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KNOTS FOR CAMP - Most useful knots. Whipping.
Knot-tying racks. Knots and tent pitching contests.

- Knots Patrol Teams
TAUT-LINE HITCH RACE

Equipment: Rope ring argund tree, For
each participant rope of sufficient length to
reach around peg for tying taut-line hitch.
Pegs hammered around tree in gircle.

Action: All ropes are iying with ends slack
on ground. Then Scouts line up next to tent
pegs. On word “Go,”” each Scout grasps rope
end, ties taut-line hitch. When all Scouts of
patrol have finished, patrol gives yell. First
to yell, with all hitches correct, wins.

pull out ends hard. Trim off twone close to

When whipping is as wide as rope is thick,
whipping.

Wrap tvane tightly around rope starting

N % inch from rope end.

Make a loop of twine and place ar

end of rope.

Knots Patrol Teams
CLOVE HITCH RACE.

Equipmant: Setr up rack of three spars on
six uprights, Tie rope of sufficient length o
spar in midcle with clove bitches. Drape
ends over other spars. One rope for each
participant.

Action: Scotts line up at ropes. On ward
“Go” each Scout grasps rope end, ties clove
; hitch around spar. When all Scouts of patroi
e have finished, patrol gives vell. First to yell,
with all hitches correct, wins.

For another method of whipping see the

Fieldbook, 89; sailmaker's whipping.

KNOTS for Camp Whipping rope end before tying 1g prevent unrayeling
REFERENCE: Scout Handbhook, 225
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GAMES—OBSERVATION, DEDUCTION | - Memory
training through observation and deduction. Troop and
patrol activities.

i

Patrot Teams
Observation-Memory Informal
CHECKERBOQARD KIM'S GAME

Equipment: Square off a large piece of
cardboard into 16 squares. Number them,
place item on each sguare: Key,
pocketknife, naii, acorn, and sa on.

Action: Patrol walks silently around each
item, All items are then removed and aut in
a pile. Patrol members walk around table
again, each boy replacing item to correct
square, without tafking. (A boy may use his
turn to move an iteam he feeis is incorrectly
placed.) Continue walking around tabhle
until all abjects are repiaced.

Scoring: Patrol with most items correctly
replaced wins. :
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cbserve and remember {approximately 2
minutes}. Patrol then goes into huddle to
come up with list of knots seen (including
knots around trees}) in right arder.

Scoring: Patrol with best tist wins. Trick
question for extra points: How many ropes
used?

Patrol Teams
Observation-Memory Informai
SLOPPY CAMP
Equipment: Set up tent and simple fireplace
with many things wreng - ax aon ground,
glass jar in fireplace, poorly set tent pegs,
wrong knots on guy lines, etc. But alsa with
such personal items as these: two blankets
and one sieeping bag in  tent, two
neckerchiefs of different colors draped over
guy line, two Scout shirts with different

troop identification and name tags, etc,
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GAMES-OBSERVATION, DEDUCTION [l—Memory
training through observation and deduction. Troop or
patrol activities.

Ohservation- Patrol Teams Informal
Memory
WHAT DO | FEEL?

Equipment: Fifteen to 20 articles {marble,
coin, pocketknife, hammer), paper and
pencil for each patrol, neckerchiefs for
blindfolds.

Action: Have patrols form circle, Boys face
in, put on blindfoids, hand articles, one by
one, to the first Scout in line. He feeis
article and passes it on to the next in line.
Second Scout feels article and passes it on.
This is continued until all items have made a
cornplete circle. Remove blindfoids and
have patrols write down the items in the
order in which they were passed.

Scoring: Give 10 points for each correct
answer, Patrol with highest score.wins.
NOTE: Instead of circle, have patrol in line,
standing or seated on log, without
blindfolds, pass items behind thewr backs.
"Game leader feeds items to first Scout, picks
them up from last Scout,

Informal
of
Turn

Observation- Patrol Teams Informai

Memory
WHAT DO | SMELL?

Eguipment: Paper bags with
different-smelling article in each: paper and
pencil for gach patral,

Action: Prepare a number of paper bags and
put into each a different article {licorice,
onion haif, coffee, crange peels, cinnamon},
Place these bags about 2 feet apart on a
table or bench., On signal, each Scout
(blindfoided) walks down the line and sniffs
s’ at each bag for five seconds. When all
members of a patrol have passed by, they go
inte a huddle and write down the names of

in front

such as:
unwrap cellophane

Patrol Teams
are seated

remembaer,
book,
wrapper, break stick, strike march, hammer

Blanketr hung up as a curtain.
nail and so on. After demonstration, patrols

a
insteadd of calling the animal or

HAUNTED HOUSE

Equipment:
Miscellaneous props for making sounds,

Patrols
curtain. Behind curtain are two boys who

produce various sounds for the Scouls to
to their corners t0 make a list of

noises heard,

ot

“him

curtain engage in a dialogue planning, for
example, the burying of s dead skunk or the
kilting of a turkey--speaking in either case

Memary
of

Scoring: Three points for each sound listed.
Varation—OVERHEARD PLOT. Instesd of
making noises, the two Scouts behind the
fowl by name. Patrols go to their corners
and write reports. Results may surprise you.

Observation-
Action:
recognize and
pages

retire

the different articles smelled,

Scoring: Give 10 points for each correct
answer.

NQTE: instead of bhags, have smells in
35mm  film containers (top punctured;
liguid an cetton} or in Styrofoam cups
[covered with foil, taped an, punched with
fork holes}. Scouts at table, passing and
smelling items,

Observation- Patrol Teams informal
Memoary

KIM'S GAME

Equipment: Several itemns {20 or 30}, a large
clath or neckerchief, and paper and pencil
for each patrol.

Action: Spread the items on a table and
cover with a cloth-or neckerchief. Gather
the patrals around. Lift the cloth for one
minute and allocw patrols to chserve, Cover
the items after the minute is up and have
patrol members list them on a slip of paper,
Scoring: Altow 1 point for each correct item
listed, Patrol with moast correct items is the
winner,

Variation—UP-AND-DOWN KIM'S GAME:
Tie items aiong length of rope. Thraw ane
end of rope over tree iimb. ftems are out of
sight fin pack or ice cooler). Game leader
pulls rope, revealing items, then fowers them
i again. Patrol writes fist, in correct order.

If printed on heavy siock, cut atong solid lines 1o

make fite cards. If printed on paper, cut apart, paste

on file cards to create your SCOUTCRAFTFILE,

Inforimal
camping
various

equipment OR items which would normally
"lost
stocking,

Paper and
spoon, comb, ete, OR compass, map, piece

of
arranges

kit.'”

pieces
toothpaste,

leader

a

Patrol Teams

Various
soap,

Game
articles not too conspicuously along one

side of a path. They may include ilashlight,

included

pencils.

Memory T LE LEAKING PACKSACK

of fishing line, matchbox, e, The whole
troop passes stowly afong the road in single
file. No one is permitted 10 walk back when
he has passed a certain article. Afterwards
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Scoring: Patrol with most complete list,

patrols go into huddies and prepare hist of
weins.

articles seen, in right order.

Observation
Equipment:
Action:
toothbrush,

be
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GAMES AND CONTESTS—WQODS TOOLS—Patrol and . i
half-patrol teams competing in using ax, knife, bowsaw. '

Axmanship Patrol Teams Parallel File
CHOPPERS” RELAY (Splitting)

Equipment: Eor each patrol, one hand ax,
two boards, 6 wide, 9 long, 1" thick, one
chopping block.

Action: Patrol in relay formation. Scout No.
1 runs up, picks up one board and ax, splits
off strip of board, holding board fiat and
using contact method. Nos., 2, 3, and 4
follow, making five pieces of even size
{about 1" x 1"} of first board. Then Nos. 5,
6, 7, and 8 do the same to second board.
Result: 10 pieces made with eight cuts.
Patral yell when finished.
Variation—CHOPPING RELAY (Splitting
and cutting}

Equipment: Same as for Choppers Relay.
Action: First part is the same as the
Choppers” Relay. The second part is to cut
each piece in half, using the contact
method.

fwo-man teams, cut

in

Variation—TWO-MAN CROSS-CUT

RELAY. Scouts,
diameter. First patrol with 4 disks wins.

4-inch thick disks from log 12 inches in

+

Farallel File

Patrol Teams
BOW-SAW RELAY
Equipment: For each patrol, one bow saw,

Axmanship Patrol Teams Parallel File
SPLIT THE MATCH

Equipment: A Scout ax and a chopping
block for each patrol and a stick match for
each Scout.

Action: Patrols are in relay formation with a
chopping block and ax in front of each. On
signal, first Scout in each patrol walks up to
the chopping block, places his match (head
up] in the chopping biock, and is given three
strokes with the ax to split the match. When
tie has had his three strokes {or less if he
splits the match with less strokes), he walks
back to his patrel and touches off the next
in lina who repeats the same procedure. This
continues until all patrol members have
tried it.

Scoring: The patrol that splits the most
matches wins, This is not a race.

Warning: Exercise safety precautions in tha
handling of"axes and matches.

Scouts  change

S

to  ground,

E

Action: Patrols line up in relay formation
facing the logs at a distance of 20 feet. Bow
saw is placed alongside the log. On signal
off a disk about 2 inches thick. As soon as
disk drops

This continues until all Scouts have had a

chance 1o saw and until a 1otal of eight disks
Scoring: The first patrol to finish is the
SRARRER

have been sawed off and all members of the
winner.

one log about 6 feet long with a 4-inch butt,
two Scouts from each patrsl run up to log.
One Scout supports iog while secand saws
positions and anocther disk is sawed off.
When the second disk hits the ground, both
Scouts race back to starting line and touch
off next two Scouts hho repeat the process,
patrol have returned to the starting line.

one short log or btock for support.

Log Sawing

IS o

Axmanship Patrol Teams Parallel File
TENT PEG MAKING RELAY

Equipment: Eight pieces af wood, 9 inches
long, ax, and chopping block.

