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Scout Basics 
Scout Oath and Law Skills 

 Scout Rank Oath and Law Skills  

5 Demonstrate the Scout sign, salute, and handshake. (pg 20) 

7 Understand and agree to live by the Scout Oath or Promise, Law, motto, and slogan, and the Outdoor Code. (pg 22) 

Scout Oath and Law Games 
Scouting History 

Equipment: Pencil and paper for each patrol 

Procedure: The patrols sit in patrol corners. The Scoutmaster or any of the leaders asks the following, or similar, questions, 

based on information in the Boy Scout Handbook: 

1. Who was the founder of the Scouting movement? 

2. What was his profession? 

3. In what country was Scouting founded? 

4. When was the first American handbook for Boy Scouts published? 

5. When and where was the first Scout camp held? 

6. Who brought Scouting to America? 

7. When was the Boy Scouts of America founded? 

8. Who was the first Chief Scout of the Boy Scouts of America? 

9. When and where was the first world jamboree held? 

10. When will Scouting celebrate its 100th birthday? 

 

Scout Law Baseball (Scout 7) 

Equipment: A set of 14 index cards—12 of them numbered (from 1 through 12), one of them blank, and one of them 

marked with an “X” 

Rules: 

1. The number 2 card is a double. 

2. The number 6 card is a triple. 

3. The number 12 card is a home run. 

4. The blank card is a base on balls. 

5. The “X” card is a strikeout. 

6. All of the other cards are singles. 

Procedure: Draw a miniature baseball field on the floor or ground. Line up the batting team (patrol) behind home plate. The 

umpire (game leader) holds the cards in his hand. Each player draws a card from the umpire and recites the point of the 

Scout Law indicated by the number on the card. If he knows it, he becomes a base runner, going through as many bases as 

specified. If he does not know the wording or if he draws the card with the “X,” he is out. After three outs the next team 

comes to bat. 

Scoring: The patrol with the most runs after three innings of play wins. 

 

Scout Law Hunt (Scout 7) 

Equipment: One copy of the same issue of a newspaper for each patrol; pencils 

Procedure: The patrols go to patrol corners, each with a copy of the same issue of a newspaper. On signal, the patrols start 

searching for articles or news items that illustrate some point of the Scout Law. The patrol members tear or cut these 

articles from the newspaper and write on each clipping the point of the Scout Law involved, along with their patrol name. 

Scoring: The clippings are collected by the troop leaders, and the patrol with the most clippings in a given time wins. 

Variation 1: The patrols clip articles that illustrate points of the Scout Law, either broken or kept. The first patrol to find 

clippings for all 12 points wins. 

Variation 2: The leaders select one of the more difficult points of the Scout Law to illustrate. The first patrol to find an 

example of that point wins. 
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Scout Law Relay (Scout 7) 

Equipment: For each patrol, a set of 12 numbered cards (from 1 through 12) 

Procedure: The patrols line up in relay formation. The cards are placed in a pile at a turning line opposite each patrol. On 

signal, the first Scout runs up and selects a card. He gives the Scout sign and recites that part of the Scout Law represented 

by the number on his card. The Scout returns and tags the next Scout. 

Scoring: Score 10 points for the first patrol to finish, 5 for the second, 3 for the third, etc.; deduct 1 point for each error in 

naming a part of the Scout Law. 

Variation: Reverse Law Relay. The patrols line up in relay formation. Space out the numbered cards on the floor between 

the patrol and the turning line. A second set of cards, each bearing one of the 12 points of the Scout Law is placed at the 

turning line. On signal, the first Scout runs to the line, selects a card, and places it opposite the correct number. 

 

Tenderfoot Relay (Scout 5, 7) 

Equipment: Flash cards, each printed with one instruction (such as “Give the Scout sign,” “Give the Scout salute,” or “Recite 

a point of the Scout Law,” etc.) 

Procedure: The patrols line up in relay formation. On signal, the first Scout in each patrol runs to the far end of the room 

and does an about-face. The senior patrol leader is facing this Scout, but has his back to the rest of the troop. He shows a 

flash card. The Scout performs or answers according to the instructions on the card, then runs back to tag the next Scout, 

and so on until all Scouts have run. 

Scoring: Award 1 point for each correct answer. The patrol with the highest number of points wins. 

First Aid 
First Aid Skills 

 Tenderfoot First Aid Skills  

12a Demonstrate how to care for someone who is choking. (pp. 134 - 135) 

12b Show first aid for the following:  

• Simple cuts and scrapes, (pg 136) 

• Blisters on the hand and foot, (pg 137) 

• Minor (thermal/heat) burns or scalds (superficial, or first degree), (pg 148) 

• Bites and stings of insects and ticks, (pp 142 - 143) 

• Venomous snakebite, (pp 141 - 142) 

 • Nosebleed, (pg 138) 

• Frostbite and sunburn. (pp 150, 152) 

Second Class First Aid Skills  

6a Show what to do for "hurry" cases of stopped breathing, serious bleeding, and internal poisoning. (pp. 162 - 170)  

6b Prepare a personal first aid kit to take with you on a hike. (pg 127) 

6c Demonstrate first aid for the following:  

• Object in the eye, (pg 145) 

• Bite of a suspected rabid animal, (pg 140) 

• Puncture wounds, from a splinter, nail, and fishhook, (pp145- 146) 

• Serious burns (second degree), (pp148- 149) 

• Heat exhaustion, (pg 150) 

• Shock, (pp 170 - 171) 

• Heatstroke, dehydration, hypothermia, and hyperventilation. (pp 147 – 148, 151 - 152) 

 First Class First Aid Skills 

8b Demonstrate bandages for a sprained ankle and for injuries on the head, the upper arm, and the collarbone. (pp 155, 

157 - 161) 

8c Show how to transport by yourself, and with one other person, a person:  

from a smoke-filled room  



5 

 

with a sprained ankle, for at least 25 yards. (pp 154,  172 - 175) 

8d Tell the five most common signs of a heart attack. Explain the steps (procedures) in cardiopulmonary resuscitation (CPR). 

