's 
observation and to encourage him to look far and near, up and down. The details should be varied every time the 
game is played ; and about 8 or 10 items should be given at a time. Every match found Every button found Bird's 
foot track Patch noticed on stranger's clothing or boots Gray horse seen Pigeon flying Sparrow sitting Broken 
chimney-pot Broken window 1 mark. 1 mark. 2 marks. 2 marks. 2 marks. 2 marks. 1 mark. 2 marks 1 mark. 

 

7. Morgan's Game. 
Scouts are ordered to run to a certain hoarding where an umpire is already posted to time them. They are 

each allowed to look at this for one minute-of course no notes may be taken in writing-and must then run back to 
headquarters and report to the instructor all that was on the hoarding in the way of advertisements. 

 

8. Shop Window. 
The Scoutmaster or Patrol-leader takes a patrol down a street past six shops. He lets them stay half a minute 

at each shop, and then, after moving them off to some distance, he gives each boy a pencil and card, and tells 
him to write from memory, or himself takes down, what they noticed in, say, the third and fifth shops. The boy who 
correctly sets down most articles wins. It is a useful practice to match one boy against another in heats-the loser 
competing again, till you arrive at the worst. gives the worst Scouts the most practice. 

 

9. Taking Notes. 
When next you go scouting in the streets, here are some things for you to note : The number of every motor-

car that is going too fast or whose driver is acting strangely; the number of signs used by the policeman in 
regulating the traffic ; the various chalk marks made on pavement and door- steps by surveyors, tramps, or 
children. Which men  turn their toes in. And if you wish to make a game of it all, take a brother Scout with you. Let 
each look in a few windows for one minute then go away and write down all the articles remembered. The one who 
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gets the most correctly is the winner. And though it may be a small matter in itself, you will rejoice when you realize 
how quickly you learn to note and remember and thus get a power which may make your fortune, all through 
practice at scouting in the streets. 
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Chapter VIII -- Night Games. 
 

1.The Escaped Smoker - By Percy Hill. 
A CONVICT has escaped from prison, and, being an inveterate smoker, the first thing he does is to buy a 

large supply of cigarettes and matches. On a dark night a message is brought to the Scouts that he has been 
seen in a wood close by, still smoking. The troop at once turn out, and, enclosing the wood, silently try to find their 
man by using their eyes, ears, and noses, as well as they can. The man, who is playing the part of the convict, is 
obliged to keep his cigarette in full view all the time, and strike a match at least once every three minutes. Unless 
the Scouts are very sharp, the chances are that he will slip through, and they will, after a few minutes, see the 
match flickering away behind them. The " convict " must not, of course, be a Scout, for, if he were, he would not 
smoke or give himself away like that. An hour or two spent in practicing some " extended order " drill will make the 
troop far more efficient in work like this, for boys invariably tend to crowd together on a dark night instead of 
keeping an equal distance apart. A good variation of the game, if no smoker is at hand, is to supply the convict 
with a box of matches and a whistle, and make him strike a match and blow whistle alternately every minute or two 
minutes, so that two different tracking senses are needed at the same time seeing and hearing. 

 

2.The Path-Finder. 
To be played at night. A town or camp is chosen and defended by all the Scouts present, except one patrol. 

The outposts must be carefully placed all round. The one patrol is to be led into the town by a guide chosen from 
the defenders - he is the traitor and goes round and carefully examines the defenses ; then slips out of the town to 
meet the patrol at a, certain spot. He tries to guide them into the center of the town, perhaps taking them two or 
three at a time or all together in Indian file. If touched by one of the defenders they are captured. 

 

3. Tracking By Smell. 
Tracking by smell at night is a very important part of scouting. An enemy's patrol has encamped at a certain 

spot, and thinking all safe light a fire and prepare a meal. But the sentry reports suspicious signs and sounds, so 
they immediately damp the fire, but cannot stop the smoke. This should be carried out on a calm but dark night in 
a fairly open spot-the smoke can be caused by smoldering brown paper or damp gunpowder in a tin. The others 
have-to reach the spot by smell, while the encamped party lie absolutely still. 

 

4. Will-O'-The-Wisp. 
This game should take place across country at night. Two Scouts set off in a given direction with a lighted 

bull's-eye lantern. After two minutes have passed the patrol or troop starts in pursuit. The lantern bearer must 
show his light at least every minute, concealing it for the rest of the time. The two Scouts take turns in carrying the 
light, and so may relieve each other in difficulties, but either may be captured. The Scout without the light can often 
mingle with the pursuers without being recognized and relieve his friend when he is being bard pressed. They 
should arrange certain calls or signals between themselves. 

 

5. Showing The Light. 
This night-scouting game not only affords recreation but is a good test for hearing and eyesight, and furnishes 

a splendid practice in judging distances. A Scout makes his way across fields, in the dark, and on hearing his 
leader's whistle, shows a light from a lantern for five seconds. He remains there, but hides the light, and the rest of 
the Scouts estimate how far away and whereabouts he is. I Then they set out to where they think the light was 
shown and each one tries to get there before the others. The lantern - bearer hands over the lantern to the Scout 
who first reaches him, and then it is that boy's turn to go away and show the light. The Scoutmaster should note 
the various estimates propounded by the Scouts, and though he may be unable to discover the exact distance he 
should know which Scout gave the nearest figure. 
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6. Night Outposts. 
Two or more Scouts (according to number taking part) go out in pairs with ordinary bicycle or similar lamps, 

and take up positions not nearer than 1/4 mile (or other agreed distance) from starting-point. They are called 
outposts, and must not move their ground, but may show or conceal their light as they think best. One Scout goes 
out, say, ten minutes later carrying a hurricane lamp to discover the outposts. He is called the runner and must not 
hide his light. One or two minutes later the remainder start out to chase and capture both the runner and outposts. 
They are called Scouts. Outposts and runners must not call to one another. Outposts show their light when they 
think the runner is near, but must be careful not to betray their position to the Scouts. As soon as the runner finds 
an outpost these extinguish their light and make for the starting-point. When the runner has discovered all 
outposts he does the same. No Scout may remain nearer the starting-point than agreed distance - 100 yards or 
so, according to circumstances. 
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Chapter IX -- Winter Games. 
 

1. Siberian Man Hunt. 
A MAN has escaped through the snow and a patrol follow his tracks, but they advance with great caution when 

they think they are nearing his hiding-place because one hit from a snowball means death, but he has to be hit 
three times before he is killed. If he has taken refuge up a tree or any such place it will be very difficult to hit him 
without being hit first. The hunted man has to remain at large for a certain time, two or three hours, and then get 
safely home without being caught. 

 

2. Arctic Expedition. 
Each patrol makes a bob sleigh with harness to fit two Scouts who are to pull it (or for dogs if they have them, 

and can train them to the work). Two Scouts go a mile or so ahead, the remainder with the sleigh follow, finding 
the way by means of the spoor, and by such signs as the leading Scouts may draw in the snow. All other drawings 
seen on the way are to be examined, noted, and their meaning read. The sleigh carries rations and cooking-pots, 
and so on. Build snow huts. These must be made narrow, according to the length of sticks available for forming 
the roof, which can be made with brushwood, and covered with snow. 

 

3. Snow Fort. 
The snow fort may be built by one patrol according to their own ideas of fortification, with loop holes, and so 

on, for looking out. When finished it will be attacked by hostile patrols, using snowballs as ammunition. Every 
Scout struck by a snowball is counted dead. The attackers should, as a rule, number at least twice the strength of 
the defenders. 

 

4. Fox-Hunting. 
This game is to be played where there is plenty of untrodden snow about. Two Scouts start from the middle of 

a field or piece of open ground, and five minutes afterwards the rest are put on their trail. The two foxes are not 
allowed to cross any human tracks. If they approach a pathway where other people have been, they must turn off 
in another direction ; but they can walk along the top of walls and use any other ruse they like, such as treading in 
each other's tracks, and then one vaulting aside with his staff. Both of them have to be caught by the pursuers for 
it to count a win. The foxes have to avoid capture for one hour and then get back to the starting-place. 

 

5. The Dash For The Pole. 
Two rival parties of Arctic explorers are nearing the Pole; each has sent out one Scout in advance, but neither 

of them have returned-they know the direction each started in because their tracks can be still seen in the snow. 
What has really happened is that each has reached the Pole, and each is determined to maintain his claim to it 
and so dare not leave the spot. They both purposely left good tracks and signs, so that they could be easily 
followed up, if anything happened. (These two, one from each patrol, should start from head- quarters together, 
and then determine upon the spot to be the Pole - each to approach it from a different direction.) The two parties 
of explorers start off together (about fifteen minutes after the forerunners left) and follow up the tracks of their own 
Scout. The first patrol to reach the spot where the two are waiting for them -takes possession, the leader sets up 
his flag and the rest prepare snowballs, after laying down their staves in a circle round the flag at a distance of six 
paces. When the other party arrive they try to capture the staves ; the defenders are not allowed to touch their 
staves, but two hits with a snowball on either side put a man out of action. Each defender killed and each staff 
taken counts one point, and if the rival party gain more than half the possible points, they can claim the discovery 
of the Pole. Before the defenders can claim undisputed rights they must kill all their rivals, by pursuing them if only 
one or two are left. (The two forerunners do not take part, but act as umpires.) 

 

6. Clear The Line. 
This game requires a light rope, five to eight yards of Canvas or leather filled with sand and weighing about 1 

lb. The Scoutmaster stands in the center of a ring of Scouts and swings the bag round, gradually paying out the 
rope until it becomes necessary for the players to jump to avoid it. The direction in which the bag is swung should 
be varied. The rate of swinging as well as the height of the bag from the ground should be gradually increased. 
The object of the players is to avoid being caught by the rope or bag and brought to the ground. 
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7. Skin The Snake. 
The scouts stand in single file. Each scout puts his right hand between his legs, which is grasped by the one 

behind. Then the first scout walks backwards, straddling No. 2. No. 2 repeats the movement, straddling No. 3, and 
so on, until the scout that was first is in the last position. It is a clever gymnastic stunt, and done quickly represents 
a snake shedding its skin. 