Action: From relay formation, first Scout
runs up to chopping black at apposite wall
of room (or 50 feet away, if in the
oui-af-doors), takes ax and makes regular
tent peg, painted at one end and with notch
at the other. He runs back 1o rouch off Na.,
2. Continue until eight pegs have been
madle.

Scoring: Patrol finishing first, with pegs
neat, usable and uniform, wins,
Variation—TENT PEG DRIVING RELAY.
Outdoors, each patral lines up in relay
formation, with eight tent pegs and ax lying
on ground fifty feet in front of i,

Action: First Scout runs up drives all eight
pegs into ground, pulls them ail out again
and races back to touch off next runner,
Scoring: First patrol to finish eight runs,
wWINs,

refay

n
On signal,

scores 10
take off &

poinis for each sliver that is cut off the fuzz

stick and see how many patrols end up in

the “red.”

Paraliel File

lines up
to finish
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For
patrol

Patrol Teams
FUZZ STICK RELAY

If printed on heavy stock, cut aleng solid linas to
make file cards. If printed ¢n paper, cut apart, paste
on file cards ro create your SCOUTCRAFTFILE.

Each patrol
First

x 1" x 97,

Action:
n. Slivers should be at teast 3 long. 20

slivers, all attached, complete the fuzz stick.

Scoring!

2

Scout No. 1 runs up and cuts one sliver on
stick, lays knife down and runs back to
cur one sliver, players cut three or four

points. Best fuzz stick scores 30 points, the
slivers.

next best 15 paints,
Variation 1—Instead of having each player

touch off No. 2 Scout, who runs up—and so

formation opposite equipment.
Variation 2—To vary scoring,

Knife
Equipment:

o]
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GAMES AND CONTESTS - FIRE BUILDING - Contests
| ameng patrol representatives. Filecards on fires and

SCOUTCRAFTFILE
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GAMES—-KNOTTING—Five games {plus variations) for
patrol teams. For patrol meetings, use half-patrol teams.

Knots Patrol Teams Pafallel File
KNOT TYING RELAY

Equipment: One G6%:-foot rope per patrol.
Scour staff or long stick.

Action: Patrols line up in relay formation,
Scout No. 1 about 10 feet from staff, held
harizontally thirty inches aff ground. On
signal “‘Bowline {or other knot)—Go!” first
Scout runs up, rope in hand, ties rape to
staff with bowtine, has it ¢.k.’d by judge,
unties if, runs back, gives rope 10 No. 2 who
rurs up, repeats performance—and so on
untii eight knots have been tied.

Scora: First patrol scores 100 points

NQTE —Square knaot, sheet bend, fisherman's
knot—for these, join ends of rope with taut
knot, staff running through foop. Clove
hitch, two halt hitches, timber hitch—tie
rope 1o staff, pull taut. Taut-line hitch,

X i o L M=o L @ Pl =
bowline—tie knots so that staff runs through i 5 g.:: E‘E} £ E E££ BEg2Ex-e g
loop. - - ZToI% 835 3T Lo, °%TES
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Equipment: One B%-foot piece of rope for 2 I .;.a 5= s g5 °© : § °g g .
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Action: On the signal “Go,” first Scout ties e Z e SEE 8 BEyofT¥mEE,
. . 3] 1= .
rope into 2 hoop with a square knot (or 3 T 2 £ .-c 3c @B a-:é g 2 ';J_ g § 3"3 = _g
sheet-bend, fisherman's knot, or other E Oo033 gE9 o Lo 22258 8¢ Z
joining knot) and passes it aver his head and a EEEsoe Ay £gZ= _: b 23 ::
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down around his body. He steps out of the cacfd,27 LT geo8s"gZa -
i S EXED Sy L =83 n X & = N
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Scout, whe repeats procedure, and so on = 352852 ;5e-c28% 05 § g .
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Scoring: First patrol to finish wing, 11 there
are different numbers of boys in the patrols,
announce a special number of knots to be
tied, such as ten, This will mean that one or
more Scouts may have to tie two knots
apiece.

Variation: Instead of rope, use pieces of
wool yarn. If yarn haoop breaks, it must be
tied again—making hoop smaller and
therefore more difficutt to get through.

Knots Patrot Teams Facing Lines
BOWLINE—-SHEET BEND DRAW

Equipment: One knotting rope at least 6
feet long for each Scout.

Action: Each patrol forms two facing lines,
Each player holds rope in right hand, raised
above his head. At word “Go,” each races to
tie bowline around his waist, then joins
ropes together with sheet bend. Players lean
backward with full weight to test knots.

Scoring: First patro! to have all knots tied a 8 £552TYTTESTT BET e OO
. = B - I
correctly and all Scouts leaning backward w 8 g8 gmg, 2288 22ES -~
i < A P9t plgT sl Sgme =
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) 2 2y 82 £ &z
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line is drawn down center, Each man is W oo & = § ) % E cz o g T e 5 g z E" _
then opposite a player from another patrot Q5 =5« £ £ 2.3 T2, .23°9
. . . : = w - W= 4
on other side of line. At signat, sach ties g é T g - "; g8 ; 25 2z § 5E~ = !
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GAMES AND CONTESTS—LASHINGS—Games
prepare for piongering. For patrol meetings, use

e e vt sk, e

~ 14 -

with staves tc
half-patrol teams.

Patrol Teams informal

TRIPOD LASHING

Equipment: For each patrol, three Scout
staves or saplings about the same size, one
8-foot tength of lashing rope, and one 6-foot
length of rope for suspension.

Action: On signal, patrol members lash the
three staves or sapdings into a tripod using
the tripod lashing shown on page 102 of the
Fieldbook. When finished, they set up the
tripod, tie a bowline in one end of the short
rope, and place the bawline locop over the
top of the tripod so the free end is
suspended down the center of the tripod.
Tie a bowline in the free end--high enough
so the loop cannot touch the ground. One
Scout stands on the bowline loop and holds
his balance by hanging onto the line coming
down from the top of the tripod.

Scoring: First patrol with 2 Scout standing
in the bowline loop with the tripod
supporting his weight is the winner,

Lashings

Lashings Patrol Teams Parallet File

SNAKE RACE

Equipment: For each patrol, eight staves,
seven lashing cords.

Action: Patrol in relay formation places the
staves in line between the legs. At signat, the
staves are lashed together into a fong
“snake’’ with single shear lashings. When
securg, the "snake’ is passed forward, then
up and overhead to rear, down and forward
between the legs to the original position,
Seoring: Patrol finishing first wins.

Lashings Patrol Teams Informal

REACTOR TRANSPORTER
Equipment: For each patrol, six Scout
staves or saplings about 6 feet long, four
6-toot lengths of cord, 20 feet of binder
twine or light ¢cord, one No. 10 can, and one
nut for a %-inch bolt.

Action: On signal each patrol builds
transporter by lashing a three-sided frame
with three staves and then lashing on a
tripod from the three corners of the frame.
The tin can is suspended from the 1op of the
tripod. Nut is also hung from the top of the
tripod. It hangs down in the can but does
L not touch the bottom or the sides. When
finished, three patrol members pick it up by
the three corners and carry it to a finish line
at least 100 feet away, !f nut swings and hits
side of can, patrol must return to starting
line and start carry again. Object is to
transport reactar so gently and eveniy that
it is not jarred.

Scoring: First patrol across lines wins,

If printed an heavy stock, cut along soiid lines to
make file cards. if printed an paper, cut apart, paste
on file cards 1o create your SCOUTCRAFTFILE.
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pledges himself by persanal signature to live
up to Qutdoor Code.

= i

MEETING CEREMONIES— OPENING

Start troop meetings with a ceremony based
on spirit and skills such as:

SQUARE KNOT-SCOUT LAW OPENING
CEREMONY. Equipment: Each Scout has a
GY%-foot beit rope, gach patrol its patrol
flag.

Foremation: Scouts form by patrols in crcles
around their patrol flags, each boy with his
rope, patrol leader holding flag.

Program: At command of senior patrol
leader, "Tie bowlines around patrol flag
staff,” sach Scout in turn ties his rope
arpund flag staff and returns to his position
in circle, holding on to free end of his rope.
When all ropes are attached, the
Scoutmaster says: “These ropes, joined to
the patrol flags with a knot that will not
slip, symbaolize your patrol unity. Let us
repeat together the Scout Law expressing
the spirit of our patrols.~Scout Signl—A
Scout is Trustworthy, Loyal, Heipful, ..."

il

- 142 - ,
TROOP MEETINGS—CEREMONIES for opening and . : E
closing troop meetings. Themes: U.S. flag, knots, ] . ) g
conservation. o
_ —
MEETING CEREMONIES— OPENING, CLOSING 2 = m =
. . . L iy C .25
Keep interest in consaervation alive by i THE QLTDOCR CODE E s 3 )
emphasizing in ceremonies and otherwise. P ERCAN= - 81 £
CONSERVATION OPENING CEREMONY. L AS AN AMERIC = £ 51 H
Equipment: Code of Qutdoor Manners on , T WILL DO WY BEST O~ 2 = g
poster an wall of meeting room. Have troop ! l “ﬁmf MY TR ) o O
artist design a poster from page 82, Scout i - Mrut.:;-’ 28 : 5 R
Handbook. L X 86 consIDRRATEALINTHE 5 w O
Formation: Troop in line, facing Code, : CUTDOORS, = a9
Program: Senior patrol leader: “Scout Sign! : AND BE @ w 2 -
Repeat after me: ‘As an American, | will do i CONSERAT = @ s :
my best to BE CLEAN in my outdoor MINDED. _& = &
manners, BE CAREFUL with fire, BE o] @ :.:C
CONSIDERATE in the outdoors, BE £ ::_. =
CONSERVATION-MINDED,"” jmad - -
CONSERVATION CLOSING CEREMONY, = :m <
Egquipmant: Code poster, pencils. E @
Pragram: Each Scout comes to Code poster, = v
[1+] - et
= 2
)
—
% g
p .
© 2
o =
= s
- 5
>
= Fol
F 2
:

of all Scouts {inclusive gesture from right to left at height of shoulder) be
with you till we meet again (right hands being brought to heart and

heads bowed).
Close with America Yell: “A-M-E-R-1-C-A, Scouting, Scouting, U-S.A" -

followed by Sky Rocket Yell:

U.S. Flag Ceremony, Scoutmaster’s Handbook (SMH), 290
“Boooom”’

Taps Ceremony, SMH, 289
rockets spread) {then the terrific boy-satisfying yell:

Scout Vesper Song Ceremony, SMH, 290
Scout Benediction Ceremony: Troop in circle formation.
America Yell Ceremony: Troop in circle formation.