(pp 164 - 166)  

First Aid Games 
Arm Sling Relay (FC 8b) 

Equipment: Scout neckerchief or triangular bandage for each Scout 

Procedure: The patrols line up in relay formation, with one Scout acting as a patient and standing across from his patrol on 

the opposite side of the room. There is a judge for each patrol. On signal, the first player in each patrol runs to the patient 

and applies an arm sling. At the instant the judge can see that the sling is correct, he shouts “Off!” and the Scout removes 

the sling and runs back to tag the next member of his patrol . This continues until all in the patrol, except the patient, have 

tied a sling. 

Scoring: The first patrol to finish wins. 

Note to judges: Slings must be correctly applied and adequate to serve the purpose. 

 

Bandage Relay (FC 8b) 

Equipment: Scout neckerchief or triangular bandage for each Scout 

Procedure: The patrols are seated in their patrol corners. A judge is assigned to each patrol. Each Scout selects a buddy 

from his own patrol. The name of a bandage is announced. On signal, one Scout from each team 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 on his buddy. When the judge approves 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, and so on. 

Scoring: Score 1 point for the first patrol to finish a round. The patrol with the most points wins. 

 

First Aid Baseball 

Equipment: Ten numbered cards (1 through 10), list of questions based on Second and First Class first-aid requirements, 

piece of chalk 

Rules: 

1. Card 2 is a double. 

2. Card 6 is a triple. 

3. Card 10 is a home run. 

4. All other cards are singles. 

Procedure: Draw a miniature baseball diamond on the floor with chalk. Line up one team (patrol) behind home plate. The 

“umpire” (game leader) holds the cards in his hands. In turn, each Scout tries to answer a question given to him by the 

umpire. If the Scout gives the correct answer, he draws a card. He scores whatever hit is indicated on the card and becomes 

a base runner as in regular baseball. If he does not answer the question correctly, he is out. After three outs, the next patrol 

comes to bat. 

Scoring: The patrol with the most runs after two innings is the winner. 

 

First Aid Kim's Game (SC 6b) 

Equipment: Blanket or tarp; collection of 10 or more first-aid items, such as gauze pads, bandages, splints, adhesive tape, 

absorbent cotton, soap, scissors, tweezers, sunburn ointment, snakebite kit, calamine lotion, thermometer, etc.; 10 or more 

items not used in first aid, such as a ball, paper clip, Scoutmaster Handbook, pencil, penny, photo, shoe, glove, hand ax, 

toothpaste, etc. 

Procedure: Spread all items on the floor and cover them with the blanket or tarp. Group the patrols around the blanket, 

and then remove the cover for exactly one minute. Afterward, the patrols huddle separately and write down all first-aid 

items they can remember. 

Scoring: The patrol with the most complete list wins. Deduct 1 point for each non-first-aid item listed. 
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First Aid Problems 

These problems can be used for individual or patrol competition. 

Procedure: Scouts or patrols should give a correct answer for each problem. 

Scoring: The Scout or patrol that gets a correct answer gets 1 point. The individual or patrol with the highest score wins. 

Problem A: A boy zigzagging on a bicycle is hit by a car. He receives a cut on his left forearm that severs an artery. He also 

sustains a simple fracture of his right leg.  

 

Problem B: A driver is speeding along a country road when one of his tires blows out. The car crashes into a pole. The driver 

receives a simple fracture of the right forearm and a gash on his right shoulder, causing arterial bleeding. 

 

Problem C: While on a hike, a Scout patrol finds an electrical repairman lying at the bottom of a transformer pole. He is not 

breathing and has burns on both hands.  

 

Problem D: While swimming in a country pond, one boy jumps from a rock ledge and does not come back up to the surface. 

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.  

 

Note: For problems C and D, each Scout must show how to get the victim into the correct position for  rescue breathing, 

without giving actual mouth-to-mouth resuscitation . 

 

Problem E: A boy is riding his bicycle when a dog bites him on the right ankle. The boy swerves to get away, and 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 F: A woman is pinned under a pickup truck that has overturned at the side of the road. When she is released, it is 

found that she has a cut over her right eye and is spurting blood. Her right ankle is very painful and swelling rapidly. 

 

Problem G: On an extremely hot day, several 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 bleeding profusely. 

 

Problem H: On a very cold day, an unconscious man is found lying behind a train shed. It is evident that he slipped on the 

railway track and struck his head. There is a gash running five inches from the front to the back of his head and it is bleeding 

profusely. The skin on his face is very cold, and his ears are pale. 

 

Four Handed Seat Carry Relay (FC 8c) 

Equipment: One turnaround post 

Procedure: The Scouts line up in relay formation at the starting line, facing a single turnaround post located 30 feet away . 

On signal, each patrol’s Scouts 1 and 2 carry Scout 3 with a four-handed seat carry (for a conscious patient) up to and 

around the turnaround post, then back to the starting line. Scout 3 will then join with Scout 4 to carry Scout 5 around the 

course. Then Scout 5 will join Scout 6 to carry Scout 7 around the course, and finally Scout 7 will join with Scout 8 to carry 

Scout 1 around the course. If at any time a “victim” touches the ground, the Scouts transporting this victim must stop, re-

form their carry, and then continue.  

Scoring: The first patrol to make the full circuit with the four victims is the winner. 

 

Help! Help! (First Aid Bandages) (FC 8b) 

Equipment: 6-8 triangular bandages & 2 sticks for splints First Aid MB book, watch/stopwatch 

Procedure: patrol selects one scout as the victim who sits on ground 30 feet away.  Patrol runs to victim and ties 4 bandages 

on the victim:  Head bandage, hand bandage, knee bandage, ankle bandage, and a splint on one leg 

Scoring:  Proper bandages/best time/scout spirit 
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Remedies (SC 6b) 

Equipment: A complete first-aid kit for each patrol; splints and other first-aid supplies as needed 

Procedure: The patrols sit in their patrol corners. A leader thinks of a hypothetical first-aid case, then takes from each kit 

the first-aid items that would be used to treat it. The patrol members carefully study the items as they are presented. The 

leader then replaces all of the items, and each patrol must try to figure out what the injury is. 

Scoring: The first patrol to come up with the correct answer wins. If a patrol guesses wrong, it is disqualified. 

Variation: Yes-or-No Remedies. After the leader replaces the first-aid items, he may answer the patrol’s questions, but only 

with “yes” or “no.” Score as above, or limit the number of questions. 