 

8. Soccer Relay. 
This is a relay game, where the first scout of each side starts kicking the ball from his goal to a turning-point 

several yards away, then kicks the ball back through the goal that he started from. When he has kicked a goal the 
second scout repeats the performance of the first, and each scout repeats the performance. The side that finishes 
first wins the race. 
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Chapter X -- Seamanship Games. 
 

1. Smugglers Over The Border. 
The smugglers have got their contraband hidden among some rocks, and it is entrusted to one smuggler to 

take to their hiding-place, a building or some place marked by flags or trees, about half a mile inland. One patrol 
act as smugglers and the one chosen to carry the contraband who wears tracking irons and has to carry a small 
sack or parcel containing the contraband. The "border" is a certain tract of land, a road, or stretch of sand along 
the shore between the smugglers and their hiding-place inland. The coast guards (two patrols) have to guard the 
border with sentries, and. keep their main reserve bivouacked some little way inland. As soon as a sentry sees the 
tracks of the smuggler (wearing tracking irons) crossing the ,border" he gives the alarm, and the coast guards 
have to catch him before he can get his contraband to the hiding-place. It should be agreed that the smugglers 
cross the border " between two boundaries. The length should depend upon the number of sentries-one sentry 
should have a beat of about 200 yards. The smugglers have to bring their cargo up from the rocks within a certain 
time, because the tide is coming in. They should assist the one chosen to carry the contraband by distracting the 
coast guards and leading them in the wrong direction, because they do not know at first who is wearing the 
tracking irons. 

 

2. Treasure Island. 
A treasure is known to be hidden upon a certain island or bit of shore marked off, and the man who hid it left a 

map with clues for finding it (compass directions, tide marks, etc.). This map is hidden somewhere near the 
landing-place; the patrols come in turn to look for it-they have to row from a certain distance, land, find the map, 
and finally discover the treasure. They should be careful to leave no foot-tracks, etc., near the treasure, because 
then the patrols that follow them will easily find it. The map and treasure are to be hidden afresh for the next patrol 
when they have been found. The patrol wins which return to the starting-place with the treasure in the shortest 
time. (This can be played on a river, the patrols having to row across the river to find the treasure.) 

 

3. Smugglers 
(For Night Or Day.) 

One party of smugglers from the sea endeavor to land and conceal their goods (a brick per man) in a base 
called the "Smugglers' Cave," and get away in their boat again. Another party of "preventive men" is distributed to 
watch the coast a long distance with single Scouts. go soon as one preventive man sees the smugglers land he 
gives the alarm, and collects the rest to attack, but the attack cannot be successful unless there are at least as 
many preventive men on the spot as smugglers. The preventive men must remain bivouacked at their station until 
the alarm is given by the look-out men. 

 

4. A Whale Hunt. 
[This is the same game as that of "Spearing the Sturgeon', in Mr. E. Thompson Seton's Birch Bark Roll of the 

Woodcraft Indians. 1s. Constable.] 
The whale is made of a big log of wood with a roughly- shaped head and tail to represent a whale. Two boats 

will usually carry out the whale hunt, each boat manned by one patrol-the Patrol-leader acting as captain, the 
corporal as bowman or harpooner, the remainder of the patrol as oarsmen. Each boat belongs to a different 
harbor, the two harbors being about a mile apart. The umpire takes the whale, and lets it loose about half- way 
between the two harbors, and on a given signal the two boats race out to see who can get to the whale first. The 
harpooner who first arrives within range of the whale drives his harpoon into it, and the boat promptly turns round 
and tows the whale to its harbor. The second boat pursues, and when it overtakes the other, also harpoons the 
whale, turns round, and endeavors to tow the whale back to its harbor. In this way the two boats have a tug-of-war, 
and eventually the better boat tows the whale, and possibly the opposing boat, into its harbor. It will be found that 
discipline and strict silence and attention to the captain's orders are very strong points towards winning the game. 
It shows, above all things, the value of discipline. You are allowed to dislodge your enemy's spear by throwing your 
own over it, but on no account must you throw your spear over the other boat or over the heads of your crew, or a 
serious accident may result. The spearsman must not resign the spear to any other member of the boat. It is 
forbidden to lay hands on the fish or on the other boat-unless this is done to avoid a collision. 

 

5. Water Sports. 
There are several kinds of water sports, which, when practiced enough, make a very interesting display. 1. 

WATER POLO.-Stakes driven in to make goal- posts, and a large rubber ball, if a proper water polo ball cannot be 
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obtained. II. GREASY POLE - fastened from the end of a pier or landing-stage, with some prize fastened to the 
end of it. (N.B.-The pole should not stick straight out from the end of the stage, but should incline to the right or 
left, so that it can be seen better from the shore.) 111. JOUSTING.-In small canoes or on logs, one boy to paddle 
and one to joust, armed with a small wooden shield and a 6 foot pole with something soft attached to the end. IV. 
Swimming races, diving competitions, and races to get into a lifebuoy. 
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Chapter XI -- First-Aid Games. 
 

1. Wounded Prisoners. 
Placed at various points, each fifty yards from camp, are prisoners, one for each competitor in the game. 

These prisoners can be the smaller boys of the troop, and their arms and legs should be securely bound. They are 
supposed to be unconscious. At a signal each of the competitors has to make for a prisoner and bring him home, 
and the one who reaches camp first with an unbound prisoner receives twelve marks. The competitors can either 
untie the knots directly they reach the prisoner-which would aid in carrying-or on arrival at Camp, but the ropes 
must be removed before the result can be arrived at. No knives must be used and the prisoners, being 
unconscious, cannot give any assistance. The Scoutmaster has his eye on the competitors all the time, and is 
particularly observant for cases of rough handling or bad carrying, both of which are naturally injurious to wounded 
people. The competitor who obtains most marks wins. A boy, for instance, might win twelve marks for getting 
home before the others, but he may lose three marks through handling his captive roughly, therefore the second 
boy, who would receive ten marks, should be acclaimed the winner. Generally speaking, however, the first arrival 
wins. This provides good practice in untying knots and carrying the wounded. It can be adopted as an inter-patrol 
game, the first boy home out of twelve receiving 24 points, the last, 2, and the patrol which obtains the most marks 
winning. 

 

2. The Red Cross Hero. 
One day while the whole camp are enjoying themselves a messenger arrives and tells a Patrol-leader that 

while he was being pursued by the enemy on their side of the border he saw one of his men lying on the ground, 
wounded, and was unable to render him any assistance. The Patrol-leader then tells his men the bad news, and 
calls for a volunteer to go and bring or endeavor to bring their comrade back to camp. Thus the "Red Cross Hero" 
is found. His duty is to find the wounded man (who will have been placed in a fairly hidden position before- hand) 
and then carry him back to camp, without being captured by the opposing Scouts. This game needs a Scout of 
brain and resource to act the part of the " Red Cross Hero," for he is supposed to be in a hostile country with a 
wounded man whom he must bring back to camp. If seen he must endeavor to dodge. Two of the enemy must get 
hold of him before he is captured. This is a game which will severely test the resourcefulness of the Scout. For 
example, if pressed he might be sharp enough to leave his comrade completely hidden until he has knocked his 
pursuers off his track. When the wounded Scout has been hidden all who can be spared from camp should go out 
to act as enemy, then one comes in as messenger and describes roughly where the wounded man is. There could 
be several wounded men and red cross heroes, if the enemy's number is sufficient. 

 

3. The Ill-Fated Camp.   
By Percy Hill. 

Orders are given to a patrol to march in a certain direction until they find a camp, and, when they arrive there, 
they are to act as they think best. They find the camp after a short time, with every- thing disordered, as though 
there had been a fight. There is a man lying in the tent labeled : " Shot through the head - dead." Near by is 
another man, with a label, " Broken thigh," while some way off there is yet another wounded man, who crawled 
away after he had been shot, and had fainted from loss of blood. It is interesting to watch different patrols at work. 
A tenderfoot patrol will very likely spend the first ten minutes fussing round the dead man when they arrive on the 
scene ; and, after prodding him, poking him, and rolling him about, will, perhaps, make a stretcher, and carry him 
off for burial. After wasting all this precious time, they turn to the man with the broken thigh, and carry him to the 
tent to patch him up, making the fracture a compound one on the way. They then tie up the wrong leg with 
numerous granny knots, and, after some quite needless artificial respiration, leave the unfortunate patient to 
himself. The spoor of the third man passes unnoticed, and he is left to bleed to death. But now watch the arrival of 
a more experienced patrol. As soon as the leader sees that the men have been wounded in a fight, he puts out 
two sentries to prevent another surprise attack ; the dead man is briefly examined and left to himself, and the 
broken thigh carefully put into splints on the spot, and the patient gently carried into the tent. Then one of the 
Scouts notices that there are three tea cans by the fire, so they hunt round for the owner of the third. When he is 
found, a Scout's scarf makes a tourniquet, and the man's life is saved. This game makes a good subject for a 
display. 
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4. Injuries. 
The boys are divided into pairs. One boy starts the game by turning to his neighbor and saying: " I have 

twisted my ankle," or " cut my finger," at the same time assuming a position he considers the accident will cause, 
or simply holding out the injured member. His neighbor has to explain at once the proper treatment for the injury. If 
he cannot answer he must take up the sufferer's burden. If he answers correctly the sufferer has to keep in the 
position. The procedure is repeated with each pair, different troubles being used in each case, therefore at the end 
of the first round half the boys are sufferers (the losers) and the other half uninjured (the winners). The sufferer 
now suddenly conquers his malady, but discovers one equally troublesome which he asks his neighbor to solve. If 
the neighbor is successful it proves that be is the better boy at First-Aid, because he has won twice. Only those 
boys who have won twice enter the next round; those who have lost both times, or won one and lost the other, 
being counted out. The winning boys are pitted against each other until a final winner is discovered. If the final 
between the last two boys be a draw, they should test each other again. Of course the winner is not necessarily 
the smartest boy in the troop at First-Aid, but the game undoubtedly helps to impress the principles of First-Aid 
upon the memory of the boys. The Scoutmaster listens to the recital of each injury and judges the suggested 
treatment. He may also ask .supplementary questions to make sure that the doctor really understands. 