Scout Law Ceremony, SMH, 290

Scoutmaster:

“Scr-r-r-atch”’
s

MEETING CEREMONIES - Closing

MEETING CEREMONIES— CLOSING

Carry the theme of the troop meeting’s
cpening ceremony over into the closing
ceremony, to tie the parts of the meeting
into a unit.

SQUARE KNOT-SCOUT OATH CLOSING
CEREMONY. Equipment: Each Scout has
6%-foot belt rope.

Formation: Whole troop forms large circle,
each Scout with his rope behindg him.
Program: Senior patrol leader directs: “Tie
one end of rope to end of rope of the Scout
on your right, with square knot. Grasp rope
with left hand; make circle as large as ropes
permit.”’

Scoutmaster’s Handbook,

If printed on heavy stock, cut along solid lines to
make file cards, If printed on paper, cut apart, paste
on file cards 10 create your SCOUTCRAFTFILE.

Scouts in circle formation, troop flag in center. The Scouts salute

and repeat after the SPL troop's special pledge, along this line: “As a
Form the patrot as spokes in a wheel, facing troop flag in center.
Patrol leaders hold onto the flagpole with both hands. Behind them,
their Scouts place their hands on the shoulders of the boy in front of

them. The troop sings an appropriate Scout song, suchas “‘Hail, hail,

good member of my patrol - To take part in all troop activities - To
Scouting Spirit” or ““Trail the Eagle.”

member of Troop One, | pledge that | shall always strive: To be a
advance in Scoutcraft - To act as a Scout at all times.”

U.S. Flag Ceremonies, Nos. 1, 2, and 3:

MEETING CEREMONIES - OPENING
288-89

When command iz carried out, Scoutrmaster - o~
says: “We are bound together in a circle of P .
ropes tied by the sguare knot which g g
represents the brotherhood of Scouting. = £
While in this circle, let us rededicate @ o
ourselves to the Scout Oath.—Scout a': QQ
Sign.—On my honor, | will do my Q [ )
best. .. ."” g oy ;
(T o
=3 o
=] Q
o =]
1S L
- ol
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games and contests.
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GAMES AND CONTESTS - COMPASS and MAP 1 -
Preliminaries before using map and compass together in

COMPASS and MAP—Make

map speak compass languag

—————— .l
1 KILOMETER

UR INTERYAL 20 FEET

> s \\\\ L7
Y W
. Y =
RN AN 5
& 4 ’w ’-\N -
25 \
L AR
I MAE CANRES
24 iz Heavy-du
2000 FLET ‘_’é % Medwm
2

APPROMIMRTE MEAN
DECL\M.:I\N, 1950

By making map speak compass ianguage you
eliminate all resettings of compass because
of magnetic variations. Make your map
speak compass language by providing it wiEh

magnetic-north  lines, Just continue the
magnetic-north half arrow across the map.
Then draw the other hines parailel 1o it a
ruler’s width apart.

COMPASS a

nd MAP-0O

/"' !
AT

n-obw.:v.j':
(ML HEEE
Set the compass dial so that N is opposite
the direction-of-travel arrow. Place the
compass -on the map with the base piate

rienting map

CONTOUS INT

DAT (M 14 M
parailel with the magnetic-north :ines. Then
turn map and compass until the red end of
the campass needle points 1o N,

the orienting

lies over

arrow. Bearing to hill in this case is 225°.

needle

cOmpass

. 2 it 3 .
Step 1 in Orienteering: On a map, line up
edge of compass baseplate with route from
start {ST.) to destination {DEST.).

COMPASS and MAP—Determining degree directions on map

(Steps 1 and 2 in Orienteering)

[ RN PN

Step 2 in Qrienteering: On compass, set the
dial by aligning orienting arrow and lines
with magentic-north line an the map.

If printed an heawy stock, cut alomg solid lines

1o

make file cards, If printed on paper, cut apart, paste

on file cards 1o create your SCOUTCRAFTEILE.

direction set on the compass. Hold compass
level in hand. Turn yourself until red end of
_compass needle points towN on the dial.

COMPASS—Following degree directions in the field
Step 3 in Orienmeering: n the lLield, follow
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GAMES AND CONTESTS—COMPASS and MAP
If—=Three outdoor and two indoor games for troop or
patrol meetings, hikes.

Compass Patrol Teams infarmal
SILVER DOLLAR HUNT

Equipment: For each participant 1
orienteering compass, one fake 'silver
dollar’’ {3-inch circle from tin ¢an top), ane
card with distances and directions, such as
50 steps X degrees (X being less than 1209}
- 50 steps X+120 degrees - 50 steps X+240
degrees.”

Action: Scatter participants over field with
fairly tall grass. Place a "‘silver dotiar’” at the
fget of each Scout. On signal "Go,” each
Scout sets his compass for direction on his
card and walks the specified distance. The
same for second and third bearings. When
done, the “silver doilar’” should be at his
feet {or at least within Ris imrnediate sight).
Scoring: Patrol with most Scouts winding
up within 7% steps of their "silver dollars”

{
;

3

® WAy €V LR ECOT £ % uLTe
(5 percent error} wins. E>d~g-§ g%?E;’g;g 2 §§§§§ ‘
Taf8. Tg5585g8 5 CEAg? :
T4 g8 _ET°5FFy - 5O
W 8. §.32%355 & 2585
Compass Patrol Teams Informal o '6‘: f 3EgT . s = . - “E $s 3
] = =3« E e
BLINDFOLD COMPASS WALK E%§q§ gﬁ‘ggzagg 228775,
— L5} - P - - [
Equipment: For each patrol, eight small, é % = g ] z%s = S 85 2 »EE E .E.:é 5
numbered stakes, set in ground 5 feet apart 3T 5 °3 @ 'é‘o ggo= 3 E ‘é”E" sgg -
in a north-south line. For each Scout: 1 'EZ £ ¢ T 38335250 ¢2 E‘
Polaris or other orienteering compass, and L ST E L5358 @ €< cZ2a €, g5
one large paper bag. I:i-l-_cg §E%pggc£g_gq§_gg
Action: One Scout from each patrol stands Cupsp 53%§< gg =282 2, o
at each of the eight stakes. Scouts from one .umgq'fg-“ _‘f‘l“&mcﬁb“o_:_'m_ggszg ‘
patrol  set their compasses at degrees 58 = gg EEgs 2 2ersEfc 383 ‘3
between 45° and 135°; boys from opposing af@52ckE £ g £8ev 28522 o 5; e
patrol berween 225%and 315°. Paper bag is 28 J838«&33855Z22885:22=42

then placed over head of each Scout,
making him just able to see ground and
compass in his hand. Each Scout turns
around 3 times, then follows bearing on his
compass for 100 steps. He then turns
around and follows back bearing [arienting
arrow pointing toward him instead of away
from him] for 95 steps. Oniy Scouts within
10 steps of their marker score,

Scoring: Patrol with most scoring boys wins.

AP AYMHTLE

Compass Patrol Teams Informal

. DIRECTION HUNT

Equipment: Eight {or more)l tall stakes
provided with pointers and pointing to
distant landmarks or clearly identified
objects (large tree, large rock, etc.}. Each

participant has Polaris or other orienteering
compass, pencil and paper.
Action: Scouts from each patro) distribute
themselves at the different stakes. They = 525 5%%g%¥gE $s82
check tandmarks 1o which markers on stakes b g'.a 3 S5E2.82y E ol
are pointing, set their compasses for the 2 - 2 b E-z=3g2 ER) 3-% 2 -
degree diractions to the {andmarks and write S o g 2 5‘,-; 828.3 BN g £a " £
them down. The Scouts then move to next & o 2T . >333m3z Rt it i ~Bg
pointer and determine next degree 'd <2 E 2 ce?E3293 .35 gﬁ
direction. At end of specified time, each x FEE c2%E3 3 2 cefce
Scout turns his findings aver 1@ judge. 2 4 =Sx>g D2 _™E @ Eze22>0
Scoring: Patrol with most correct degree "E, Q §°9 S$.09%533Frc=22%2
directions (within 10°) inside time limit F 2 285 23.5_ 58888z
wins, T > gE__*_.‘; =m§:;‘f£3‘gm;§:€ X
£% I3 L2glciisel )
€ a iy 9EE £092l5E5< 0 :
if printed on heavy steck, cut along solid lines to g ERE gl ! 2 i} ::.3 za g E"E
make file cards. |f printed on paper, cut apart, paste g§2-9. @ EE8EE ;2328
on file cards 1o create your SCOUTCRAFTFILE, & 3£523°%82232:3"7
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GAME LEADERSHIP—General suggestions. Troop games
arranged according to formations. Silent signals.

GAME LEADERSHIP

In advance of running game: Choose the right games:
To fit group as to degree of strenuousness.
To fit the game area: small, medium, large
To fit the mood: some games for fun and fitness, some for skill
practice, some vigorous, some quiet
Running the game:
Name the game so boys will remember for next time.
Get patrols into formation: line, relay, circle
© 4plain the rules - Make it short and clear.
Demonstrate the game - If a relay, have first boy of each team
perform; if line game, go through motions. -
“Any questions? " - Give the boys a chance to get explanation to
points which may not be clear to them. ‘
Run the game - with needed equipment, judges ready.
Recognize the winners with patro! cheers.

WM

m

~No

TROOP GAMES I - Arranged according to formations.
{Games listed here are for FUN and FITNESS. For skill games,
see appropriate Gamefile card sheets.)