 

Rescue-Carry Relay (FC 8c) 

Equipment: Two poles or Scout staves, a chair 

Procedure: The patrols line up in relay formation. On signal, the first two Scouts from each patrol make a stretcher with the 

poles and their shirts, and transport a third Scout to a turning line and back. The next two Scouts carry another Scout with a 

chair carry to the turning line and back. The seventh Scout carries the last Scout to the turning line and back with a pack-

strap (one-person) carry. See the First Aid merit badge pamphlet for more about these carries. 

Scoring: The first patrol to finish wins. 

Note: If carries are done roughly or improperly, Scouts must start over. 

 

Scouts to the Rescue 

Equipment: First-aid equipment for each patrol  

Procedure: Two Scouts from each patrol go to one side of the room. One of them is the message sender, and the other is 

the “victim.” They are given a signal flag and a message describing the symptoms of an accident victim.  The rest of the 

patrol members, the rescuers, assemble on the opposite side of the room with a supply of first aid equipment.  The sender 

relays the message to the others in his patrol.  On receipt of the message, they select and assemble the first-aid equipment 

they will need for the symptoms described.  They carry only this material over to the sender and the victim, who is then 

treated by the rescuers.  No talking is permitted between the sender, the victim, and the rescuers. 

Scoring: Score on speed and accuracy of treatment. Deduct for first-aid supplies carried across but not needed. Deduct for 

any first-aid equipment that was needed but left behind. 

 

Stretcher Relay (FC 8c) 

Equipment: Two staves, one sturdy blanket, and one inflated balloon for each patrol. 

Procedure: This is not a speed relay . The patrols line up in relay formation, with two “victims” in front of each. On signal, 

two members of each patrol run up with the blanket and two staves, make a stretcher, and put one victim on it . When the 

stretcher carriers are ready to lift the stretcher, the junior leader (or judge) places the inflated balloon on the victim. The 

carriers take the victim to the starting line without letting the balloon fall off. The victim may not hold onto the balloon.  

(The balloon is to ensure care rather than speed.) At the starting line, the carriers lift the victim off, and two other Scouts 

run up to make a stretcher for transporting the second victim.   

Scoring: The patrol that most carefully transports both victims (without letting the balloon fall off) to the starting line wins. 
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Nature 
Nature Skills 

 Tenderfoot Nature Skills 

11 Identify local poisonous plants; tell how to treat for exposure to them. (p. 59)  

 Second Class Nature Skills 

5 Identify or show evidence of at least ten kinds of wild animals (birds, mammals, reptiles, fish, mollusks) found in your 

community. (pp. 89-92) 

 First Class Nature Skills 

6 Identify or show evidence of at least ten kinds of native plants found in your community. (pp. 131-136)  

Nature Games 
Deer Stalking 

Procedure: One player is selected as the “deer” and goes “grazing” in the woods. The rest try to get within 6 yards (or any 

suitable distance) without being seen. If the deer notices a tracker, he calls his name and points in his direction. That player 

must move back 50 feet. If the deer hears a tracker near him, he may “stampede,” but not more than 30 feet (the tracker 

must remain in place). The first player to get within the agreed distance trades places with the deer. 

Variation: The deer is in a circle about 50 feet in diameter. The players try to enter the circle unnoticed. If the deer sees a 

player and calls his name, that player is out of the game. The patrol with the most players in the circle within a certain time 

wins. 

 

Edible Plants Who’s Who 

Equipment: Twenty (or more) edible plants, each in a numbered No. 10 can; a card at each plant that gives the name of the 

plant and the part that is edible (for instance, “Cattail: pollen for flour, shoot for greens, root (rhizome) for starch”); pencil 

and paper for each player  

Procedure: The patrol members walk silently around the cans as they read the descriptive cards and try to learn about the 

plants and their edible parts. All of the identifying cards are removed. The patrol again walks around the cans. The Scouts 

try to identify and list all the plants and their edible parts. Each patrol goes into a huddle and makes a list of plant names 

and edible parts. 

Scoring: Score 5 points for each plant correctly identified. 

 

Leaf Matching 

Equipment: Large table (or two tables) with seating capacity for two patrols 

Procedure: Send the patrols out to collect one leaf from as many different trees as they can find in five minutes. 

When they return, seat one patrol on one side of the table, the other on the other side. A Scout from one team holds up a 

leaf, identifies it, and scores 10 points. The first Scout on the other team to hold up the same kind of leaf scores 5 points for 

his team. This Scout then holds up a leaf, identifies it, and scores as above. If a team incorrectly identifies the leaf it holds 

up, it scores nothing, but the other team can score 10 points if it has a matching leaf and corrects the mistake. If a team 

cannot match the opposing team’s leaf, it misses a turn and the opponent holds up another leaf for matching. 

 

Name That Fish 

Equipment: Pictures or silhouettes of several kinds of game fish (bass, perch, sunfish, walleyed pike, northern pike, bluegill, 

crappie, trout, sheepshead); paper and pencil for each patrol 

Procedure: Post the fish pictures on a wall of the meeting room. The patrols huddle to try to identify the fish and list them 

on the paper provided. Allow three minutes. 

Scoring: Score 2 points for each fish correctly named and deduct 1 point for each fish incorrectly named. The patrol with the 

highest score wins. 

 

Nature Art Gallery 
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Equipment: Twenty pictures, each depicting a different kind of bird, tree, flower, etc., numbered but not identified; pencil 

and a sheet of paper for each player 

Procedure: Post the pictures on the walls around the room. Allow the Scouts to move about with their pencils and paper 

and try to identify the subjects of the pictures. Without consulting each other, they write down the names on their sheets. 

After a certain time limit, all sheets are turned in for judging. 

Scoring: Add the number of correct identifications made by each patrol and divide by the number of patrol members to get 

the patrol average. The patrol with the highest average wins. 

Variation: Nature Art Kim’s Game. Spread the pictures out on the floor and cover them with a cloth. Uncover for one 

minute, after which the patrols huddle and try to make a complete list of the items. The team with the highest number of 

correct items wins. 

 

Nature-Go-Down 

Equipment: For each patrol, a nature collection of 20 or more items (twig, piece of bark, nest, flower, seed, leaf, plaster 

track cast, feather, rock, etc.) 