 

5. Ambulance Knights. 
In this game a big boy takes the place of a horse, and a small one rides on his back. Each small boy is labeled 

with the name of an injury, and holds a stick in his band. Rings-allowing one for each pair of boys-are bung at a 
certain distance in such a manner that they can be easily dislodged by the sticks, and this is the object of the 
game, the big boys carrying the small ones past the rings at a run. When a small boy has succeeded in getting the 
ring upon his stick, the big one who is carrying him has to reach a given point, put the mail boy down, examine his 
label, and treat him for his injury. The one who does this in the quickest and most correct style wins. Should the 
small boy fail to dislodge the ring at the first attempt, the big one may go back to the starting- place and try again. 
Necessary appliances must be supplied for the big boys. 

 

6. Ambulance Rounders. 
A judge is necessary for this game. Sides are taken as in ordinary rounders, and the game played as usual, 

those who are "in" each having a label representing some kind of hemorrhage tied on to their arms. When one is 
caught out, or hit with the ball, he drops on to the ground. The judge immediately calls out the name of his 
supposed injury, and the one who has caught him out or hit him runs to treat him instantly in the correct manner. 
The opposite side must be on the look-out for faulty treatment, for should there be any it counts to them, and the 
injured person is released, his side still remaining in. In all other respects the game is exactly the same as usual, 
but each member of the side which is " out " should be provided with a bandage and piece of stick. 

 

7. Ambulance, French And English. 
The boys are all labeled with the name of some injury and are divided into two parties - one French, one 

English. Captains should be chosen for each side, and certain boundaries agreed upon. Two camps are chosen 
as far apart as possible, and in each are placed as many objects as there are boys on one side. Anything that is 
light to carry is suitable, such as sticks, empty match-boxes, etc. The object of the game, as in ordinary French 
and English, is for the boys on one side to obtain the articles from the opposite camp and bring them back to their 
own. There is no division of territory as in the ordinary game when played in a garden, and a boy is only safe when 
in his own camp, which must be quite a small space, when he is on a return journey with an article from the 
enemy's camp, or when he is on a return journey with a prisoner. The game should be played where there is as 
much .cover as possible, as it makes it so much more exciting. The boy on one side who can first snatch the label 
off an enemy and read it has a right to make him prisoner. The prisoner must then be attended to 'with the best 
improvised treatment possible in the circumstances, and must accompany his captor to the latter's camp. It is of 
course a great object to obtain as many prisoners as possible 'without delay. The prisoner can only be rescued by 
one of his own side. He is free when he has been touched, and can then shed his bandages, etc., and return. The 
captain does not take an active part in the game. He picks up, and then remains in camp to put fresh labels on 
liberated prisoners, judge the ambulance work, and keep a list of marks obtained for his side. The captain can be 
changed at half-time if desired. The game lasts until the whistle is sounded at a certain time, and then the marks 
on each side are added up. Marks are given as follows:  one for every article from the enemy's camp,  one for 
every prisoner,  one, two, or three for the ambulance work according to its quality. 
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8. Ambulance Hotchpotch. 
Tables are arranged on which are various games, such as spillikens, draughts, sticking pins into corks with 

scissors, building card houses, etc. Two boys sit at each table and play against one another, and by each boy is a 
folded paper and pencil. When a bell rings, the boys begin to play the games when it rings a second time, they 
leave off, unfold the paper, on which is a " first-aid " question, and answer it to the best of their ability. When the 
bell rings a third time, all stop and give in their answers. Each pair then moves to the next table, where the same 
performance is gone through. The same questions must, of course, be asked each pair of boys at each table. 
When the game is finished, every boy's marks are added together for both competitions, and the highest score 
wins. This game may be found useful for asking such questions as : What would you do if your clothes-or those of 
an- other person-caught fire ? How would you treat a bad burn I How would you treat a frostbite ? How would you 
treat a foreign body in the eye or ear ? etc., etc. 

 

9. AMBULANCE ELEMENTS. 
The players are divided into two sides, and toss up to decide which should begin. 
He who commences tosses a ball or handkerchief to any one on the opposite side, saying the name of some 

artery as he does so. The one to whom the ball is thrown immediately calls out where the artery is situated before 
the thrower can count ten. Should he fail to do this, he must cross over to the opposite side. The Ride wins which 
has most players at the end of a given time. The name of an artery is only given as an example. It might be 
required, for instance, that upon giving the name of any fracture, the requisite number of bandages should be 
called out, or anything else of the kind. This game may be found useful for filling up odd minutes. 
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Chapter XII -- Games For Strength. 
 

1. The Struggle. 
Two Scouts face each other about a yard apart, stretch arms out sideways, lock fingers of both hands, and 

lean towards each other till their chests touch, push cheat to chest, and see who can drive the other back to the 
wall of the room or on to a goal line. At first a very short struggle is sufficient to set their hearts pumping, but after 
practice for a few days the heart grows stronger and they can go on a long time. 

 

2. Wrist Pushing. 
This game can be played by one boy alone. Stand with both your arms to the front about level with the waist, 

cross your wrists so that one hand has knuckles up, the other knuckles down and clench the fists. Now make the 
lower hand press upwards and make the upper hand press downwards. Press as hard as you can with both wrists 
gradually, and only after great resistance let the lower push the upper one upwards till opposite your forehead, 
then let the upper press the lower down, the lower one resisting all the time. 

These two exercises, although they sound small and simple, if carried out with all your might, develop most 
muscles in your body and especially those about the heart. They should not be carried on too long at a time, but 
should be done at frequent intervals during the day for a minute or so. "Wrist Pushing" can also be played by two 
boys half facing each other, each putting out the wrist nearest to his opponent, at arm's length, pressing it against 
the other wrist, and trying to turn him round backwards. 

 

3. Scrum. 
Two teams of Scouts form up in line and stand face to face across the middle of the room. The Scouts grasp 

one another round the waist in order to make each line compact. 
When the whistle is blown, the opposing teams lean towards one another, and push steadily with their heads -

and shoulders until one line is driven back six yards from the starting place, This is done three times, and the 
winning team is the one which gains two "scrums" out of the three. 

 

4. Feet Wrestling. 
Two boys stand facing each other with their hands behind their backs. They have to stand on one leg, and 

each tries to push the other over with the leg he is not standing on. 
 

5. Straight Back. 
One boy has to lie flat on his back on the ground, while another lifts him up by the head-he must try to keep 

perfectly rigid until he is upright. If he can do it, it is a sign that he has a strong back. 
 

6. Bridge. 
The Scouts stand in single file, No. 1. facing his Scouts. No. 2. bends at the hips and puts his arms around the 

hips of No. 1. Nos. 3, 4 and 5, etc., take the same position as No. 2, forming a straight line of Scouts, bend 
forward at the hips, and holding the hips of the Scouts in front of them. Team No. 2, then, in a manner similar to " 
A Foot and a half " takes along jump and jumps astride the back of one of the Scouts. Other members of No. 2 
follow suit until the men are piled up three and four high. The object of the game is to try and upset the Scouts who 
are endeavoring to bear the burden. 

 

7. Tournaments. 
Each of the bigger boys chooses a small one and gives him a " pick-a-back." These mounted knights divide 

into two companies who challenge one another to combat, either in separate duels or in a general melee. The " 
knights " try to pull each other to the ground, and the " horses " may assist by putting their weight into the pull or by 
charging their opponents. When a rider's foot touches the ground he may not take any further part in the game. 
The tournament is finished when all the riders of one company have been unhorsed. 

 

8. Kneel To Your Superior. 
Two boys stand facing each other, and lock fingers of both hands, and see who can make the other kneel 

down by pressing his wrists downwards. 
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Chapter XIII -- Displays 
 
The following are a few suggestions for displays, which are interesting and instructive for both the Scouts and 

the onlookers. It is worth a little trouble on the part of Scoutmasters to provide a display after camp or on some 
occasion at home to show the parents of the boys and others interested in Scouting some actual work and result. 
It lends additional interest to work in a number of incidental things connected with camp life, as in the display 
described below. For instance, in the camp, before the attack by the Indians, the Scouts were to busy them- 
selves with cooking, signaling, and camp games, such as jumping and boxing, instead of doing nothing. It gives 
the spectators a good impression of the activity of a Scouts' camp, besides showing them the kind of things done 
in camp. Any Scouts not taking part in the display can be well employed by " forming fence " round, to keep the 
space clear; they make a more picturesque barrier than ropes and posts. 

 

1.  The "Mercury" Display.   
From The Scout, October 9, 1909. 

It is not a bad thing to devise beforehand a display for the last day before breaking up camp, to which to invite 
friends and people of the neighborhood. The details of this can then form the items for instruction and practice 
during the camp. They will then be of the highest interest to the boys, and will be the medium of inculcating 
discipline at rehearsals, and of giving valuable instruction if the subjects are well selected. 

This, as an example, is what we arranged for our display on the Hamble River, where we had the use of the 
Training Ship Mercury, as well as suitable ground ashore. 