Single Line Formation - Whole troop against *'It”
BRITISH BULLDOG (Scoutmaster’s Handbook, SMH, 304 and
Gamefile card) DO-THIS—DO-THAT SMH, 303)

Facing Lines Formation-Half-troop teams
BALL OVER {Gamefile card) STEAL BACON (SMH, 304)
CROWS AND CRANES {SMH, 305)

Circle Formation - Whole troop
WHIPPED TO THE GAP or SWAT 'Em {Gamefile card; SMH,
303) JUMP THE SHOT (SMH, 302) POISON {SMH, 303)

Nonformation - Scouts spread out
NUMBERS {Gamefile cardi BARNYARD (Gamefile Card)
SPUD (SMH, 304)

ebesslose

(FIST HANDS)

COUNCIL OR
nygt' FORMATION

"HALT"

Method: Senior patroi leader gives 6 to 10

silent signals, one after the other: attention,
single linas, troop circle, dismissal, parallel

Patrol leader gets into formation first. Patrof
forms next 10 him or behind, as the game

TROOP GAMES |l - Arranged according to formations.
{Games listed here are for FLUN AND FITNESS. For skill games,
see appropriate Gamefle card sheets.)

Parallel File Formation - Patrol teams
LUCK RELAY-I1ZZY-DIZZY RELAY-GRASSHOPPER RELAY
(Gamefile card: Fun Relays)
CATERPILLAR RELAY (Gamefile card)
MIXED RELAY (Gamefile card)
HORSEBACK RELAY {Gamefile card)
WHEELBARROW RELAY {Gamefile card)

Due! Formation - Competing patrol representatives
INDIAN HAND WRESTLING (SMH, 307 and Gamefile card)
INDIAN LEG WRESTLING (SMH, 307 and Gamefile card)
INDIAN ARM WRESTLING {Gamefile card)
STICK FIGHT - STICK TWIST {Gamefile card)
THE STRUGGLE - WRIST PUSHING {Gamefile card)

i printed on heavy stock, cut zlong solid lines to
make fite cards. if printed on paper, cut apart, paste
on file cards 1o create your SCOUTCRAFTFILE.

SILENT SIGNALS for Troop Formations {1

For DOUBLE LINE FORMATION, use

same signals as for Singie Line, but with
hands listed. Half of patrols form in front of
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GAMES—~FUN AND FITNESS—Troop meeting games—three
for fun and fitness, two for fun {“confusion’ games).

Fitness and Fun Whole Troop Single Line
BRITISH BULLDOG

Equipment: None

Action: Troop lines up along one side of
room. One player takes position in center of
room facing the troop. At “Go,” entire
troop chargesand tries to reach other side of
room, without being caught. To catch
someone, ‘‘bulldog” in center must lift
player off flpor long enough to yell *1-2.3
British Bulldog!” A caught player becomes
one maore "bulldeg”’ for next charge. Not
more than three bulldogs can tackle a
player. If a struggling player is not lifted
completely off the floor while whole troop
slowly counts to 10, he is declared free and
joins troop for next charge, Game is run
until everyone has been caught. ~

Scoring: L.ast man caught is the winner,

Fitnass and Fun Facing jines

Half Troop Teams
BALL OVER

Equipment: Ball, about basketball size;
whistle,

Action: Line is drawn across game area. One
team on either side of line, Players take
positions at various points on their side of
line. Players cannot cross line. One Scout
with a whistle is blindfolded. When he hlows
whistle, leadar puts ball into play, Object of
game is to keep the hall in the opposing
team’s territory. Whistle should be blown
frequently,

Scoring: One point is counted against the
side that has the ball when whistle is
sounded. At end of garmne side with lowest
scoOre wins.

Whole Troop Confusion

Fun

BARNYARD

Equipment: Shps of paper with names of
animals. Each name appears on two slips.

hat. When everyone has a slip, each Scout

starts making

is

sound that

the animat

appropriate to the animal name an his slip

boy to find his “‘mate” who is making the
same animal call as he. When a Scout finds
his mate, both stop calling and step 1o one

side.

Scoring: None, This is strictly for fun,

To

Variation—-BARNYARD SURPRISE:

add some fun to this game, make one slip

make

lone Scout will

the end by one
everyone laugh,

Fun Whoie Troop Circle

SWAT 'EM OR WHIPPED TQO THE GAP

Equipment: Newspaper
swatier,

Action: Troop in circle formation, with all
players facing in, hands on back. Game
leacer walks guietly around outside of circle
and places newspaper swatter secretly in the
hands of one of the players. Player with
swatter starts hitting player to his right with
swatter. He continues swatting while victim
ruas around outside of circle and back to his
place in the ring, Player with swatter now
goes around circle {his place in the ring has
been taken by the first ieader) and hands
swatter to  another player. Game is
continued as long as desired.

NOTE: If troop is large, use two or three
swafters,

rotied up into

If printed on heavy stock, cut along solid kines to
make file cards. if printed on paper, cut apart, paste
on file cards to create your SCOUTCRAFTFILE,

Whole Troop Confusion

Fun

NUMBERS

Equipment: None,

Action:

throughout

“Form fives” {or

Scouts are scattered
fours, or threes, or twos). Scouts have to get
inta groups of whatever size s announced.

room. The leader says,

Those who don’t get inlo a group ot correct

size are out of the game.

Scoring: Last two Scouts remaining in the

game are the winners.

On leader’s command “Sit in

fives,” Scouts try 10 sit down In groups of
five ar whatever number was called. Should
the leader say “Stand in fives,” nobody

Variation 1:

moves. Those who sit at that command,

drop out.

is

2: Whenever a number
mentioned by the leader in telling a story,

Variation

the Scouts all sit down. Last Scoul 1o sit

down drops out of the game, Game ends
when only one Scout remains—the winner,
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GAMES—FUN AND FITNESS—Five relay games of patrol ot _
teams. At patrol meetings, use hailf-patrol teams. . _

Patrol Teams Paralel File ’3
FUN RELAYS ;

Far a fun session at troop meeting, use a
series of relay games. In each case, patrol
runs eight runners.

I.LUCK RELAY: In front of each patrol isa
junior leader with a coin in one hand, First
Scout runs up, guesses in which hand coin
is, 1 wrong, he cantinues running up until
he guesses correctly, leader changing coin
position at will. if correct, he returns 1o
patrel and touches off next Scaut.
122Y-DIZ2Y RELAY: First runner runs up
to a line, puts one finger on floor, and
circles around finger seven times, then races
back and touches aff second Scout, and so
an.

GRASSHOPPER RACE: Runner hops. to
ling and back with Scout cap between his
knees.

k3

4
4
il
]

“rider
in line

Paraliei File
As soan as

HORSEBACK RELAY

the

Fun Patrol Teams Parallel File
MIXED RELAY

Equipment: None.

Action: Patrols line up at starting line in
retay formation. At signal, Scout No. 1 runs
to wall, touches it, and returns to touch off
Scout No. 2. Scout No. 2 holds one foot
and hops on the other to the wall and
returns to touch off Scout No. 3 who runs
backward to the wall and back, Scout No. 4
jumps sideways to the wall and returns 1o
touch off Scout No. 5 who runs to the wall
and back on hands and feet, Scouts Nos. 6
and 7 then form a “chair’’ with their hands
and carry Scout No. 8 to the wall and back.
Scoring: First patrol completing the course
is the winner,

If he touches

A

]

§
i
B8

Fatrol Teams

None.
reach the starting line,

o/

Action: Patrals line up in relay formation

with smallest member of each patrol at the
and the two race around a mark set about

20 feet in front of the patrol,

they
back on the “harse” that just took him over

the course and ride around again before

making the transfer. This continues until the
rider "has made the rounds riding on each

Scout in the patrol. If patrols are less than
eight, the first horses will have to repeat to

make a total of seven laps.
Scoring: Fust patrol to complete seven laps

the floor in making the wransfer, he must get
of the course is the winner, .

front of his patrol line. On starting signat, he
jumps up on back of second Scout in line
must fransfer to the next Scout

without touching the floor,

Fun
Equipment:

Fun Patrol Teams Parallai File
CATERPILLAR RACE

Equipment: None,

Action: Patrol members line up single file
behind starting line. Put one chair for each
patrol about 25 feet from the starting fine.
The first Scout in each patrol piaces his
hands an the floor. Other Scours bend down
and grasp the ankles of Scouts in front of
them, On signal, patrois move forward,
swing around chair, and return 1o the
starting line. The first Scouts must walk on
hands and feet thraughout, If the line is
broke, team must stop and re-form line
before continuing,

Seoring: Team finishing first is the winner,

Parallel File
grasps  his

WHEELBARROW RELAY

Equipment: None,

On reaching the

reverse positions and
the second pair of
the same procedure.

they

Patrol Teams

the second Scout

If printed on heavy stock, cut along solid lines to
rmake file cards. |f printed on paper, cut apart, paste
an file cards to create your SCOUTCRAFTFILE.

Patrol finishing first 1s the winner,

line,
touching off
Scouts who follow

and
ankles and lifts his fegs. In this position they
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travel to the turming line, the first player

waveling on his hands.
Relay is continued until al patrol members

have competed.

Fun
floor
turning
return,
Scoring
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CAMPFIRES—~-CAMPFIRE LEADERSHIP and SONG
LEADERSHIP. General suggestions. Lists of songs to fit
moods.