Procedure: The patrols line up in relay formation. A junior leader goes to the first Scout in each patrol and shows him the 

first nature item from the collection. If the Scout identifies it correctly, he stays in position. If he cannot identify it, he is told 

to “go down” to the end of the line. In this manner the questioning is carried down the line, then back again to the head for 

another round until all items have been identified.  

Scoring: The first patrol to identify all nature items is the winner. 

 

Nature Memory Hunt 

Equipment: A nature display of about 20 items (acorn,  rock, large leaf, pine needle, broken eggshell, bird feather,  local 

wildflower, fern frond, local wild berry or nut, etc.) 

Procedure: Spread out the display on a large table. Allow the players five minutes to study the display in silence as they try 

to memorize the items. After a huddle, the players scatter for 10 minutes to collect matching items and place them next to 

those in the original display.  (If time permits, try to identify the items.) 

Scoring: The patrol that gathers the most items within the time limit wins. 

 

Nature Scavenger Hunt 

Equipment: Sealed letter for each patrol 

Procedure: Each patrol is given a sealed letter containing the following instructions: “Greetings, my friends! Your senior 

patrol leader has contracted a terrible disease. He is suffering from acute mogigraphia and will not get better until he drinks 

a dose of my patented antimogigraphia formula. For this I shall need the items from this list within an hour from the 

moment you read this: 12 pine needles, 6 inches of sassafras branch, 14 dandelion seeds, a bit of rabbit fluff, five dead flies 

. . . Good luck and good hunting! (signed) Crambambuly, Witch Doctor.” 

The list should contain about 12 to 20 items, fitting your locale and the season. 

Scoring: The patrol that collects the highest number of items within one hour wins. 

 

Tree Hunt 

The patrols are given 10 minutes (on a hike or in camp) to gather one leaf from as many different trees as they can find. The 

leaves are arranged on the ground or on a blanket. The patrol must try to identify each leaf, write the name of the tree it 

came from on a slip of paper, then place each written identification next to its leaf. 

The patrol that correctly identifies the most leaves wins. 

 

Twig Hunt 

Equipment: A variety of 10 to 15 twigs 

Procedure: The troop gathers around the game leader, who shows the twigs one at a time, identifying each (or not if you 

wish). The patrols are then sent out to gather a similar set of twigs. 

Scoring: The first patrol to return with a complete set wins. 
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Variation 1: Leaf Hunt. As part of an instruction period on identifying trees by their leaves, the leader shows the patrols a 

set of leaves. The patrols then go out to collect twigs of the same trees from which those leaves came. 

Variation 2: Restricted Twig Hunt. Within a restricted area, the patrols collect as many different twigs as they can find. Give 

1 point for each twig that is correctly identified. Deduct 1 point for each error. 

Camping 
Camping Skills 

Tenderfoot Camping Skills 

1 Present yourself to your leader, properly dressed, before going on an overnight camping trip. Show the camping gear you 

will use. Show the right way to pack and carry it. (pp 292 – 293, 297 - 298)  

2 Spend at least one night on a patrol or troop campout.  Sleep in a tent you have helped pitch.  (pg 302) 

3 On the campout, assist in preparing and cooking one of your patrol's meals. Tell why it is important for each patrol 

member to share in meal preparation and cleanup, and explain the importance of eating together. (pp 327, 329, 339)  

5 Explain the rules of safe hiking, both on the highway and cross-country, during the day and at night. Explain what to do if 

you are lost. (pp. 279, 282 - 283)  

9 Explain the importance of the buddy system as it relates to your personal safety on outings and in your neighborhood. 

Describe what a bully is and how you should respond to one. (pp 39, 62)  

 

Second Class Camping Skills 

2 Discuss the principles of Leave No Trace (pp 247 – 256) 

3a Since Joining, have participated in five separate troop / patrol activities (other than troop / patrol meetings), two of 

which included camping overnight.  (pp 444 – 445) 

3b On one of these campouts, select your patrol site and sleep in a tent that you pitched. (pp. 249, 300 - 302)  

3c On one campout, demonstrate proper care, sharpening, and use of the knife, saw, and ax, and describe when they 

should be used. (pp. 402 - 409)  

3d Use the tools listed in requirement 3c to prepare tinder, kindling, and fuel for a cooking fire. (pp. 410 - 411)  

3e. Discuss when it is appropriate to use a cooking fire and a lightweight stove. Discuss the safety procedures for using 

both. (pg 325) 

3f In an approved place and at an approved time, demonstrate how to build a fire and set up a lightweight stove.  Note: 

Lighting the fire is not required.  (pp 410 – 415) 

3g  On one campout, plan and cook over an open fire one hot breakfast or lunch for yourself, selecting foods from the food 

pyramid. Explain the importance of good nutrition. Tell how to transport, store, and prepare the foods you selected. (pp. 

102, 316, 320 – 323, 326, 329, 339) 

 

 First Class Camping Skills 

3 Since joining, have participated in 10 separate troop / patrol activities (other than troop / patrol meetings), three of which 

included camping overnight.  Demonstrate the principles of Leave No Trace on these outings.  (pp 247 – 256) 

4a Help plan a patrol menu for one campout that includes at least one breakfast, one lunch, and one dinner and that 

requires cooking at least two meals. Tell how the menu includes the foods from the food pyramid and meets nutritional 

needs. (pp 102 – 105, 316 – 317, 320)  

4b Using the menu planned in requirement 4a, make a list showing the cost and food amounts needed to feed three or 

more boys and secure the ingredients. (pp 321 - 323)  

4c Tell which pans, utensils, and other gear will be needed to cook and serve these meals. (pg 324)  

4d Explain the procedures to follow in the safe handling and storage of fresh meats, dairy products, eggs, vegetables, and 

other perishable food products. Tell how to properly dispose of camp garbage, cans, plastic containers, and other rubbish. 

(pp. 328 - 329)  

4e On one campout, serve as your patrol's cook. Supervise your assistant(s) in using a stove or building a cooking fire. 