PART I. - AFLOAT.  
The Mercury is at sea, becalmed in the tropics ; the crew indulge in water sports (swimming races, walking the 

greasy pole, riding hobby horses, diving, water polo, life-saving exhibition). A whale is sighted. Boats away. Whale 
hunt. Ship on fire. Fire stations. Ship abandoned. Raft built and towed by boats. 

PART II. - ASHORE.  
A Red Indian encampment, teepees, and fires, with a few Indians in charge. Distant singing. Red Indians in 

warpaint enter and break off to their fires and tents. Look-out men posted. Camp sports, marksmanship with bows 
and arrows or javelins, bang the bear, cock fighting, etc. Look-out man reports distant ship on fire. Excitement. 
Chief calls the braves together into a big circle and gives an excited address in gibberish. War dance and 
Ingonyama chorus. A second look-out man reports enemy coming ashore. Indians strike tents, retreat into the 
woods, leaving Scouts and rear-guard to watch and gradually to retire as enemy approach. Boats and raft effect a 
landing. Set up tents and shelters. Light fires, cook food (exhibition of camp cooking of bird in clay, bread twisted 
on club, etc., matmaking). Sentries posted. Signaling. Camp games (boxing, jumping, tug-of-war). Alarm smoke 
signal by look-out men. - Camp prepared for defense. Tents dropped. Fires extinguished. Scouts form in two 
ranks, front rank kneeling, to receive charge, one party meantime having gone out and taken cover to ambush the 
enemy. Enter Red Indians crawling, till collected in sufficient strength. They then rise and charge the camp. On 
coming near the defenders they suddenly find themselves counter-attacked by the ambuscade on their flank. They 
at once recognize that they have been out-scouted. Halt, hands up, making the Scout sign. This is responded to 
by the whites. They fraternize. Shake hands. Form up in a great semi-circle and sing " There's a King in the Land 
To-day " (from " King of Cadonia God Save the King. 

 

2.  Good Turns. 
Patrol of Scouts out on knight errantry expedition. Halt and sit easy for a rest. Cook tea. 
 

HORSE AND CART.  
Enter heavily loaded cart, driver out of temper with the horse which is covered with lather (soap suds). Scouts 

go to its relief. Loosen hamerein, give bucket of water, wipe off sweat, give the horse hay. At the same time give 
driver tea and food. He reclines comfortably enjoying it, while horse eats. Then driver rises, lights pipe with burning 
stick handed by a Scout from the fire, and goes on his way, patting the horse. Scouts meantime sprinkle sand in 
front of horse to make the road less slippery, and man the wheels and help the cart off. 

 

WOMEN AND CHILDREN.  
The Scouts continue resting after the cart has gone. Enter woman carrying a baby and dragging a crying child 

by the hand. Scouts give her tea. Then one takes the baby in his arms, another takes the child astride on his back 
and the mother follows them, but she goes very feebly. The other Scouts watch her for a bit. Then two run forward, 
and making a cross-wrist seat carry her out sitting between them. 

 

MAKING HURDLES FOR FARMERS.  
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(A lot of whippy brushwood, a dozen upright stakes, bill hooks, mallet, etc., are required.) Scouts under Patrol-
leader's direction plant a row of 3 foot stakes 18 inches apart and weave the withies in and out of these to make 
wattle-hurdles. Other Scouts with hoe go weeding. Old farmer comes in and sees what he thinks are boys up to 
mischief on his ground, tiptoes out again and fetches whip. Steals quickly up behind the group, but when about to 
attack he sees what they are doing. Patrol- leader (in dumb show) explains that they are hoeing his weeds and 
mending his fences and chopping firewood for him. Old farmer (in dumb show) says: " Do you mean, you are 
doing all this for me ?" "Yes." He goes off mightily pleased and comes back with a basket of apples (or other good 
things) and offers them to the boys, but the Patrol-leader (again dumb show) thanks him but says they do not 
require any reward. The farmer, much surprised, says : " Well, I'm blowed ! " (in dumb show), and then insists on 
giving something to each Scout, which they then grinningly accept and eat. And as he toddles off again they sing 
"Be Prepared" chorus to him to show that they are pleased. 

 

THE FOUNDLING. 
(For this a rough perambulator made out of an old box and four small wheels must be prepared beforehand. 

These should be packed inside the box at first, as the Scouts have to put it together, pretending to build it.) 
SCOUTS Resting. Enter, all alone, a little child who has lost her way: as she wanders about the scouts look at 

her and one gets up and calls to her and finally goes to her and leads her in to the others. They make a pet of her, 
give her food, and with hammer, etc., set to work to make the perambulator. When it is finished the distracted 
mother enters, looking everywhere for her child, and at last finds her among the Scouts. Great Delight. The Scouts 
put the child into perambulator and the mother goes off gratefully waving to them and dragging the perambulator. 

BLIND MAN. Enter a lot of urchins jeering at a blind man who is feeling the way with his stick. Boys knock his 
hat off and kick his stick away. The Scouts run to his rescue, drive off the boys, and hunt them till they capture 
them. They tie each prisoner's wrists together with a neckerchief, push his elbows well back and pass a staff 
through both elbows, and behind his back, thus trussing him. Meanwhile one Scout (or two) help the blind man to 
find his hat and stick and then lead him off and put him on his way. Patrol-leader then acts as if addressing the 
prisoners. He explains to them about being Scouts, whose duty it is, instead of bullying people, to help them in 
every way. The prisoners then want to become Scouts. They are promptly unbound. They make the sign and take 
the oath. The other Scouts all shake hands with them. Fall in. All march off together singing " Ingonyama." 

 

3. The Treasure Camp.   
By P. W. Everett. 

TIME: 8 p.m. on a Summer Evening. 
Two patrols of Scouts represent explorers in a strange country returning from an expedition, and bringing 

treasure down to the coast. They camp for the night, and place box containing treasure at the back of their tent. 
Two sentries in overcoats are on guard, one on either side of the camp. Other Scouts light fire, prepare evening 
meal, and finally roll themselves up in their coats and turn in The sentry on guard at rear of camp notices the 
bushes move, and goes to investigate. A Scout, dressed to represent native thief, rises to his feet and confronts 
him, raising a spear. As the sentry prepares to defend himself, two more natives creep up behind him, throwing a 
thick cloth over his head and binding his hands and feet. One of the natives puts on sentry's hat and overcoat and 
stealthily approaches back of tent, while the other two thieves take bound sentry into hiding. The first thief reaches 
tent and extracts box without being discovered. He is laboriously dragging it towards cover where his two pals are 
hiding when the other sentry becomes suspicious of his movements, an alarm is raised, the Scouts are roused 
and come running up, and the thief with the treasure is captured. They also find the gagged sentry, and bring him 
into camp and revive him. Meanwhile the other two thieves have made off across country. The prisoner is bound 
and a guard set over him. After a short interval the prisoner asks for water, which the guard goes to fetch. While 
he is gone the sentry is overpowered by the two other thieves, who have crept up again to find out the fate of their 
comrade. They set him free, and all three go off. 

Almost immediately the Scouts find what has happened, and a party sets off on the trail of the thieves. One of 
the Scouts is seen to fall, evidently shot. A second Scout signals to camp for assistance, while the rest of the party 
continue tracking the thieves. Meanwhile the injured Scout is carried into camp on a stretcher and his wounds 
attended to. After an interval the rest of the party return, bringing back in triumph the three captured thieves 
securely bound. There has evidently been a terrific fight, as one of the Scouts has his arm in a sling, another a 
bandaged foot, one of the thieves a bandaged head, but can walk, while a second is unconscious and is carried by 
one of the Scouts. The party reach camp, and the victorious Scouts dance their famous war dance round the 
captured thieves. The camp is then struck, and the whole party depart, the thieves under escort. 
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4.  How Livingstone Was Found. 
This little play, which tells of a dramatic incident in the history of two of Britain's great men, can be quite easily 

performed. It is a story that is known world-wide-the finding of Livingstone, one of the finest "peace Scouts" the 
country has ever seen, by H. M. Stanley. This sketch could form an item in a performance by Scouts, for the 
benefit of their funds, a small sum for admission being charged. It can quite easily be acted in a small space, and 
out of doors.  

 
Scene : JUNGLE IN CENTRAL AFRICA.  
(Enter savage warriors escorting their chief, drumming and singing the chant of their tribe. At the center of the 

stage they form up round the chief in a semicircle. Native Scout runs in, R., bows down to the King, and speaks 
excitedly.)  

 

SCOUT Sir, a white jackal is within hail.  A white man approaches near to thee. 

CHIEF Has he with him a multitude of men ? They tell me white men never come singly. They 
come in hordes like locusts, bearing with them noise-making weapons that spit fire and 
sting men to death. 

SCOUT No, sir; he is alone, save that he has with him two natives to show the way and to bear his 
baggage. 

CHIEF What brings him here ? 

SCOUT I know not, lord; but he gave me this token as a sign of peace towards you.  
(Hands small wooden cross to chief.) 

SCOUT (turns and cries). But see, my lord, he comes without waiting your permission. 

 
(Enter LIVINGSTONE, followed by two natives carrying bundles of bedding, clothing and food on their heads.) 

 

LIVINGSTONE (stops, R., raises his right hand, and cries).  Hail, O chief! 

CHIEF (aside to his attendants). So this is a white man who does not kneel or even bow to me; tell 
him, one of you, that such is not our custom. 

 
(A native crosses to LIVINGSTONE and whispers to him, and imitates bowing, etc., to show him what to do.) 

 

LIVINGSTONE (aloud). No, I bow not to any native man. I salute him to show that my right hand is not 
armed, and that I recognize him as a man, but I kneel only to God.  
(Walks up to CHIEF and shakes him by the hand.) 
Good-day to you; I am glad to meet you and your people. 