SONGS - As the flames leap high |
(Numbers refer to pages, Scout Songbook, No. 3224)

Lively songs
t'm Happy When I'm Hiking (65)
The Happy Wanderer {80}
Vive I'’Amour (124 and Campfire Helps 11}
Quartermaster’s Store {36)
V've Been Working on the Railroad (35)
You Can Dig My Grave (96)
I'm a Something {Campfire Helps III)

Scouting Spirit
I've Got That Scouting Spirit {54) -
Be Prepared (56)
Trail the Eagle (59)
Haill Hail! Scouting Spirit {67)
Scouting We Go (67)

* o

SONGS - As the flarmes leap high |l
{Numbers refer to pages, Scout Songboak, No, 3224)

Action Songs
if You're Happy {18)
Duke of York {Campfire Helps 11}
Little Scouting Light {Campfire Helps 1)
My Bonnie Lies Over the Ocean {Campfire Helps |11}
Alouette (90 and Campfire Helps 111)
She’ll Be Coming ‘Round the Mountain {14)

Rounds
The Paddle Song (28)
Row, Row, Row Your Boat (30)
We're on the Upward Trail {56)
Munching Mangees (file card)
Aunt Jemima (file card)

SONG LEADERSHIP

Select songs to fit audience. Choose songs to fit a mood or to

establish one.
If song is known: Announce the song. Set pitch and hum or sing a

fine. Start song with a “Let's go!” or clap of hands. If pitched

too high or too fow, stop, start again at correct pitch.
If song is not known: Sing a verse to establish tune and words.

Repeat words only. Repeat song, having audience join as they

pick up the tune. Repeat until learned or while interest is shown.
Give beat of song while singing. Use a simple up-and-down motion of

one or both hands.
Indicate volume of singing desired by vigorous or languid motions or

raising or lowering of hands. Indicate by hand movement notes

to be prolonged.

SONGS - As the fire burns low
(Numbers refer to pages, Scout Songbook, No. 3224)

Old quiet favorites

There’s a Long, Long Trail (121)

He's Got the Whole World in His Hands (102)

Jacob’s Ladder (97)

My Father’s House {119)

Home on the Range (75}
Patriotic songs

God Bless America (45)

America, the Beautiful {46)
Closing songs

By the Blazing Counci! Fire (126)

Scout Leader’s Prayer {55)

Scout Vesper (125)

Down in the Valtey {99)

Kum Ba Yah {108}
On My Honor (63)
Taps {126)

-

" If printed on heavy stock, cut along solid lines to

make file cards. It printed on paper, cur apart, paste
on file cards to create your SCOUTCRAFTFILE.

CAMPFIRE LEADERSHIP

Follow campfire program worked out in advance and put in writing,

with leadership assigned.
Solemnity: Ceremony for starting campfire officially. Scoutmaster’s

minute and/or songs of patriotic or inspirational flavor for

closing.
Songs: Follow the fire in selection - lively songs while flames leap

high, quiet songs as fire burns low. Make use of patrot members

to lead.
Stunts by whole group: Claps, cheers, action songs.

Skits by whole patrols or by a number of actors.

Showmanship throughout:

Lighting of fire by special method.

Fire itself: Have close rapport

Costumes (improvised) for skits,

between campfire leaders and campfire tenders, with signal for
“More light” for lively songs and skits, for “No more fuel’’ as end

of campfire draws near.
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CAMPFIRES—SONGS—Action songs, rounds and trick
songs. Also suitable for troop meetings.

SONGS - Action Songs

DUKE OF YORK

The good old Duke of York, he had ten thousand men.

He marched them to the mountain top and marched them down
again. .

And when he was up, he was up.

And when he was down, he was down.

And when he was only haif way up he was neither up nor down.

Motions: 1. {Begin by sitting) On “up,” stand up. On “down,” sit
down. On "“Half way up” squat half-way up.

2. {Begin by standing) Do things opposite: On “‘up,” sit down. On
“down,”’ stand up. '

3. {Divide into two groups, one sitting, one stands) Motions as in
both 1 and 2 togehter.

SONGS - Action Songs

LITTLE SCOUTING LIGHT

1. This is my little Scouting light (hold up index finger) I’m going to
letit shine {three times)
l et it shine, et it shine, all the time.

2. Carry my light around the block {move index finger in circle).

3. Cover my light with a basket? NO!{cover finger with other hand
cupped; lift abruptly at NOI)

4. Don’t you blow my little light out {instead of singing “blow,” go
“Puﬁ")

MY BONNIE LIES OVER THE OCEAN
Stand up for 1st B {in Bonnie), sit down for 2d B. Continue same
way throughout song. Most fun comes from line "“Bring back, bring
back, oh bring back my Bonnie to me.”

SONGS - Rounds

MUNCHING MANGOES (to tune of Are You Sleeping?
Munching mangoes, munching mangoes.
Mish mush mash - mish mush mash.
Jump into the river - jump into the river.
Splish splosh splash - splish splosh splash.
(emphasize the Splash with a loud clap)

AUNT JEMIMA (to tune of Soldiers” Chorus from
Opera Faust with fourth line distorted)
Aunt Jemima, look at your Uncle Jim.
He is in the duck pond, learning how to swirn.
Now he does the backstroke, now he does the side.
Now he's in the water, swimming against the tide.
{emphasize with swimming strokes)

If printed on heavy stock, cut along solid lines to
make file cards. if printed on paper, cut apari, paste
on file cards 1o create your SCOUTCRAFTFILE.
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CAMPFIRES—CLAPS, CHEERS—Claps for fun and
coordination. Cheers for applause and felowship spirit.

A-B-C-CLAPS
Famous Class A Clap - If some don’t know it, start by counting loud
while clapping:
“1.23-4 34 34 - 1-234 34 34 — 1-234 - 1.2.34 -1\
Then simply clap: o 7
sddiddlde|d-1dddiddddid-I
dddid. 1dddid. 18 Repeat faster,

Class B Clap “is exactly the same as Class A - except you don't clap
that last clap you clapped in Class A"

Class C Clap “is exactly the same as Class A and B - except you don’t
clap that last clap you clapped in Class A and which you didn’t clap
in Class B - and then you remember you didn’t clap that last clap you
clapped in Class A and which you didn't clap in Class B - and then
you clap it.”

BRAVO CHEER
AMERICA CHEER

.

CLAPS

HITCHHIKER’S CLAP
Teach this clap by counting loud while clapping:
1-2-3-4-5 - point thumb to right, hitchhiker style.
1-2-3-4-5 - point thumb to left
1-2-3-4-5 - point thumb upward
1-2-3-4-5 - point thumb downward
1-2-3-4-5 - point thumb to right, to left, upward, downward
{Do the clap slowly at first, say “‘Much too slow!” Then do it fast.)

deddlialdddiéideldddd (Tt
diddld iddddiireat Ui

BROWNSEA CHEER

INDIAN “HOW!’ CHEER
For mild approval, leader leads in an emphatic "HOW!” For greater

“HOW! HOW!" For even greater: “HOWI!I HOW! HOW!”

For greatest: “HOW! HOW! HOW! UG
“We're the boys who make no noise!
‘“Whooo-haazh! Who-ha-haah! Who-ha-who-ha-who-ha-haah!

“Brownseal Brownsea! Brownseal” (or patrol name}.

Leader: Who are we?

“B-R-A-V-O - BRAVO! BRAVO! BRAVO! (pronounced BROW)
Chorus:

"A-M-E-R-I-C-A! Scouting! Scouting! U-5-A! Rah!”

- CHEERS for Applause and Spirit
approval:

CLAPS

MOSQUITO CLAP : .
Each Scout follows an imaginary maosquito, pointing at it with an
index finger, as it flies around, humming “Bzzzzz.” Mosquito lands
on Scout's left forearm: “Cluck” {make sound with tonguel.
Mosquito sucks blood: “Sluuuurrppp.” Scout smacks it with his right
hand, ““Smack!” and laughs loudly three times” ““Ha, ha, ha!”

RAIN CLAP
Start by tapping right thumb on paim of left hand to represent first
few drops of rain. Then use two fingers, three fingers, four fingers,
five, palm of hand - from soft clapping 1o very loud. Then in reverse
order back to thumb on palm - as the rain passes.

build up speed. Wind up by

APPLAUSE CLAP
FREIGHT TRAIN CLAP

HANDKERCHIEF CLAP

Start slowly,

If pf‘mted on heavy stock, cut along sofid lines to
make file cards. If printed on paper, cut apart, paste
on file cards to create your SCOUTCRAFTFILE.

it is in the air, then stop. {Leader may fool group by not actually

throwing handkerchief.)
Clap simulates freight train starting off with great effort, gaining

speed, passing by with great noise, disappearing into far distance,
with a few whisties along the way. Vary by speeding up, slowing

L eader throws handkerchief in the air, then catches it. All clap while
down, stopping {giving off steam), starting up again.

Leacder divides group into two sections. Each section claps only when

pointing to both sections.

leader points to it.

CLAP

%
3
B
-
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CAMPFIRES—SKIT PLOTS—Outlines only for five simple
skits. Add your own dialogue and stage "business.”

Skit Plots Whole Patrol
THE ECHO

Anncuncer: "We are at a resort hotel in the
mountains, Manager is waiting for his
guests.””  Guests arrive, 1st Guest: "
understand you have a good hotel.”
Manager: “Absolutely.”” 1st Guest: *With
excellent food.” '"Absolutely.” "And a fine
view.” “Absolutely.” “But what do you
have for entertainment?’’ Manager: "The
most extraordinary echo in the world.” 1st
Guest: "'Let me try. {Yelis} HEY THERE!"
Echo {hidden boy autside campfire circle):
“"Hey there.”” 2d Guest: “Now let me try.””
yells something, Echo answers. Other guests
try in turn, with Echo answering, Last guest
yells: "HOW ABOUT A DRINK? Echo:
“#'1l be right down."