Prepare the breakfast, lunch, and dinner planned in requirement 4a. Lead your patrol in saying grace at the meals and 

supervise cleanup. (pp. 325 – 327, 342) 
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Camping Games 
Bow-Saw Relay 

Equipment: For each patrol, one bow saw, one log about 6 feet long with a 4-inch butt, and one short log or block for 

support  

Procedure: The patrols line up in relay formation, each facing their log from a distance of 20 feet. The bow saw is placed 

alongside the log. On signal, two Scouts from each patrol run up to the log. One Scout supports the log while the second 

Scout saws off a disk about 2 inches thick. As soon as the disk drops to the ground, the Scouts change positions and another 

disk is sawed off. When the second disk hits the ground, the bow saw is placed beside by the logs, then both Scouts race 

back to the starting line and tag the next two Scouts, who repeat the process. This continues until all Scouts have had a 

chance to saw and all members of the patrol have returned to the starting line. 

Scoring: The first patrol to finish wins. 

 

Flapjack-Flipping Relay 

Equipment: For each patrol, a frying pan and a linoleum “flapjack” with a white “X” painted on one side 

Procedure: The patrols line up in relay formation. Pans and flapjacks are at a line 20 feet in front of the patrols. 

On signal, the first Scout from each patrol runs to the line and flips his flapjack. Then he runs back, touches off the next 

Scout, and so on until all have run. 

Scoring: Award 1 point for each flapjack thrown into the air, turned over, and caught properly. Deduct 1 point if the flapjack 

hits the side of the pan, falls on the floor, or does not turn over. Give 5 points to the first patrol to finish with all flapjacks 

correctly flipped. The patrol with the most points wins. 

 

Fuzz Stick Relay 

Equipment: For each patrol, one sharp knife and one stick of dry softwood about 1⁄2-by-1-by-9 inches 

Procedure: Each patrol lines up in relay formation opposite the equipment. On signal, the first Scout runs up and cuts one 

sliver on the stick, lays the knife down, and runs back to tag the next Scout, and so on. Slivers should be at least 3 inches 

long. Twenty slivers, all attached, complete the fuzz stick. 

Scoring: The first patrol to finish scores 10 points. The best fuzz stick scores 30 points, the next best scores 15 points. 

Variation 1: The players each cut three or four slivers instead of just one. 

Variation 2: To vary the scoring, deduct 5 points for each sliver that is cut off the fuzz stick and see how many patrols end 

up “in the red.” 

 

Gimme Shelter (Blind Tent Setup) 

Equipment: Old tent & poles, 12 cloth blindfolds, watch/stopwatch 

Procedure: All patrol members are blindfolded except the patrol leader. The blind patrol members must set up a tent they 

have not seen before, relying only on the verbal instructions of the patrol leader. 

Scoring: Proper patrol method/scout spirit & best time 

 

The Leaking Backpack 

Equipment: Various pieces of camping equipment that could have been lost from a camping or hiking pack (flashlight, 

toothbrush, soap, toothpaste, sock, spoon, comb, compass, map, piece of fishing line, matchbox, etc.); paper and pencils 

Procedure: The game leader arranges the various articles not too conspicuously along one side of a path. The whole troop 

passes slowly along the trail in single file. No one is permitted to walk back once he has passed an article. Afterward, the 

patrols huddle and prepare a list of the articles they saw, in the correct order. 

Scoring: The patrol with the most complete list wins.  

Variation: Each patrol uses their judgment to arrange their list of items in order of importance—how important they 

consider the various pieces of equipment to a camper or a lost person. 

 

Log-Chopping Relay 

Equipment: For each patrol, one 3-foot log, 10 to 12 inches in diameter, held firmly in place with four stakes; one long-

handle ax 
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Object: To cut the log in half with the fewest number of strokes 

Procedure: On signal, the first Scout runs up to the log, takes six strokes, sticks the ax in the log, runs back, tags the second 

Scout, who runs up, takes six strokes, and so on until the log is cut in two. 

Scoring: The patrol that cuts the log in half with the fewest strokes wins, not the patrol to finish first. Stress accuracy over 

speed. 

 

Pack It Up 

Equipment: Backpack and a collection of gear 

Procedure: Presented with a group of gear & clothing, which do you pack for an overnight campout?  Choose carefully! 

Scoring: Correct picks (based on points / rank) 

 

Sloppy Camp 

Equipment: A simple camp setup (tent and fireplace) with many things wrong—ax on the ground, glass jar in the fireplace, 

poorly set tent pegs, wrong knots on guylines, etc., and personal items such as two blankets and one sleeping bag in the 

tent, two neckerchiefs of different colors draped over a guyline, two Scout shirts with different troop identification and 

name tags, etc. 

Procedure: The patrols study the camp for five minutes without talking. The Scouts are permitted to touch what they see, 

but must replace items exactly as they found them. Each patrol then huddles to come up with a list of wrong things. 

Scoring: The patrol with the best list of “incorrect” items wins. 

Scoring variation: When a patrol turns in its list, it gets a card with questions such as these: “How many boys camped in the 

sloppy camp?” “To what troops and patrols did they belong?” “What were their names?” (according to the items used). 

 

Split-the-Match Relay 

Equipment: A Scout ax and chopping block for each patrol; a wooden matchstick for each Scout 

Procedure: The patrols line up in relay formation with a chopping block and an ax in front of each. On signal, the first Scout 

in each patrol walks up to the chopping block, places his matchstick (head up) on the chopping block, and takes three 

strokes with the ax to split the match. When he has taken three strokes (or fewer if he splits the match sooner), he walks 

back to his patrol and tags the next Scout in line, who repeats the procedure. This continues until all patrol members have 

had three strokes. 

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

Caution: Exercise safety precautions in the handling of axes and matches. 

 

String-Burning Race 

Equipment: For each patrol, two 2-foot sticks, two 3-foot lengths of twine, two matches 

Procedure: Before the race, each patrol pushes the two sticks into the ground, 24 inches apart. They tie one length of twine 

between the sticks, 12 inches off the ground, and the other one 18 inches off the ground. Then, each patrol gathers native 

tinder and firewood. On signal, two representatives selected by each patrol build a fire lay (not higher than the lower string) 

and light it. After being lit, the fire must not be touched, nor can more wood be added. 

Scoring: The team whose fire burns through the top string first wins. 

 

Tent-Pitching Contest 

Equipment: For each half-patrol team, one two-person tent, poles, pegs, and guylines, properly packed; one or two mallets 

Procedure: The teams line up across from their equipment. On signal, each team erects their tent. When completed, the 

guy lines must be taut with the knots correctly tied, the tent sides smooth, the pegs properly placed, and the tent door 

closed. 