CHIEF (replies). All hail, white man. 

LIVINGSTONE. I see you - have my token there. It means " good-will and peace between us." That cross has 
four arms, like the human race, for there are four great divisions of man-the whites in 
Europe, the blacks in Africa, the red in America, and the yellow in Asia; but human beings 
all of them, forming the four branches of one great family. The whites are better off than 
either the black, the red, or the yellow, because they have the knowledge and the love of 
God, which raises them above the rest. 

CHIEF But what do you here all alone, or have you more behind you, that you boldly come thus into 
my land and presence ? Know you not that, with one signal to my men, I could have you 
killed at any moment ? 

LIVINGSTONE What matters that ? You cannot kill what is within me that is, my soul. My body you could 
kill, 'tis true, but my soul you cannot touch-it goes back to God above, who lent it to this 
body while on the earth. You will not kill me, for I have come to do you good-to tell you that 
you, too, have got a soul. 

CHIEF What, one like yours that will not die, although I die ? I wish I had. Can you perhaps bestow 
one on me ? 

LIVINGSTONE No; God Himself has done that long ago. It only needs that you should develop it by working 
well for God. 
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CHIEF Good sir, this seems a wondrous matter that you show to me. Sit down and rest you here 
many days, and teach me all this thing. On slaves! (Natives run forward.) Fetch hither food 
for this good man, and clean a hut and place his goods within. Feed, too, his men and let 
them rest. 

 
(Natives spread blankets on The ground. CHIEF sits in the center, LIVINGSTONE near and hall facing him. 

Natives squat all round.) 

 

CHIEF Now tell me more of whence you came and why you came, and whither you go from hence. 

LIVINGSTONE I am but an ordinary man, and years ago, when but a little boy, I worked at spinning cotton 
in a great big mill in Scotland, far away across the seas. But in the long, dark evenings after 
work I loved to read from books, which you poor natives do not understand as yet, and in 
these books were told me all the wonders of the plants and flowers, the birds and beasts, 
and foreign lands, that made me want to wander. So I came across the seas a long voyage 
in a ship, on which I learnt about the stars, and what their places are up in the heavens. 
Then, when I reached this land, I wandered across the deserts and forests of the South. I 
saw its mountains and its vales, its running rivers, and the mighty falls of water called " the 
Smoke that Sounds (native name for the Victoria Falls). Then, as I roamed across the land, 
I saw the plants and beasts which I had read about. (Laughs.) Too close I saw the beasts, 
for one-a lion-once caught me and .near mauled me to the death. See here his marks upon 
my arm. But, like all Scouts, I had learnt well the art of curing wounds, and so I made a cure 
by cooking leaves and making thus some bandages. 

CHIEF What, canst thou also cure the sick and wounded? 

LIVINGSTONE Of course I can. 

CHIEF (to attendants). Then bring me quick my injured son, Lompolo. 

LIVINGSTONE (continuing). And everywhere across the land I found men like yourselves, kind-hearted and 
willing to receive me, and I seldom departed without leaving them more peaceful and more 
happy for the thought that they had souls within them that would never die, but only live 
according to the good they did, as I will shortly show to you ; but here comes your son. 

 
(Enter LOMPOLO, being supported. He has a bad wound on his arm. He sinks down, and Livingstone takes 

off  covering, puts on fresh medicine, and bandages him, talking all the time.) 

 

LIVINGSTONE This is not the right dressing; I Will give you better. There, that will do you good' (and so on). 

 
(While he is busy with the patient a noise is heard without. A native runs in and kneels to the Chief.)  

 

NATIVE Oh, chief, another white man comes, with hordes of native men armed with spears and 
guns. They threaten that if you will not come forth to meet them they will do us harm such 
as we shall not easily forget.  

 
(Enter STANLEY. About to go up to the CHIEF, but sees LIVINGSTONE, at work on LOMPOLO. Stops short, 

strides up to LIVINGSTONE, takes off cap, and says- ) 

 

STANLEY Dr. Livingstone, I presume.  

 
(LIVINGSTONE rises, stares for a moment, and then shakes hands with him.)  

 

STANLEY To think we have met at last. For months have I been seeking you, hoping and fearing 
alternately-for it seemed as though I should never find you. You moved with so small an 
escort that it is difficult to trace your journeys. 

LIVINGSTONE I am glad to meet you. You are the first white Man I have seen for months. At the same time 
I do not know why you should wish to find me; but if there is aught you wish me to do-why, 
let me do it to the best of my ability. 
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STANLEY perhaps you do not know that all your countrymen are hanging on your fate, and want you 
safely home, and I have been sent to find you and bring you back to your home and native 
land. 

LIVINGSTONE But what is it they want of me? I do not see how my help can be of use to them, when it is of 
use here. What is it they want of me ? 

STANLEY Naught but to see you back again. You have been lost to them for years. They know your 
work, they love you for it, and would even see you home again. 

LIVINGSTONE I have but one home, and that is 

STANLEY  No, but I have been sent to bring you forth from this-to bring you back to Scotland and your 
own people once more. 

LIVINGSTONE I fail to understand it. You, too, whom I have never known before, Who are you ? 

STANLEY I am a Celt, like yourself; for you are a Scotsman. I was born in Wales. My name was 
Rowlands, but I went to sea, and as a cabin boy I reached America, and there, from office 
stool, I worked my way up till my employer took me as his son and gave his name to me-
Stanley. I took to literary work, became a journalist, and as such have been sent to view this 
country and to search for you. I have been searching for you for this many months, until at 
last I began to fear that you were a "Will-o'-the-Wisp" who never would be found. 

LIVINGSTONE Well, now you have found me, go you back to those who sent you, tell them I am well and 
happy, but am busy here. 

STANLEY (astonished). But will you not come back home with me ? 
LIVINGSTONE My home is where my work is-my work is here, so here is my home. 
STANLEY And is that all you have to say ? 
LIVINGSTONE Yes, that is all. If you will eat and rest I shall be glad. If you will not, then all I can say is 

farewell. I must go to work upon this injured boy. 

 
(He turns and goes back to LOMPOLO, after shaking hands with STANLEY. STANLEY wheels about and 

departs. The sick boy is raised by the natives and carried out, attended by LIVINGSTONE and followed by the 
Chief.) 

 

5.  The Diamond Thief. 
(Best performed in the open air and in dumb show.) 
 
A party of prospectors have been out into the wild country in South Africa, and have found a magnificent 

diamond. They are now making their way back to civilization with it. Horse-sickness has killed off their horses, and 
so they are doing their journey on foot, carrying their blankets, food, and cooking-pots.  

As the heat of the day comes on they camp for a time, meaning to push on again at night. They rig up blanket 
tents and light fires and cook their food, weave mattresses, sing songs of home, play cards, etc. The diamond is 
taken out of the sardine tin in which it is kept for all to look at and admire. It is then put carefully back. The box is 
placed out in the open where it can be seen, and one man is told off as sentry to guard it. The remainder have 
their food, and then gradually lie down to sleep.  

When the camp is all still the sentry gets tired of standing, and presently sits down and begins to nod. While 
he is dozing the diamond thief sneaks into sight, creeps near to the camp, and crouches, watching the sleeping 
man; when the sentry wakes up for a moment with a start the thief crouches flat. Eventually the sentry reclines and 
goes to sleep. Inch by inch the chief creeps up, till he stealthily removes the sentry's gun (or pistol) out of his reach 
; then he swiftly glides up to the diamond box, seizes it, and steals quietly away without being discovered, dodges 
about, walks backwards, and wipes out his tracks as he goes in order to confuse pursuers.  

The leader wakes with a yawn, and, looking round, starts when he sees there is no sentry standing about. He 
springs up, rushes to the sleeping sentry, shakes him up, and asks him where is the diamond. Sentry wakes up 
confused and scared. Remainder wake and crowd angrily -together, threatening and questioning the sentry. Then 
one suddenly sees the footprints of the thief ; he follows in jerks of a few paces along the trail ; the rest follow and 
help to pick it up, first one and then another finding it, till they go off the scene. The leader is about to follow them 
when he stops and waves them onward, and then turns back to the sentry, who is standing stupefied. He hands 
him a pistol, and hints to him that, having ruined his friends by his faithlessness, he may as well shoot himself. The 
leader then turns to follow the rest, looking about for them. A shout is heard in the distance just as the guilty sentry 
is putting the pistol to his head. The leader stops him from shooting himself, and both stand listening to shouts in 
the distance.  
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Remainder of the men return, bringing in with them the thief and the diamond all safe. They then sit round in a 
semi-circle, the leader on a mound or box in the center, with the diamond in front of him. The thief, standing with 
arms bound, is tried and condemned to be shot. He goes away a few paces and sits down with his back to the rest 
and thinks over his past life. They try the sentry, and condemn him as a punishment for his carelessness to shoot 
the thief. All get up. They start to dig a grave. When ready the thief is made to stand up, his eyes are bound. The 
sentry takes a pistol and shoots him. Remainder then bring a blanket and lift the dead man into it and carry him to 
the grave-to the opposite side from the audience, so that every one can see the "body" lowered into the grave. 
They then withdraw the blanket, fill in the grave, and trample the earth down. All shake hands with the sentry to 
show that they forgive him. Finally they pack up camp and continue their journey with the diamond. Or another 
alternative is to hang the thief on a tree and to leave him hanging.  

At the foot of the tree which is to form the gallows dig a small trench beforehand; carefully conceal it with 
grass, etc., and hide in it a dummy figure made to look as much as possible like the Scout who is to be hanged. 
When the prisoner is taken to execution, make him lie down to be pinioned close to this trench. .,While the scouts 
are busy round him in binding him and putting on the noose, they of course substitute the dummy for the real boy, 
who then slides into the ditch and hides there.  