- " gMEEQEQ5ETL8T O 0E
NOTE: This is "camned" plot only. 3 §§§;;§w§§§§‘:%§:i
Add your own dialogue and action. ‘g Ly EEEERYE o Dy S3
E . B3rgceL$8-89T i
SkitPlots  Three Scouts or Whale Patrol F3 o2l  8E255° 288388
s M = o -
JUMBO, THE ELEPHANT & 556 5C Epfateguis
| ¢ 33F8;85:3533° 3838
Announcer:  “We are at the zoo, in front of - ST uoE®228 g
the etephant cage.”” Pgints to sign that says a ; Zrz ; g a2 "’(_13 2D E af g
“QUIET - SICK ELEPHANT.” Two (or ~ BzgcFsfeg™gY 228"
more) keepers enter, walk up and down, £ 22353 5. 2% SE R
wringing their hands, moaning: “What are < 2B EgEE ¥ 'g o % f 30 0_8
we going to do? Where is that doctor? Why T 2; 2z8 Ed=mgay g S'
doesn't he come - Jumbo may die. This £ 522587 2% @ -=5§'ng
suspense is awful,” etc. Doctor enters. & ] R = g£® _a;'? s E: a'i 2 .
Keepers grab hold of him, pleadingly. “You 5 = 3 5 3 e % g2 @t % 2, & S‘-.::,
must save him! You must save himi'" in 2532553832558 3
Doctor: VIl try, but Jumba is very, very
sick.”” Keepers moan, sob, behave "
dasperately. Doctor: | realize that you love ; :' i o
the poor animat, but don’t you think you e A T AN
are overdoing it?"" Keepers {scbbing): "' Love = T /y
has nothing to do with it, If Jumbo dies,
we're the ones who have to bury him,” ‘
)

NOTE: This is ''canned" plot only.
Add your own dialogue and action.

Skit Plots Whote Patrol
UGH!

Six or eight “Indians,” draped in blankets, s
with feather in hair, enter campfire circle in :’f,{"
a single file. Walk silently twice around 4
campfire, then seat themselves in a ring wr

around the fire. Pause. 1st Indian {Chief}:
“Ugh!” 2d indian: “Ugh!” 3d Indian:
‘Ugh!” And so on around the circle, until

last Indian who says “Ugh-ugh!”" Long 3 Puc 2808 ddd, L 88 PE
silence, broken by 1st Indian: “If you can't = 2525955%3@%‘%.9 o= a
. . . . . 87 EE S
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CAMPFIRES-DUEL CHALLENGES-"'1,
of Patrol, challenge of Patrol to (Also for
meetings)

Fitness Patrol Representatives  Informal
INDIAN LEG WRESTLING

Equipmaent: Blanket, if desired.

Action: After a formal challenge, or
elimination contests within the patrols, two
patrol representatives lie down on a blanket
side by side. Contestants’ backs are flat on
the ground, their legs in opposite directions.
On signal ""one,” contestants raise their
inside leg to a vertical position, On “two”
they repeat this action, and on “three,”
each tries to lock leg with opponent and
twist him over,

Scoring: Scout twisting opponent over two
out of three times is winner, If both players
should be twisted over simultangously itisa
tie, As in all' dual contests, winner should be
promptly challenged in a more or .less
formal manner by someone else until a
troop champion is found, one Scout has
been the winner three times in succession, a
certain number of rounds have been played,
or until a certain time has elapsed.

Fitness  Patrol Representatives Informai

INDIAN HAND WRESTLING
Equipment: Name.
Action: One contestant places outside of his
right foot against cutside of the other's.
Both brace themselves by placing ieft foot
long step to rear. They grasp right hands and
attempt to throw each other.
Scoring: First to succeed in making the
other move a foot or lose his balance wins.
Run contest for a best two-out-of-three,

SLAP JACK

Equipment: None,

Action: Contestant No. 1 places open
hands, palm down, on upturned paims of
contestant No. 2. No, 2 tries to puil one
hand, or both, away quickly and slap
opponent’s hands on the back. When he
fails, contestants change hand positions and
No. 1 has his chance,

Scoring: First making given number of slaps
is winner, or, most slaps in given time wins.

Informal

Fitness Patrol Representatives

THE STRUGGLE

Equipment: None,

Action: Two selected patrol representatives

face each other about a yard apart, stretch
arms out sideways, lock fingers of both

hands, and then lean toward each other til}

their chests touch, push chest to chest.

Scoring: Scout who drives the other back to
the wall of the room or on to the goal line
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Instead, they press

going to shake hands,

their wrists together. Each tries to turn the
other around backward.

Scoring;

having the most

The patrol

individual wins is declared the winner.

{Adapted from Baden-Powell's Scouting faor

Boys.}

Fitness Patrol Hepresentatives Informal
INDIAN ARMWRESTLING

Equipmant: None.

Action: The two contestants face each other
across a table, Each places his right elbow
an the table in front of him and then grasps
hand of his opponent. On the signal to start,
each Scout presses to the left in an attempt
to make his opponent’s knuckles touch the
table or to rmake his elbow leave the table.
Scout is not permitted to use any ather part
of his body,

Scoring: The first to make his opponent’s
knuckles touch or elbow raise, scores a
point. Two points out of three tries wins,
Variation=INDJAN THUMS WRESTLING:
Scouts place fists on table, thumbs up and
knuckles touching. Thumbs are raised and
linked together. Scouts try 0 twist first so
opponent’s fist is raised off table, Two
points out of three tries wins.

Informal

If printed on heavy stock, cut along solid lines to
make file cards. If printed on paper, cut apart, paste
on file cards to create your SCOUTCRAFTFILE.

Fitness Patrol Representatives

STICK FIGHT

Equipment: One Scout staff.
Action: Players face one another, with feet

placed in wide, firm stance. Players grip

stick firmly with both hands, each having
his left hand on the inside of opponent’s

right hand. On signal, each tries to get stick

down with right hand and pulling up with

feft,

to touch ground on his right side by pushing

and stand about a vyard apart,

Scoring: Player succeeding in two out of
Variation—STICK TWIST: Players face one
gripping stick in similar manner as in Stick

three tries is the winner.

another

Fight, with the exception that contestants

Object is to

bring staff straight down without bending

hold stick at eye level or higher.

wrist or elbows or having stick twist in hands.

T,

T ST A
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GAMES—-NATURE-Five nature games for patrol teams,
some of them also suitable for PL to stage for patrol.

Nature Patrol Teams Facing Lines

LEAF MATCHING

Equipment: Large tabie {or two tables) with
seating capacity for two patrois.

Action: Part 1—Send patrals out 1o collect
one leaf only from as many different trees
as they can find. They have 5 minutes to do
the job.

Part 2—Cne patro! is seated on one side of
table, the other on the other side. Scout
from one team holds up a leaf, identifies it,
scores 10 points, First Scouwt on other team
to hold up similar leaf scores 5 points for
team, This second Scout then holds up a
leaf, identifies it, scores as above. !f a tearmn
identifies incorrectly the leaf it holds up, it
scores nothing, but other team may score 10
paints if it corrects mistake, If a team
cannot match cpponent’s {eaf, it misses its
turn ‘and opponent holds up another leaf for
matching.

Patrol Teams Infarmal

NATURE MEMORY HUNT
Equipment; On a large table, spread out a

naturg dispiay consisting of approximately
20 items, such as:

Mature

Acorn Cups Bird feather
Small rock Local wild flower
Large burdock leaf Fern frond
Bundle of pine needles Local wild berry
Broken bird egg shell or nut, etc,

Action: Part 1-Patrol has 5 minutes to
observe the display, in silence, as Scouts try
to memorize the itemns.

Part 2- After a huddle, Scouts scatter for 10
minutes to collect items corresponding to
places their items next to the items in the
ariginal display.

Scoring: Patrols with most items in given
time win, {If time permits, try to identify
the items.)

Informal

Patrot Teams
FREAK PLANT HUNT

Equipment: Pad and pencil for each patrol;

items for “doctoring up’’ plants.

{n a given area, "doctor up” a

number of different trees and plants—i.e.,

Action:

tying ash leaves on a tulip tree, having an

orange "'grow’’ on an oak tree, making daisy

atc,

spicebush,

on a

“bloom™

flowers

time limit for returning, then send patrols
out for ten minutes to find these freaks of

-
(=]

bringing back report

Patrol
greatest number of nature oddities wins,

Scoring:

Variation: Have leaders lay a simple trail.

Place freak plants and nature oddities along

Run game as a speed and observation

trail.

test.
Scoring:

returning wins 25

patrol
points. Patrol with longest list of freaks wins

First

points
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Nature Patrol Teams Informal

EDIBLE PLANTS WHO'S WHO?

Equipment: 20 {or more} edible plants in
Mo. 10 tin, numbered from 1 to 20. Card at
each plant gives name of plant and part that
is edible, for instance “Cattail - pollen for
flour - shoot for greens - root {rhizome) for
starch.” Pencil and paper for bays.

Action: Part 1-—Patrol walks around cans,
silently, as poys read descriptive cards and
try to fearn plants and piant parts.

Part 2-All the identifying cards are
removed. The patrol again walks around
cans. The Scouts try to identify and list al
plants and edible parts. Patrol goes into
kuddle and makes list of plant names and
edible parts.

Scoring: 5 points for each plant correctly
identified,

informal

Sealed letier for each patrol.

instructions;

following

the

this:

read

the moment you

bit of
. Good luck

seeds,

If printed an heavy stock, cut along solid lines to
make file cards. |f printed on paper, cut apart, paste
on file cards to create your SCCUTCRAFTFILE.

fourteen dandelion
rabbit Huff, five dead flies . . .

Patrol Teams
NATURE SCAVENGER HUNT
from

suffering from acute mogigraphia and wibl
not get berter unless he drinks a dose of my
patent antimogigraphia formula. Far this |

twelve pine needles, six inches of sassafras
and good hunting! {signed) Crambambuly,

Witch Doctor.” {List should contain about
Scoring: Patrol bringing in largest number of

twelve 10 twenty items, fitting your locality
items within one hour wins,

shall need the items from this hst within an
and the season.)

leader has contracted a terrible disease. He is
hour

Actian: Each patrol is given a sealed letter
“Greetings my friends! Your senior patrol

Nature
Egquipment:
cantaining
branch,
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PROJECTS-NATURE—Five naturecraft items, for Scouts
working individually or in patrol groups.

NATURECRAFTS~Leaves
SPATTER PRINTING

Nail a piece of wire screening to 3 wooden
frame on each side. Place frame over leaf
lying pinned to a piece of white paper. Take
an ofd toothbrush or other stiff brush and
paint color over the screen with the heaviest
coating around the leaf. Lift ieaf off when
paint is dry.