Scoring: The first patrol finished gets 100 points, the second gets 80 points, and the third gets 60 points. Deduct 5 points for 

every incorrectly tied knot or any other fault. 

 

Tent-Striking Contest 

Equipment: Same as for “Tent-Pitching Contest” (except mallets) 
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Procedure: The tent is already pitched. Each team must take down the tent, fold it, and tie it up neatly. The pegs are to be 

pulled out of the ground and placed beside the folded tent. Judge for correctness and teamwork. 

 

Wet-Weather Fire Building 

Run as a normal fire-building contest, but first dunk all of the wood for 10 seconds in a bucket of water. A variation to add 

fun is sprinkling the Scouts intermittently with a garden hose to simulate rain. The first patrol to successfully build and 

sustain a fire wins. 

 

What Happened? 

Prepare a tracking pit by digging up and raking smooth an area about 10 by 15 feet. Then stage a simple tracking scenario to 

be observed and deduced. 

The Good Turn. A blind man with a cane walks into the tracking pit. A Scout joins him, takes his arm, and leads him out. 

Table Carry. Four men carry a picnic table (with benches attached) into the tracking pit. They stop, set the table down, rest 

on the benches, stand, pick up the table, and carry it off. 

Tired Scout. A Scout stumbles into the pit, tries to climb out, gives up, and sits down. Another Scout enters, picks him up, 

and carries him off. 

The patrols study the tracks for five minutes, huddle, and then present their deduction verbally. The game leader does not 

indicate right or wrong, but rakes the pit and calls in the original track makers to repeat their actions. (Be sure to restore 

the pit area to its original condition.) 

 

What’s Cooking? 

Equipment: Paper and pencil for each patrol 

Procedure: The patrols gather in patrol corners. The game leader gives a short talk about cooking on an overnight hike. 

Then each patrol plans a workable menu for the overnighter, including breakfast, lunch, and dinner. 

Scoring: Have the troop leaders judge the best menu on the following points: cost of food, ease of preparation, and 

balanced diet. The patrol with the best menu wins. 

 

What’s Wrong? 

Procedure: The game leader reads preparation instructions for two or three hike menus, making several errors in the 

contents of meals and the manner of preparing them. The patrols go to patrol corners and make a list of the errors and the 

proper ways to prepare these meals. 

Scoring: The patrol with the most correct answers wins. 

Personal Fitness 
Personal Fitness Skills 

Tenderfoot Fitness Skills 

10a Record your best in the following tests (pg 96 – 99):  

Push-ups, Pull-ups, Sit-ups, Standing long jump, 1/4 mile walk/run  

10b Show improvement in the activities listed in requirement 10a after practicing for 30 days. (pg 96 – 99) 

Personal Fitness Games 
Fitness Medley Relay 

Equipment: For each patrol, a used tire casing, two gunnysacks, and eight triangular bandages or Scout neckerchiefs 

Procedure: The patrols line up in relay formation, in pairs. On signal, all pairs tie their inside legs together at the ankles and 

above the knees using a triangular bandage or Scout neckerchief. The first pair races around a turning point about 50 feet in 

front of the patrol. As soon as the pair returns to the start, the second pair races. When four pairs have raced and have 

untied their legs, the first Scout steps into a gunnysack with both feet and hops around the turning point and back. Repeat 

until eight Scouts have hopped around the course. Then each Scout in the patrol, in turn, rolls the tire around the turning 
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point and back to the start. When eight Scouts have rolled the tire, the event is finished. If there are fewer than eight in a 

patrol, some Scouts will have to run the relay more than once. 

Scoring: The first patrol to complete the three parts of the medley wins. 

 

Shuttle-Run Relay 

Equipment: For each patrol, two blocks of wood about 2-by-2-by-4 inches 

Procedure: Divide each patrol into two equal groups. Half of the patrol members line up in relay formation, facing the other 

half lined up the same way on a line 30 feet away. The two blocks of wood are placed at a line opposite the starting team’s 

line. On signal, the first Scout from the starting team runs to the opposite line, picks up one block, returns to his starting 

line with it, and leaves it there. Then he runs back and does the same for the second block. As soon as he finishes, the first 

Scout from the other team runs across to the blocks, picks one up, and returns it to his team’s line. Then he runs back and 

does the same with the second block. This back-and-forth delivery of blocks continues until all Scouts have run. If there are 

fewer than eight Scouts in a patrol, repeat the process until a total of eight block transfers have been made. 

Scoring: The first patrol to complete eight transfers wins. 

 

Standing Long-Jump Relay 

Procedure: The patrols line up behind a starting line on the ground. The first patrol member jumps, using the standing long-

jump method with feet together. The second patrol member then jumps from the closest mark made by the first Scout 

(that is, from where his heels or hands touched the ground nearest the starting line), and so on until all players have 

jumped. 

Scoring: The patrol that jumps the farthest total distance wins. 

Orienteering 
Orienteering Skills 

 Second Class Orienteering Skills 

1a Demonstrate how a compass works and how to orient a map. Explain what map symbols mean. (pp. 354, 360 - 364)  

1b Using a compass and a map together, take a 5-mile hike (or 10 miles by bike) approved by your adult leader and your 

parent or guardian. (pp. 365 - 366) 

 

 First Class Orienteering Skills 

1 Demonstrate how to find directions during the day and at night without using a compass. (pp. 368 - 371) 

2 Using a compass complete an orienteering course that covers at least one mile and requires measuring the height and/or 

width of designated items (tree, tower, canyon, ditch, etc.) (pp 346 – 351, 372 - 374) 

Orienteering Games 
Blindfold Compass Walk 

Equipment: For each patrol, eight small, numbered stakes; for each Scout, one orienteering compass and a large paper bag 

Procedure: Set the stakes in the ground 5 feet apart in a north-south line. One Scout from each patrol stands at each of the 

eight stakes. The Scouts from one patrol set their compasses between 45 and 135 degrees; boys from the opposing patrol, 

between 225 and 315 degrees. A paper bag is then placed over the head of each Scout, permitting him to see only the 

ground and the compass in his hand. Each Scout turns himself around three times, then follows the bearing on his compass 

for 100 steps. He then turns around and follows the bearing back (orienting the arrow toward himself instead of away) for 

95 steps. 