N.B.-The grave is managed thus. A hole must be previously prepared near to the edge of the arena. Then a 
tunnel is made by which the " corpse " can creep out of the grave and get away underground. This is done by 
digging a trench and roofing it with boards or hurdles and covering it over with earth and turf again, so that the 
audience will not notice it. The grave, too, Is made in the same way, but shallower and partly filled up with sods ; 
the diggers remove the top earth, then, hidden by the rest crowding round, they remove the board and pile up the 
sods on the surface. As soon as the " corpse " is lowered into the grave he creeps away down the tunnel, and so 
goes off the scene. The diggers throw in some earth, jump down and trample it, then pile up the sods on top till 
they make a nice-looking grave. The whole thing wants careful rehearsing beforehand, but is most effective when 
well done, especially if accompanied by sympathetic music. It is a good display for an open-air show to attract a 
crowd when raising funds for your troop.  

 

6.  Play The Game 
A Poem By Henry Newbolt. 

Scene I. - Tableau of boys playing cricket. 
 
RECITATION.  
There's a breathless hush in the close to-night 
Ten to make and the match to win 
A bumping pitch and a blinding light, 
An hour to play, and the last man in. 
 
And it's not for the sake of a ribboned coat. 
Or the selfish hope of a season's fame, 
But his captain's hand on his shoulder smote 

[Action : The captain steps up to the batsman, puts his hand on his shoulder, and says to him 
urgently-] 

"Play up! Play up ! And play the game !" 
 
Scene II. - Tableau. Soldiers in a hard-fought fight retreating-a young officer among them. 
 
RECITATION.  
The sand of the desert is sodden red- 
Red with the wreck of the square that broke 
The gatling's jammed and the colonel dead, 
And the regiment blind with dust and smoke. 
 
The river of death has brimmed its banks, 
And England's far and Honor a name, 
But the voice of a schoolboy rallies the ranks- 

[Action : The young officer stands forward, pointing his sword to the enemy, and the retreating soldiers 
turn ready to charge with him as he cries-] 

"Play up ! Play up ! And play the game !" 
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Scene III. - A procession of all kinds of men, old ones at the head, middle-aged in center, young ones behind-
soldiers, sailors, lawyers, workmen, footballers, etc., etc.-Scotch, Irish, English, Colonial-all linked hand in hand. 

 
RECITATION.  
This is the word that year by year, 
While in her place the school is set, 
Every one of her sons must hear, 
And none that hears it dare forget. 
 
This they all with joyful mind 
And Bear through life Eke a torch in flame, 
falling fling to the host behind- 

[Action: The leader flings out a Union Jack and calls to the rest-] 
"Play up! Play up! And play the game !" 
 

[One in the center then calls back to the juniors:] 
"Play up! Play up! And play the game!" 

[The smallest of the juniors steps forward and cries to the audience] 
"PLAY up! PLAY up! AND PLAY THE GAME!" 
 

7.  Tableau Of The Storming Of Delhi. 
[Scene, ruined drawbridge at Kashmir Gate. Groups of officers and soldiers about to blow in the gate. 

Description to be read during the picture.] 
 
Lord Roberts, in Forty-one Years in India, describes how the Kashmir Gate of Delhi was captured by the 

British troops during the Mutiny. Lieutenants Home and Salkeld, with eight sappers and a bugler of the 52nd 
Regiment, went forward to blow the gate open for the column to get into Delhi. The enemy were apparently so 
astounded at the audacity of this proceeding that for a minute or two they offered but slight resistance. They soon, 
however, discovered how small the party was and the object for which it had come, and forthwith opened a deadly 
fire upon the gallant little band from the top of the gateway, from the city wall, and through the open wicket.  

The bridge over the ditch in front of the gateway had been destroyed, and it was with some difficulty that the 
single beam which remained could be crossed. Home, with the men carrying the powder bags, got over first. As 
the bags were being attached to the gate Sergeant Carmichael was killed, and Havildar (native Sergeant) Madhoo 
wounded. The rest then slipped into the ditch to allow the firing party, which had come up under Salkeld, to carry 
out its share of the duty. While endeavoring to fire the charge Salkeld was shot through the leg and arm, and 
handed the slow match to Corporal Burgess. Burgess succeeded in his task, but fell mortally wounded as he did 
so. As soon as the explosion took place, Bugler Hawthorne sounded the regimental call of the 52nd as a signal to 
the attacking column to advance. In this way the troops got in through the Kashmir Gate, and Delhi was taken. 
Lieutenant Home was unfortunately killed within a few weeks by an accidental explosion of a mine he was firing, 
otherwise he would have received the V.C.  

 

8.  The S.A.C. 
[ The South African Constabulary was a corps of 10,000 mounted men which I raised in South Africa during 

the Boer War to act as Police throughout the Transvaal, Orange River Colony and Swaziland. The men were of a 
splendid type and their fearless devotion to their duty gained them a great name among both Boer and British and 
native tribes as well. Just as the Boy Scout uniform is copied from that of the S.A.C., so also the Boy Scouts can 
well copy the example of the pluck and efficiency of the men of that corps. The following scene is founded upon an 
incident which actually occurred of an arrest of a Chief by a trooper single handed. ] 

 
SCENE: A Native Kraal or village of beehive straw huts at the back. A lot of native warriors strolling or sitting 

about. The Chief, a fine big savage in war paint, enters at right with one or two Indians or headmen. Warriors all 
spring together to salute him, right hand held aloft, and all shout " Bayate." The Chief then compares himself with 
a lion and the whites with jackals, and announces that some of the tribe have captured a party of whites, and he 
calls them forward. Enter more savages at right, leading white prisoners, two or three men, women and children. 
The men wounded and bloodstained. They huddle at R.C. (right center) back of stage. Warriors yell excitedly, pick 
up their assagais, dance war dance round prisoners, and then rush to kill them, but are stopped by the Chief at 
L.C. (left center) shouting: " Stay-kill them not. Not yet. I have a better use for them than that," and explains that he 
will invite the Government at Pretoria to ransom them with gold. When the gold is received he will release them, 
that his men may then kill them. Warriors shout in acclamation, crowd round the Chief (at left center) and bow 
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down to him, kissing his feet or the ground he walks on. In the midst of the hubbub a South African Constabulary 
trooper appears (at right), dismounts and stands. Warriors cringe away at left behind their Chief, staring at the 
trooper angrily.  

 
TROOPER: "How now, dogs, what is this"  ( He walks towards the Chief and says: ) "Chief Sikomo, I am 

a messenger of the Great White King."  
 
Warriors shift back (at left) a pace or two, leaving the Chief standing alone (at left center). The Trooper 

suddenly draws two pistols and puts one to the head of the Chief and with the other covers the warriors. To them 
he says,  

 

TROOPER: "Your Chief is a dead man if you move a finger to his rescue. As for you, Warriors, turn 
about: if any man shows his face this way it will bring a bullet to his heart. Now each man 
drop his weapons, (they do so) and now walk."  

 (Warriors turn facing away from the trooper.) 
 

TROOPER:  (to the white prisoners). " Now, good people, get you on your road again. You are safe." 
 
They hurry off (at right). 
 

TROOPER: " Now, Warriors, your Chief goes with me or he falls dead here."  
(To the CHIEF). "It will be well for you to come in peace with me. I am going to bring you in, 
alive or dead. I don't much care which-that rests with you. So Warriors, to your Kraals else 
Sikomo dies. " 

 
(WARRIORS exit at left.) To Sikomo : ) 
 

TROOPER: Now, will you go ?  
 
 Sikomo half turns to call his warriors, but trooper threatens with pistol. The Chief with a gesture of despair 

turns and moves off (at right) followed by the trooper with pistol, and looking back to guard against an attack by 
the warriors. 

 

9.  Pocahontas 
Or, The Capture Of Captain John Smith. 

SCENE: In the jungle, Virginia, in 1607. 
 
ENTER: A band of Red Indians, scooting. The leading scout suddenly signals to the others to halt and hide, 

and remains himself keenly looking ahead. The PATROL LEADER creeps nearer to him, and they speak in a loud 
whisper. 

 

EAGLE'S WING (Patrol Leader). Ho, Silver Fox, What dost thou see? 

SILVER FOX (the leading Scout). My leader, I saw but just now a strange figure ahead-but for the 
moment I see it not. There was an Indian, one of the hated Assock tribe, and close by him 
was a being who looked like a man yet not a man. He wore no feathers, no war paint. But 
his body was all hidden in skins or cloths, and his head was covered with a huge kind of 
protector. He had, it is true, two arms and legs, but his face was of a horrible color-not 
bronze like ours, but an awful white, like that of a dead man, and half covered with a bush of 
hair. 

EAGLE’S WING It must be either a medicine man or devil. 

SILVER FOX (still gazing ahead). Look there, he moves ! 

 (PATROL LEADER springs forward and crouches near SILVER Fox.) 

 Close to yonder birch tree. What is it he carries ? A heavy shining staff of iron. See, he is 
pointing at those ducks with it. Ah !  

 (Report of gun in the distance.) 
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EAGLE'S WING Scouts I There is the devil before us. He spits fire and smoke from an iron staff. 

SILVER FOX Aye, and see how the birds fall dead before hint. 

EAGLE'S WING Yes, he is a very devil. What a prize for us if we can kill him and take his scalp. 

SCOUTS Nay, nay. He is a devil. He will kill us ! 

SILVER FOX Yes, that is true. There is a saying, "Let dogs that sleep lie sleeping, then they harm you not.  
Let us leave this devil so he harm us not. 

SCOUTS Aye, aye. 