Primitive way: D¥p tosthbrush in ink and
shake off surplus. Scrape knife zcross
bristles to spatter paint on leaf,

NATURECRAFTS—Leaves
INIK PRINTING

With a rubber roller, roll out a small dab of
printer's ink on a glass plate. Ink underside
of ieaf, piace leaf, inked side down, on
white paper. Cover with a piece of
newspaper and run roller over it., Don't let
leaf shift position.

NATURECRAFTS—Track casts

TRACK CASTS

Place cardboard ring or ring cut fram plastic

bottle around track, Pour water into can.

Add plaster to form small “island.'' Stir to

make mixiure like melted ice cream. Pour
into track, Let-stand until set. Mark with

name, where found, and when.

NATURECRAFTS—Leaves

SMOKE PRINTING
Coat piece of cardboard lightiy with butter leaf firmly against soot. Remove and press
or petroleum jelly., Move back and forth sooty side of leaf against clean paper.

e

e

over lighted candle to pick up soot, Press

If printed on heavy stock, cut aiong solid lines to
make fite cards, If printed on paper, cut apart, paste
on file cards to create your SCOUTCRAFTFILE.

NATURECRAFTS~Twine, rope

From time to time, pull fibers apart to

TWINE AND ROPE MAKING

To add new tiber, twist

the additional lengths into one strand, make

uighten the twist.

in a clockwise
2. Hand-over-hand twist fibers

together in a counterclockwise direction. 3.

Twist fibers separately

1.

cord past the splice, and then add new fiber

1o the other strand.

direction,

!_
|
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GAMES AND CONTESTS—COMPASS and MAP
ill-Laying out the areas for compass and map games and
contests.

ground {above) on a west-east line, No. 1 at
west end. Or it can be a 100-foot string with
Course for Compass Game, No. 1133, can numbered tags, 5 feet apart (beiow).

be set up by placing 20 numbered stakes in s

- < » -
o COMPASS ﬁﬁ@fy

SAME W

COMPASS Layout for Compass Game

COMPASS Layout for Compass Course

To lay the compass course " from flagpole to
patrol site by or through model site,” start
at patrol site. Take back bearing {i.e., point
direction arrow toward vyou) from patrol
site to suitable landmark (tree, stone, etc.)
in direction toward flagpole. Write down
degrees. Measure distance, Take other back
bearing to model camp, note degrees,
measure distance. Once more, to flagpole.

COMPASS Layout for Octagon Walk

{Determining directions)

Equipment: Place in the ground in a rather
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and  measuring

taking bearings
distances, such as "A 1o F, ...

return,
Q

it FtoD

{Numerous

Q

I A
possible:

Dto A..D.

. fr.

_combinations
G-C-A-G, C-A-F-C, F-B-C-F, and 50 on)

B-F-C-B,

are

Patrol with best answers wins,

Usual markers for orienteering stations
consist of burlap banners, painted red and
white, with code symbol in red. Tricky
marker can be made from plastic galton
hottle. Make band of masking tape. Spray
red. | nclude code.

Or make hol-

J low prism of
vinyl floor
tiles painted
red and white,
as used in in-
ternational
Orienteering.

If arinted on heavy stock, cut aiong solid lines to
make file cards. If printed on paper, cut apart, paste
on file cards 1o create your SCOUTCRAFTFYLE.

straight stick, with nails for exact pointing.

Set

COMPASS Layout for Direction Hunt

{Determining directions}

up stakes with pointer pointing to

{ndicate

landmark with description or

landmark or feature in landscape.

each

a

number.

Equipmant: Secure eight tall stakes. Provide
top of eactr of them with a pointer: either

Run Direction Hunt as described on

Action:

Gamefile card.

an arrowshaped piece of woaod, or simply a

DIRECTION

HUNT
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PROJECTS—COCKING—Main meal cooked in foil {meat,
vegetables, bread, dessert). Passible overnight menu.

HAMBURGER A LA FOIL

Cut up a potato into small pieces as for
French fries, Cut up a carrot of two into
“sticks.” Pat a-pound hamburger into a
3/4-inch thick cake. Place the ingredients
side by side on 3 piece of foil, sprinkle with
salt and pepper, wrap in the foil, and put
the package into the coals.

Cook 15

minutes. For extra tastiness, smear mustard

over the hamburger before cookirg.
STEWA LA FOIL

Use chunks of stew rneat instead of the

hamburger, Add cne cut onion, 1

tablespoon of water. Caook 25 minutes,

COOKING—Foil cookery

SHISH KEBAB OR KABOB

Make a skewer from a thin stick. Cut
Y-pound lamb {or beef steak) into 1-inch

If you have them, add pieces of
tomato or green pepper, slivers of bacon,

stick.

COOKING—Foil cookery

BAKED APPLE AND BAKED BANANA

Baked fruit makes excellent dessert. Cut a

g

in a piece of foil. Place

banana, skin and all,

wrapped-up fruit in the hot coals, Apple

top of apple, remove core,

from

bakes in about 30 minutes, banana in 10.

Serve in the foil,

Place in

sprinkle in a teaspoon of sugar.

middle of piece of foil, bring corners over

apple,

Wrap

them

then twist

together,

COOKING—Foil codke_r_y

/

Lse ready-mixed biscuit flour, or this
recipe: Mix 1 cup flour, % teaspoon saft, 1%
teaspoons bhaking powder, then cut 2
tablespoons lard inzo the flour mixture with
a knife, With a stick make a crater in the

cubes. Peel an onion, cut it lengthwise slices of cucumber. Wrap the kabob in
through the middle, and separate the feaves. aluminum foil and cook for about 14
String meat and onion alternately onto the minutes,

BISCUITS

flour, pour in a small amount of water, stir

until dough has formed. Pat into
Y-inch-thick  biscuits, Wrap .looseiy in
aluminum foil, feaving roem far dough 1o
raise. Bake the biscuits about 10 minutes,

If printed on heavy stock, cyt aiong solid lines to
make file cards. |f printed on paper, cut apart, paste

on file cards to create your SCOUTCRAFTFILE.

OUTPOST HIKE MEALS

COOKING

Urensils

Food From Stock

Supper

3 pots 1 pan

Jam or jelly

Soup

Chef’s tool kit

Sugar, salt, pepper

Beef stew
Biscuits

Aluminum foil

From quartermaster

4 plastic bags for

3 packéets pea soup

fFig cookies

sugar, biscuit mix,
milk, apricots

Preparation

3 1%-pound cans stew
1 box biscuit mix

Candy bars
Cocoa

1 box hg cookies

8 candy bars

Breakfast

For soup, biscuits,

Stewed apricots
Cereal and mitk

Bacon

cocoa, and mitk
see packages

Stew: heat

16 packels ¢cocoa mix

1 pound dried apricots
8 individual tereals

Biscuits

cook
after supper

Apricots:

2 1-quart dry milk

2 pounds bacon

Jam or jelly

Cocoa

1
i"i.
x
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GAMES AND CONTESTS—-PATROL
CHALLENGES—"Coup stick” events using logs. Also list
of further suggestions.

Log-Rolling Patrol Teams Parallel File
LOG-ROLLING RELAY

Equipment: For each patrol, one jog 3 feet
tong and 12 inches in diameter, eight stakes h
set in ground as shown in diagram.

Action: Patrols line up in relay formation

facing the course. Two Scouts in each patrol I
rolt the log up the course, between the sets

of stakes, around the turning point, and

back through the sets of stakes to the

starting point where the next pair of Scouts

takes over and repeats the process, and so

on until gight Scouts have taken part.

Scoring: The first patrol to roll the log four

times through the course is the winner,

13 4 SETS OF

- STAKES

i '\' SET 32"
} APART

Various Formations

o
COUP EVENTS

Other possibilities {in addition to BrFr-1 and BrFr-11)

W
)
Patrol Teams

Log-Raising Patrol Tsams  Parallel Line .
LOG-RAISING RELAY

Equipment: For each patrol, a crossbar 10
feet high, a 3-foot log about 12 inches in
diameter, and a 50-foot length of %-inch
rope.

Action: Patrols line up in relay style at
starting fine, 25 feet from crossbar, On
signal the first Scout in each patrol coils
rope and throws one end of it over the
crossbar. He runs forward and ties one end
of rope around the log with a timber hitch.
He then hoists log off the ground by pulling THROWING

popular)
ROMAN CHARIOT RACE (BrTh-t1-4)

bow saw
CROSSCUT-SAW RELAY (BrMo-tIl1-5) cutting 4-inch disks

from 8- to 12-inch log
Scout Staff Events {If not used previously, or as repeat if

BOW-SAW RELAY (8rMo-111-5) cutting 6-inch log disks with
REACTOR TRANSPORTER (BrTh-11-3)

TENT-PEG DRIVING RELAY {BrMo-111-3)
TENT-PITCHING CONTEST (BrSu-1-4)

FLAGPOLE RAISING {BrTh-1i-5)

Others

CHAIN GANG RACE (BrTh-1-5)

Log Sawing Events

Patrol Challenges

on the free end of the rope. After log has LINE
cleared ground, he lets it drop, unties timber

hitch, pulls rope from crossbar, and carries

one end to starting line and touches off next -
Seout in  his patrol wha repeats the

performance until all eight members have
run the course. Scout fatling to throw rope .
over crossbar after five attempts disqualifies C OWED FOPE

his patrol.
. x
Scoring: First patrol to finish is the winner, SO’

Log-Hauling  Patrot Teams  Parallel File
LOG-HAULING

Equipment: For each patrol one log, 5to B
feet long; one rope, 100 feet long. {Or use
one iog and one rope for all teamns, taking
time with stop watch.)

Action: Patrel ties timber hitch around log.
Then each Scout ties a bowling-an-a-bight
at intervals along rope {or overhand knots
on double line, forming large toops). They
place bights over shoulders as harness and
drag log 50 feet across finish line,

Scoring: First patrol to ¢cross with all knots
tied corractly wins,

Paraltel File

LOG-CHOPPING RELAY

one Explorer

{three-quarter} ax. Object is to cut log in

half with fewest number of strokes.