Scoring: Only Scouts within 10 steps of their stake score. The patrol with the most points wins. 

 

Compass Facing 

Procedure: The participants line up in open lines, an arm’s length apart sideways, front, and back. One wall of the room is 

designated as north. On the signal, “Northeast—go!” all turn to face what they believe to be northeast, and on the 
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command, “Freeze!” they stand motionless. Those who are facing in an incorrect direction are out of the game. Continue 

with other compass directions: south, northwest, south-southeast, west-northwest, and so on. 

Scoring: Continue until one player is left—the troop compass “champion.” 

Variation: Have those who are facing correctly go out of the game each time. This will give more training to the others, and 

leave you with a troop “champ-nit” at the end. 

 

Direction-Finding Relay 

Equipment: For each patrol, one map with magnetic north-south lines drawn on it, one orienteering compass, eight cards 

(each naming two towns or clearly identifiable map features) 

Procedure: The patrols line up near their map, compass, and cards. On signal, the first Scout runs up, selects a card, and 

determines the bearing from the first point on the card to the second. He writes the bearing on the card and hands it to the 

judge. He then runs back to tag the next Scout. Continue until all have raced. 

Scoring: Score 10 points for each bearing within 5 degrees of accuracy; 5 points for bearings within 10 degrees. 

 

Direction Hunt 

Equipment: Eight (or more) tall stakes with pointers that are pointing to distant landmarks or clearly identified objects 

(large tree, large rock, etc.); an orienteering compass, a pencil, and paper for each participant 

Procedure: Scouts from each patrol distribute themselves at the different stakes. They check each landmark toward which 

the marker on the stake is pointing, set their compasses for the degree direction to the landmark, and write it down. The 

Scouts then move to the next pointer and determine the next degree direction. At the end of the specified time, each Scout 

turns his findings over to the judge. 

Scoring: The patrol with the most correct degree directions (within 10 degrees) within the time limit wins. 

 

Getting Your Bearings 

Equipment: Topographic map (the master map); compasses; for each Scout, paper, a pencil, and a photocopy of a section of 

the master map  

Procedure: On signal, the first Scout in each patrol runs to the master map. The leader names or points to two locations or 

features on the master map (buildings, rock outcroppings, hilltops, bridges, etc.). The Scout takes a bearing from one to the 

other, draws the route on his photocopied map section, and writes the bearing on it. He then runs back to tag the next 

patrol member.  

Scoring: The winning patrol is the one with the most compass bearings correct within 5 degrees. This is not a speed contest; 

however, if two patrols have identical scores, the faster one wins. 

 

Lost Quiz 

Ask each patrol five to 10 questions about what a person or a patrol should do when lost. Base your questions on 

information from the Boy Scout Handbook and the Wilderness Survival merit badge pamphlet. Each patrol huddles and 

writes their answers. Here are some sample questions: 

• What is the main thing to do if you are lost? (Be calm and think.) 

• How can you use landmarks to travel a straight line? (Visually align two landmarks.) 

• What’s the universal distress signal? (Three of any sound or sight signals.) 

 

Map Symbol Kim’s Game 

Equipment: Nine flash cards, each with one map symbol; blanket; pencil and paper for each patrol 

Procedure: Arrange the flash cards in any fashion you wish. (Keep a record of how they are arranged.) Cover the display 

with a blanket. Have the patrols gather around the display. Remove the blanket for exactly one minute, then replace the 

blanket and tell the patrols to huddle. Give the patrol leaders a pencil and paper and tell them that their patrols have two 

minutes to write the names and meanings of all of the map symbols they remember and place them in the proper position 

as displayed. 

Scoring: Score 1 point for each symbol listed by a patrol, 1 extra point for the correct meaning. If there is a tie, the winning 

patrol is the one with the most accurate positioning. 
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Variation: Use Scout badges or any objects you wish instead of map symbols. 

 

Map Symbol Relay 

Equipment: Several identical flash cards of numbered map symbols, including contour lines (see the Boy Scout Handbook) 

Procedure: The patrols line up in relay formation facing a wall on which the map symbol flash cards (one for each patrol) 

have been posted. On signal, the first Scout from each patrol runs up, names the first symbol, runs back, and tags the next 

Scout, who runs up and names the second symbol. Continue the relay until all symbols have been named. 

Scoring: Score 2 points for each symbol correctly named and deduct 1 point for each symbol incorrectly named. 

The patrol that finishes first scores 10 points. 

 

Octagon Compass Course 

Equipment: Eight stakes individually marked “A” through “H”; for each Scout, a compass, a pencil, and a card with 

directions as shown below  

Procedure: Set up the stakes in a rather large area to form an octagon. One Scout from each patrol is posted at each stake. 

His card tells him to proceed to two other stakes and return, taking bearings and measuring distances as he goes. (Example: 

“A to F: ______ degrees, _______ feet; F to D: _______ degrees, _______ feet; D to A: _______ degrees, _______ feet”) 

Have cards with many combinations of letters. 

Scoring: The patrol with the most accurate answers wins. 

 

Silver Dollar Hunt 

Equipment: For each player, one orienteering compass, one “silver dollar” (a 3-inch cardboard circle covered with 

aluminum foil), one card with distances and directions such as “50 steps at [X] degrees (X being less than 

120 degrees); 50 steps at [X + 120] degrees; 50 steps at [X + 240] degrees” 

Procedure: Scatter the players throughout a field of fairly tall grass. Place a silver dollar at the feet of each Scout. 

On signal, each Scout sets his compass for the direction indicated on his card and walks the specified distance. The same is 

done for the second and third bearings. When he is done, the silver dollar should be at his feet (or at least within his 

immediate sight). 

Scoring: The patrol with the most Scouts winding up within seven steps of their silver dollars (5 percent error) wins. 

 

Star Hunt 

Equipment: Flashlight with a strong focusing beam 

Procedure: On a clear night, the patrols gather around a leader who knows the major constellations. He shines the light at a 

constellation. Each patrol quickly huddles to come up with the name of the constellation, then gives its patrol yell and 

announces the constellation’s name. 

Scoring: Award 1 point for each constellation correctly identified. 