EAGLE’S WING Scouts, What woman's talk is this? Are ye no longer scouts and warriors when ye see a foe 
? The worse the foe the greater the glory of defeating him. Are four Sioux scouts afraid of 
one, even though he be the devil himself ? Begone to your lodges, but never call yourselves 
warriors more. Ye be dogs I Ours but to harbor such thoughts. For me I am going to have 
that scalp - devil or no devil, I am going to have that scalp ! 

SILVER FOX Pardon, my leader I am no cur. Any man I will fight, but a witch or the devil is more than I 
had thought on. But if you mean to face him, why, then, so do I. 

SCOUTS Ay, and so do all of us. 

EAGLE’S WING 'Tis well, my Scouts. But soft, he is coming this way. What luck! Better than scalping him, 
we will catch him alive, and present him living to our King. Hide. Hide yourselves. Lie close 
around his path, and, when I give the call, then rush upon him and secure him. 

 
(All hide, R.) 
(Enter CAPT. JOHN SMITH, L., accompanied by Indian guide, who is tied to SMITH'S left arm by his wrist by 

means of a garter - colored tape.) 

 

SMITH How now, my untruthful friend ? You have just told me that there are no Indians in this part 
of the country, and here are footmarks of several quite fresh, and see where the grass quite 
newly trod down is still giving out juice. They must be quite close by. Lucky that I have thee 
tied to me, else could you run away and leave me guideless; but whatever befalls us now 
we share the risks together. How like you that, my red cock-sparrow ?  

 (An arrow whizzes past.) 

 Ha! They're not far off. Behold, they come, but they'll find one Briton is stouter stuff than the 
foes that they're accustomed to. 

 
(The Red Indians are heard shouting their war cries without. Arrows fly past. John SMITH fires, loads, and 

fires again, talking all the time, while his native guide crouches back alarmed.) 
 

SMITH (laughing). Ha! ha ! They like not my rifle- fire. They run, the dogs I Another bites the dust. 
(Patting his rifle.) Well done, thou trusty Bess-thou art a good lass, There! Have at them 
again. (Fires.) Good; another falls I But now they rally and come on again - their leader 
gives them heart. Well, and we will give them lead. 

 (Fires again. To his guide, who is very frightened.) 

 Cheer up. Gadzooks, but I like their leader-that last ball struck him, still he fainteth not. He 
leads them on again. By my head! but we shall yet have a decent fight of it. Aid me, St. 
George, and let me show what stuff an Englishman is made of.  

 (As he presses forward the guide in his fear slips down and accidentally drags SMITH down 
with him.)  

 How now-fool You have undone me. 
 
(Indians rush in from all sides, spring on to SMITH, and after a severe struggle capture him and bind his arms 

behind his back. He stands panting and smiling. The Indians stand back on either side while EAGLE'S WING - 
with one arm bleeding-addresses him.) 

 

EAGLE’S WING So, devil, we have thee caught at last. Four good warriors hast thou sent to their happy 
hunting-grounds, but our turn has come and we have thee fast-a prize for kings-and for our 
King. 
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SMITH Well, 'twas a good fight, and you deserve to win for facing rifle-fire, which you had never 
seen before. I should like to shake you by the hand had I a hand free to do it with. But by St. 
George, had it not been for this white-livered knave who dragged me down, there would 
have been more of you to join your hunting-party down below. But who is this who comes ? 

 
(Scouts' chorus heard, without, "Ingonyama," etc. Scouts all raise their hands and join in the chorus, looking 

off to R.) 
(Enter KING POWHATTAN, R., with his chiefs and warriors.) 
 

KING How now! Eagle's Wing, what have you here ? 

EAGLE’S WING My lord, we have just fought and foiled a very devil. We killed him not in order that you, our 
liege, might have him to see and question and to kill yourself. (Brings gun.) He used the 
lightning and the thunder of Heaven with this engine, so that he killeth those he hateth. Four 
of us he yonder stricken dead therewith. He is a very devil. 

KING (to SMITH.) SO What be you ? Devil or witch or Indian painted white What do you here ? 

SMITH  Hail, King ! I am no witch nor devil-nothing but a man-an Englishman, which is something 
more than a mere man. I came across the seas. Five moons it took me; so far away my 
country is. But here I am, and where I am there follow others. And we come to tell you of a 
greater King, than thou. Our King who is now to be your king also. 

KING (very angry). What ! a greater King than I ? Knave, how dare you, whether devil or no-how 
dare thou speak like this ? Aye, I have heard of these white folk. Art not afraid ? 

SMITH Nay. I have faced the seas and storms, the anger of the elements, beside which the rage of 
men is very small. (Laughing.) Forget not-I am an Englishman-an Englishman knows not 
fear. 

KING Ho! Say you so ? We'll soon put that beyond all question by a proof. 

 (Draws dagger, rushes on SMITH with a yell, as if to stab him, and stops the knife only as it 
touches SMITH's breast. SMITH does not flinch.)  

 Ah ! 

SMITH A joke was it. (Laughs.) By St. George, I thought you meant to kill me. 
 
(Enter PRINCESS POCAHONTAS (the KING'S DAUGHTER. R. Aside.) 
 

POCAHONTAS What is this strange being ? A man, yet not a red man. He has a noble look. Alas! that he 
should fall into my father's power, for he will surely slay him. 

KING (to SMITH). And thou wert, not afraid ? 

SMITH Nay. Why should I be ? I have long ago thought out how to meet my fate. Death and I have 
looked at each other face to face before now, and death has a kindly smile for any one who 
has never willfully done ill to a fellow creature ; to such an one he is no longer a dreaded 
demon, but a kindly host. 

KING Well! he'll have a guest before long now; for since you say he is a friend of yours it proves 
that you are, as my people first told me, some kind of witch or devil yourself. Therefore, it 
will be well for the land that we do slay thee. Besides, I have not seen a man's red blood for 
many days, and I am tired of the blood of the Assocks.  

 (POCAHONTAS shrinks down, holding her ears.)  

 I shall dearly like to see bow looks the blood of a white half-man half-devil. But first I want to 
see him cower, and squeal  for mercy; for therein lies the joy of killing.  

 (Calls to his Warriors.) Ho ! there I Stretch out this devil on the ground, and let him learn 
that death is not the joy he thinks it is. 

 
(They drag SMITH down, and lay him on his back on the ground, c. One holds his feet, but the rest, finding 

that he does not struggle, stand back ; two prepare to use their battle-axes on him, while the rest dance weird 
dances, singing Ingonyama chorus round him. The executioners make false blows at his head-but he never 
flinches.) 

POCAHONTAS (kneeling beside the KING, R.), Oh ! King-I have not often asked for gifts from you-and now 
I pray you, on my bended knee, to grant me this request. I have no slave to guard me when 
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I walk abroad. It is not seemly that I take a young brave of our tribe, and the old ones are so 
very old and slow. Now here is a slave of whom one may be proud-one strange to see yet 
strong and great and brave. Ah I give him to thy child instead of unto death. 

KING Nay I nay I my child. If you like not the scene, withdraw, for he shall die. 'Tis sport for me to 
see how long he lasts before he cries for mercy. And when he does he dies. (To 
WARRIORS.) Now stand him up, and try some new device to make him quail. 

 
(POCAHONTAS shrinks back. They raise SMITH, and he strands boldly lacing them.) 
 

KING   Death now comes to thee, and thou hast no chance of escaping him. Art thou not now 
afraid of him ? 

SMITH Nay. Why should I be? We men are born not for ourselves but as a help to others ; and if 
we act thus loyally we know our God will have us in His care both now and after death. 

KING But after death you're dead ? 

SMITH Not so. A Christian lives again. 

KING (to SMITH.) Well now your hour has come. I know not what has brought you to this land, but 
you shall know that witch or no, your spell can have no power on me; and you will die, and I 
shall smile to see you die. 

SMITH  What brought me here was duty to my King and God and countrymen; to spread his 
powerful sway over all the earth, that you and yours may know of God, that trade may 
spread to carry peace and wealth through- out the world. If you accept these views all will 
be well; if you accept them not then do your worst, but use your haste; our mission is to 
clean the world I Kill me, but that will not avail, for where I fail a thousand more will come. 
Know this, O Savage King, a Briton's word is trusted over all the world ; his first care is for 
others-not himself; he sticks to friend through thick and thin ; he's loyal to his King. And 
though you threat with death or pains, he'll do his duty to the end. 

KING (springs angrily forward). I'll hear no more. You offer terms to me, the King ! Down, dog, 
upon your knees, and meet the death you feign to smile at.  

 (To WARRIORS.) Strike, strike, and smash this vermin from my path. 
 
(PRINCESS POCAHONTAS, who has been cowering in the back- ground, runs forward and places herself 

close in front of CAPT. JOHN SMITH, so as to protect him from the WARRIORS, who are preparing, R. and 
BACK, to rush at him with their spears and axes.) 

 

POCAHONTAS Hold ! Warriors -I am your Princess, and to get at him you have to kill me first. (To KING.) O 
King-I call you no more Father." O King, your rule has been a time of blood and murder. I 
was too young to think before, but now I know that all your works are cruel, bad, not just.  

 (WARRIORS lower their weapons, and whisper among themselves, as if saying: " Yes. 
She's quite right.")  

 And I have been obedient as your child till now. But now my eyes are opened, and I see that 
as King you are neither just nor kind towards your tribe or other men. To bring it home to 
you, I swear that if you slay this man you also slay your daughter! For I'll not leave him thus 
to die alone. (To WARRIORS.) Now, braves, come on and do your work. (They hang back.) 
How now-you never feared an enemy, so why fear me ?  

EAGLE'S WING (bowing). Nay, sweet Princess, it may not be. We care not what of men we kill in fighting for 
our land, but this we cannot do to raise a hand against a woman, and she our own Princess. 