Scout No. 1 runs up to

stakes,
log, takes six strokes, sticks ax n 10g, runs

Patrol Teams

four

{f printed on heavy stock, cut along solid lines to
make file cards. If printed on paper, cut apart, paste
on file cards to create your SCOUTCRAFTFILE.
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six strokes, and so on. Continue until log is

cut in two.
strokes wins, NOT the patrol that does it

Scoring: Pairol cutting log in two with least
fastest, Stress accuracy over speed,’

back, touches off Na. 2 who runs up, takes

Axmanship
place
Action: At sighal,
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GAMES AND CONTESTS—PATROL CHALLENGES—A
variety of ““coup stick’ events, using ropes for knots and
lashings.

Knots Patrol Teams Informal
“HOT" ISOTOPE TRANSPORT

Equipment: Isotope “container” is a log, 6
to 8 inches in diameter, 10 inches long, set
in the center of a 20-foot circle fenced with
rope. Transporter is a 2 t0 3-inch wide
rubber band cut from an inner tube, To thes
band are tied eight 20-foot ropes. Object 1s
to pick up isotope container from within
circle {supposedly radicactive)l and place it
on the ground outside of the circle,

Action: Patrol lines up around circle. Each
Scout grasps a rope, Under leadership of
patrol leader, Scouts pull rope to stretch
rubber band, then bring expanded band
down over container, relax band to fit
tightly around container, then Ilift and
deposit container upright outside of the
circle.

Scoring: Patrol daing job in shortest time
wins, {Or have severai containers. Patrol
with the most out in a given time wins.)

Informal
Scout
and a

CATCH THE SNAPPER

four

of cord,
iine up on

Knots Patrot Teams Informal
KICK BRIDGE b

Equipment: Two 12-foot spars, mwo f(or H
four) 20-foot guy-line ropes, one &-foot
rope, one 20-foot recovery line. -
Action: Patrol ties guy lines to top of spar '
1o be uprighe. 1t ties upright and harizontal
together, with 6-foot rope, using clove
hitches, sa horizontal spar hangs {oose.
Recovery line s tied to free end of
horizontal. Two {or four} Scouts man guy
hnes. First Scout to cross runs to upright,
swings horizontal across ““stream,” gets off,
Horizontal is swung back far next Scout,
etc. Guy lines eventualiy are Yrought to s
opposite side. | o
Scoring: Patrol getting Scouts acrass in | ) “V\/ '
shortest time wins. Deduct for Scouts falling e -
in "water.” &

into a super-iong

Patrol Teams
each patrol
lengths
Patrols
staves

P

Far

several

mousetrap,
15 feet apart.

lash their

Action: To forma “river' draw two parallel
fishpole with a fishline.

lines
“riverbank.” On opposite bank from each

patrol i5 a cucked mousetrap. Each patrol
Scoring: First patrol to cawch its snapper

Equipment:
wins.

Lashings
staves,
must

i

Knots Patrol Teams Informal
REMOTE CLOVE HITCH TYING

Equipment: For each patrol a tree around
which a 10-foot-radius area is staked out,
not 1o be entered; ane 50-foor rope,

Action: Two Scouts grasp rope at either end
and are not permitted to let go. Object now
is to tie ¢love hitch around tree without
entering circle, Other Scouts are permitted
to help with advice and by raising rope as

.. . - i h = 5 & = = e VoMY e Y= o
needed. This is a fooler requiring lots of g e85 B LEEifF o 8TE
inki = 8T ~=2»c € E22msE"c-Z°
thinking! 5 T2E.F58 o _GQ“E%EEE
P . - . — - Al -
Secoring: Patrol finishing first {or in shortest < B, 22 € BETEZAcE 3
8 . - ,,ﬂ_’:a‘é‘_..-‘;,a ) wE T nnE«
time) wins, m_Ecgm" %dmg.;EFQES ~E
Variation—SQUARE KNOT TWO-MAN BTZ2°%2 5E882F358 5%
TYING 2 5223384 53208 5_535%¢
. 53 el @ c =5 ]
Equipment: For each patrol a S0-foot rope. g < FEEC 5 m_gggm_m;°-§~ ga
. @G -_— - e -
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GAMES AND CONTESTS—FIRST AID—Give patrols &
minutes to read and diseuss problem, then 10 minutes to solve it.
Be prepared by having realistic make-up kit on hand.

First Aid Patrol Teams Informal
FIRST AID PROBLEMS 1

Problem A: A boy zigzagging on a bicycle is hit by a car. He receives
a cut on the left forearm which severs the artery. He also sustains a
simple fracture of the right leg.

Problem B: A driver speeding along a country road has a tire blow
out. The car smashes into a pole. The driver receives a simple fracture
of the right forearm and a gash on the right shoulder causing arterial
bleeding.

First Aid Patrot Teams . Informat

FIRST AID PROBLEMS 2
Problem A: While on a hike, a patrol of Scouts find an electrical
breathing and has burns on both hands.

Problem B: While swimmingin a country pond, one boy jumps from
a rock ledge and does not come up. The other boys notice he is gone,
jump in, and pull him out. He is not breathing and has a gash on his
forehead that is bleeding profusely.

MOTE: Each Scout must show how to get victim into correct
position for rescue breathing, without giving the actual
mouth-to-mouth blowing.

.repairman lying at the bottom of a transformer pole. He is not

REALISTIC FIRST AID for Patrol Demonstrations

Plan, prepare, and train in advance. To add realism, have on hand the

following items for each patrol:

Makeup items {(Buy for the troop, then make up patrol portions, in

small jars or small bottles as needed)

1 can wax for realistic first aid, No. 1091

inexpensive lipstick for red, eye shadow for blue

Tube or small jar of white latex or surgical adhesive {or canvas

cement, No. 1349)
Liguid makeup, from drugstore or variety store

Homemade blood: Mix cocoa into water to form slow-flowing

mixture. Add drops of red food coloring.
NOTE: Victim should wear old clothing to protect his uniform. He

should attempt to enact proper symptoms: dazed, suffering from

pain, breathing slowly or fast, etc.

First Aid Patrol Teams informal
FIRST AID PROBLEMS 3

Problem A: A boy is riding his bicycle when a dog bites him on the
right ankie. The boy swerves to get away, falls heavily on the road.
He lacerates a large area of his left elbow into which dirt and sand are
ground. His left wrist is swollen and painful.

Problem B: A man is pinned. under a pickup truck which bhas
overturned at the side of the road. When he is released, it is found
that his head has a cut over the right eye and is spurting blood. His
right ankie is very painfu!l and swelling rapidly.

If arinted on heavy stock, cut along solid lines to
make file cards. If printed on paper, cut apart, paste
on file cards to ¢reate your SCOQUTCRAFTFILE.

informal

Patrol Teams

First Aid

FIRST AID PROBLEMS 4

Problem A: On an extremely hot day, agroup of boys are sitting on

a fence in front of their high school, watching a parade. One of the
boys falls to the ground. His face is hot, dry, and flushed, and his
pulse is exceptionally rapid. His left ear is torn and bleeds profusely.

Problem B: On a very cold day, an unconscious man is found lying

back of a train shed. It is evident that he has slipped on the railway
track and struck his head. There is a gash running 5 inches from front

to back of his head - it has bled profusely. The skin of his face is very

cold and the ears are pale.
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GAMES~FIRST AlD—Five gamas of patrol teams. At patrol

.':_"[ meetings, use half-patrol teams.
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First Aid Buddy Teams informal )
BUDDY BANDAGING

Equipment: Scout neckerchief ar triangular
bandage for each Scout,

Action: Patrols are seated in their patrol
corners. A judge is assigned to eacn patrol.
Each Scout selects a buddy from his own
patrol. The name of a bandage is
announced. On signal, one Scout from each
teamn ties the named bandage on his buddy.
The judge checks bandages as they are
finished, As soon as a bandage is approved
by the judge, it is removed, and the Scout
on which the bandage was tied now ties the
same bandage orn his buddy. When the judge
appraves both bandages for each team in the
patrol, the patrol has finished the first
round. They use another type of bandage < \

for the second round, etc.

Scoring: Score 1 point for the patrol .
finishing a round first. The patrol with the

most PoiNts wins.

.

put one
balloon

Parallel File

STRETCHER RACE

First Aid Patrol Teams Parallel Fite
ARM SLING RELAY

Equipment: Neckerchief or triangular
bandage for each Scout.

Action: Patrels line up in relay formation
with one Scout acting as a patient and
standing in front of his patrol on the
opposite side of the room. There is a judge
for each patrot. Qn signal, the first man in
each patrol runsg to the patient and applies
an arm sling. The judge observes, The
instant he sees that the sling is correct, he
shouts “off,” and the Scout removes the
sling and runs back to touch off the next
member of his patrol, This continues until
all in the patrol, except the patient, have
tied a sling,

Scoring: First patrai through wins,

NOTE TO JUDGES: Slings must be
correctly applied and adeguate to serve the
purpose.

line without
At starting line, victim is lifted

{Not For Speed)
Equipment: Two staves, one strong bianket,
and one inflated balloon for each patrol.

Patrol Teams

1o starling

Action: Patrols line up in reiay formation
two “victims” in front of each. On signal,
two members of patrol run up with blanket

and two staves, make stretcher,
vicitm on jt. Junior leader {or judge) ptaces

inflated bafloon en victim when siretcher
carriers are ready to lift stretcher. Victim is
carried

off, and two other Scouls run up (o make

stretcher for transporting second victim.
carefully {without balloon falling off] to

Scoring: Patrol bringing boih victims most
starting ling, wins,
iy

falling off {balloon is to assure care rather

First Aid
than speed}.

First Aid Patrol Teams Parailel File
TWO-MAN CARRY RELAY

Equipment: Single turnaround post,

Action: Scouts line up in relay fashion
facing a single turnaround post Jocated 30
feet from the starting line, Scouts in the
patro! shall be numbered from one to eight.
On signal Scouts Nos. 1 and 2 will carry
Scout No. 3 with a four-hand seat carry (for

conscious patient! out and arcund the = 52 ©L 2338 £§ g5 w®
turnaround post and back 1o the starting g TP ElTEELE EE il @
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