KING (furious). How now I What talk is this ? Ye speak as though you had no King and no 
commands. Slay on strike true, and spare not man nor maid, for she no longer is a child of 
mine. 

 (Braves still hesitate.) 

 Ye will not ? Dogs, wouldst have me do it for myself? I will, and, what is more, I'll slay you, 
Eagle's Wing, for this, and you too 

(Enter a warrior SCOUT, L., who rushes up to the KING and kneels while shots are heard outside.) 
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SCOUT O King ! There be more white devils over there. They're pressing on, and none can stand 
against them. 

KING (to WARRIORS). Stand firm, and kill these devils as they come. To every brave who takes 
a white man's scalp I'll give the noblest feather for his head. Stand firm! Bend well your 
bows. 

 
(While the KING and WARRIORS are looking Off L. towards the fight, POCAHONTAS takes SMITH R., draws 

a dagger and Cuts JOHN SMITH's arms loose. He shakes hands with her. Taking the dagger, he rushes to the 
KING, and seizing his hair with one hand, and threatening him with the dagger with the other, he leads him C.) 

 

SMITH Now yield thee, King, as prisoner, or I will send thee quick to other hunting-grounds. (To 
WARRIORS, who rush forward to rescue the KING.) Nay, stand you there: another step, 
and lo, your King will die. (A pause. All stand quite still.) I will not harm if he lists to me. 

 
(Leads KING to front, C., and then lets go his hold of him. WARRIORS remain at back. Distant noise of 

fighting, cries and shots heard all the time. WARRIORS keep looking off to see how the fight is going on.) 
(SMITH standing L., facing KING, C. POCAHONTAS, R., WARRIORS, back.) 
 

SMITH  If you would live in peace, your only way is now to join with us. Our God is stronger than 
your idols, and our King is king of many tribes far greater and more powerful than your own. 
But if you join with us your wicked ways must cease ; no more to kill your people for no 
crime, no more to steal their goods or beasts, no more to make them slaves against their 
will. Beneath the British flag all men are free.  

 (WARRIORS whisper among themselves. SMITH turns to them.)  

 What say you ? Will you join and serve our King, and live in peace, or will you go on being 
slaves of cruel chiefs, to live a life of fear and poverty 

EAGLE’S WING Nay. We should like to join you well, but we have always been faithful to our King, and what 
he says, why that is what we'll do. 

SMITH You're right in being faithful to your King. Now, King, what say you ? Will you join our mighty 
King with all your braves, or will you face his power and be destroyed ? 

KING (sullenly). You talk as though you were a king yourself and conqueror, instead of but a 
prisoner in my hands. You must be mad or very brave, since I could kill thee at one stroke. 

SMITH Well, mad or brave, it matters not; but there are others just as mad or brave out there, who 
even now (points O.# L.) are pressing back your men; and were your men to kill off all of us, 
a thousand more will come for each one killed, and in the end you too would meet your fate. 
Know this, that Britain, once she puts her hand to the plough for doing noble work, does not 
withdraw, but presses on till peace and justice are set up, and cruel wrongs redressed. You 
would yourself remain as King among your people, but beneath the friendly wing of Britain's 
world-wide power. 

KING (to WARRIORS). My braves! I never asked your will before; but ye have heard what this 
brave man has said. What think ye ? Should we yield or fight this white man's power ? 

EAGLE’S WING My King, we all say "yield," and join this mighty power, whereby we shall ourselves be 
strong. 

POCAHONTAS (kneeling to KING, R.). Once more I call thee father, and I pray, for all the wives and 
children of our tribe, that you will take this noble man's advice, and bring true peace at last 
into our land.  

 (Kisses KING'S hands and remains kneeling while he speaks.) 

KING  'Tis well. Fair sir, we yield; and on our oath we swear allegiance to your King for aye and 
ever, weal or woe. We will be true. 

  (holding up right Hand in Scouts' sign). 

WARRIORS (holding up right hand in Scouts’ salute). We will be true. 

SMITH (taking St. George's flag from under his coat, and tying it on to a Scout's staff, holds it allot).  

 Behold your flag, the flag of St. George and Merry England ! 
 
(WARRIORS salute and sing Ingonyama Chorus. Band plays " Rule Britannia  ------  CURTAIN.) 
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DRESSES. 
 
WARRIORS. 
Band or tape round head, with plait of hair over ear, and four goose feathers with black tips. Naked body 

colored red brick dust color.  
Trousers: light-colored if possible, with strips of colored rag and goose feathers stitched all down the outside 

seam of the leg. Bare feet. Bow and arrows and staff.  
 
KING. 
Like warriors, but with red blanket or shawl over one shoulder, and headdress made of linen band with goose 

feathers, some upright in it and continued down the back.  
 
POCAHONTAS. 
Headdress band of linen, with three upright goose feathers and two drooping on each side ; also a plait of hair 

over each shoulder. Brass curtain-rings tied with thread round each ear as earrings. Necklace of beads, also 
bracelets. A skirt. Colored short petticoat under it. Bare feet.  

 
JOHN SMITH. 
Big hat with pheasant's tail feathers. Beard and moustache and long hair of tow or crepe hair. Could all be 

stitched to hat if desired. Steel gorget or wide, soft linen collar ; long 'brown r yellow coat, with big belt. Bagging 
knickerbockers. Stockings. Shoes with big buckles. Old-fashioned flint-lock gun.  

 
SCENERY. 
Strips of brown paper, I ft. to I 1/2 ft. wide, and 2 ft. to 3 ft. wide at the bottom will represent trees if stuck up on 

the back wall, and marked with charcoal and chalk to represent rough bark.  
 

10. Kidnapped. 
A farmer's man is discovered at work hoeing up field, and with him a small boy, who plays about, with loosely 

tied-on boot. Enter a patrol of Scouts, who ask if they can camp in the farmer's field. The man assents, and the 
patrol rig up their shelter and light fire and place billies round, and then march off leaving one of their number, a 
tenderfoot, in charge. The latter straightway goes to sleep.  

Two tramps now make their way on the scene, Weary Willie and Tired Tim, and commence to beg from the 
man, who gives them a coin. They, however, want more, and threaten him, till he runs away. They notice the child 
and resolve to take him with them, and throwing a coat over his head, steal away with him. He, in the struggle, 
kicks off his boot, which is left on the ground. They disappear.  

Enter red-faced farmer, who gets excited when he sees Scouts' tent and fire, and he yells for his man and 
demands explanations. Now enter patrol of Scouts, marching. Farmer goes up and abuses the Patrol-leader, and 
orders them to take themselves off, threatening to use his whip. The leader explains that the man had given 
permission, etc. Farmer roars out for " Garge."  

" Garge " enters with white face and in terror, wringing his hands, and explains that the farmer's little son is 
missing, and he expects the tramps have taken him. Thereupon Patrol-leader steps up and offers to find and bring 
him back if the farmer wishes. He agrees, and they depart, farmer and man with them. They find as they go the 
shoe. This gives them the trail, and they disappear in the tramps' direction. (Bushes or trees will make this 
possible.)  

Tramps enter with boy, sit down for meal, thrash the child, and then go to sleep. A Scout appears, discovers 
them, and goes back to report. The patrol works up to the tramps, surrounds them, and struggle ensues, the 
tramps being captured and led away prisoners, and the child placed on improvised stretcher and carried home, to 
farmer, who profusely thanks and wishes to reward them; but this is refused by leader, who says they will be more 
than satisfied if the farmer will permit them to use his (field for their camp, etc., and so exit.  

 

11. Saving Life 
RUNAWAY HORSE. 
Scouts sitting at ease. Enter a runaway horse and cart 'the driver should be lying out of sight in the bottom of 

the cart, with opening made in the front of cart for reins to go through and for him to see out. A rope trailing from 
horse's bridle). Two Scouts rush out; one grasps the trailing rope and runs, hauling on it ; the other gets on to back 
of cart, climbs in and gets hold of the reins. Between them they stop the horse. They find the insensible driver in 
the cart ; Scouts lift him down and lay him on the ground ; one makes a pillow with coat to raise his head ; the 
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other points out that his face is pale, he has fainted, therefore don't use a pillow -lower his head, press his 
eyebrows, and so bring him round. Help him into cart, one drives his horse, the other supporting him.  

 

THE GARROTERS. 
Scouts sitting at ease. Enter two villainous-looking ruffians who are evidently loitering about on the lookout for 

a victim to rob. The Scouts hide themselves and watch. Enter an old gentleman, well-to-do, smoking, twirling his 
stick. One villain walks humbly up to him asking him (in dumb show) to help him as he is out of work. The old 
gentleman listens to his story, but while be does so the second villain is sneaking round behind him with an empty 
sack in his hand ; he creeps nearer and nearer, and suddenly rushes and pulls the sack over the old gentle- man's 
head, while the other goes for his watch. But the Scouts rush in and springing on to the thieves throw them down, 
overpower them, and truss them with staves through their elbows and wrists tied with neckerchiefs.  

Meantime one Scout has run (or biked) off for the police, who promptly arrive on the scene-take notes and 
march off the two villains. Old gentleman offers money from his purse which Patrol-leader refuses. He then gives 
cheque for the patrol, shakes hands, and walks off very happy amid the cheers of the Scouts.  

 

POISONOUS FUMES. 
While Scouts are sitting at ease they notice a bad smell of gas, jump up, hold noses, etc. Enter men one after 

another, staggering along, becoming overcome by gas, and falling insensible. Scouts tie handkerchiefs over 
mouth and nose ; go on all fours to the men ; tie ropes round  their waists and heels and then in a bowline round 
about their own necks, and drag them out feet first-first laying out the men's coat tails under their heads to prevent 
them scraping along the ground.  

 
 
 

----------------------  THE END ------------------------------- 
 