 

Trail Signs 

Equipment: Two sets of 3-by-5 index cards for each patrol (each of the first set bearing a drawing of a trail sign; each of the 

second set with the definition of one of the trail signs) 

Procedure: The patrols line up in relay formation. The two sets of cards are placed about 25 feet in front of each patrol. The 

cards with the pictured trail signs are placed facedown; the cards with the definitions are spread out faceup. On signal, the 

first Scout from each patrol runs to his set of cards and draws one of the facedown cards. He places it on the correct 

definition card, runs back, and tags the next Scout. Continue until all cards are matched. 

Scoring: The first patrol to correctly match all cards wins. 

 

Winter Constellations Quiz 

Equipment: None, if the night sky is clear; if overcast, a winter constellations display as described below 

Procedure: Give the patrols three minutes to study the“Evening Skies” charts for winter months, found in the Fieldbook. 

Then, if the night is clear, take the patrols outside, one by one, and ask them to point out as many constellations as they can 

find. (Have another activity scheduled for the patrols inside.) If the night is overcast, use five or more homemade projectors 
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for your winter constellations display: Make patterns of the constellations on 2 1⁄2-inch paper circles, marking the stars’ 

positions with a pen or dark pencil. Tape each pattern on the bottom of a soup can. Use a small nail to punch a tiny hole at 

each star’s position in the constellation. (Ensure that the holes are punched so that the projected constellations are 

realistic.) Shine a flashlight through the open end. Have each patrol write down the identifications. 

Scoring: The patrol with the most correct identifications wins. 

Citizenship 
Citizenship Skills 

 Tenderfoot Citizenship Skills 

6 Demonstrate how to display, raise, lower, and fold the American flag. (pp. 72 - 76) 

 

 Second Class Citizenship Skills 

4 Participate in a flag ceremony for your school, religious institution, chartered organization, community, or troop activity. 

(pp 72 - 76)  

5 Participate in an approved (minimum of one hour) service project. (pp 84 - 85)  

9a  Participate in a school, community, or troop program on the dangers of using drugs, alcohol, and tobacco and other 

practices that could be harmful to your health.  Discuss your participation in the program with your family, and explain the 

dangers of substance addictions.  (pp 113 – 117) 

9b Explain the three R’s of personal safety and protection (pg 65) 

10  Earn an amount of money agreed upon by you and your parent, then save at least 50 percent of that money.  (pg 25) 

 

 First Class Citizenship Skills 

5 Visit and discuss with a selected individual approved by your leader (elected official, judge, attorney, civil servant, 

principal, teacher) your constitutional rights and obligations as a U.S. citizen. (pp 70 – 72, 81 – 82) 

10 Tell someone who is eligible to join Boy Scouts, or an inactive Boy Scout, about your troop’s activities.  Invite him to a 

troop outing, activity, service project, or meeting.  Tell him how to join, or encourage the inactive Boy Scout to become 

active.  (pg 17) 

11 Describe the three things you should avoid doing related to use of the Internet.  Describe a cyper bully and how you 

should respond to one.  (pp 51, 61) 

Citizenship Games 
Famous Visitors 

Procedure: The patrols assemble in patrol corners, and are informed that they will receive a famous visitor shortly. They try 

to figure out his identity by asking him questions. The famous visitor will be able to understand English but unable to speak 

it very well, and can answer only yes-or-no questions. The game leader assigns a famous identity to each patrol leader; for 

instance, Christopher Columbus, George Washington, and Abraham Lincoln. The patrol leaders go to patrol corners, and the 

patrols begin questioning. 

Scoring: The first patrol to correctly identify the visitor scores 1 point. After a set number of rounds, the patrol with the 

most points wins. 

Variation: Twenty Questions. The patrol tries to determine the identity of an object by questioning the patrol leader. The 

Scouts are told only whether it is animal, vegetable, or mineral. They may ask only 20 yes-or-no questions. 

 

Flag-Folding Display 

Equipment: A United States flag for each patrol  

Procedure: Line up the patrols in relay formation. Place a table or a chair with a folded flag on it about 40 feet in front of 

each patrol. On signal, the first two Scouts in each patrol run to the flag, unfold it completely, refold it, place it back on the 

table or chair, and return to their patrol to tag the next pair in line. They repeat the procedure until all pairs have run. The 

flag may not touch the ground at any time. If it does, the patrol will be disqualified. 
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Scoring: Give 100 points to the first patrol to complete the run, 80 points to the second patrol, and 60 points to the third 

patrol. Deduct 10 points for each flag that is folded incorrectly. 

Variation: Instead of unfolding and folding, have the patrols display the flag for various prearranged occasions. 

 

Newspaper Good Turn 

Equipment: One copy of the same issue of a newspaper for each patrol; pens or pencils 

Procedure: Give each patrol a copy of the newspaper and ask the patrol members to draw a circle around any article that 

could serve as an example of a Good Turn. (This can be used as a preopening game if the patrol leader assigns sections of 

the paper to different patrol members as they arrive at the meeting.) 

Scoring: Compare all of the newspapers, page by page. Give 1 point for each article appropriately circled by a patrol, 

provided no other patrol circled it. Scoring variation: Score 1 point for each article circled, even though other patrols have 

also selected the article. 

Knots & Pioneering 
Knots & Pioneering Skills 

Scout Rank Knots & Pioneering Skills 

6. Square knot 

 Tenderfoot Knots & Pioneering Skills 

4a Demonstrate how to whip and fuse the ends of a rope. (pp 389 - 381)  

4b Demonstrate you know how to tie the following knots and tell what their uses are: two half hitches and the taut-line 

hitch. (pp 384 - 385)  

4c Using the EDGE method, teach another person how to tie the square knot.  (pg 53) 

 

First Class Knots & Pioneering Skills 

7a  Discuss when you should and should not use lashings.  Then demonstrate tying the timber hitch and clove hitch and 

their use in square shear, shear, and diagonal lashings by joining two or more poles or staves together.  (pp 386 – 387, 392 

– 398) 

7b Use lashing to make a useful camp gadget. (pp 392 – 401) 

8a Demonstrate tying the bowline knot and describe several ways it can be used. (pp. 388 - 389)  

Knots & Pioneering Games 
Blindman’s Knots 
Equipment: A 3-foot length of rope for each Scout  
Procedure: Each patrol lines up in relay formation and all Scouts blindfold themselves. For each patrol, a leader passes a 
familiar knot down the line. Each Scout has up to 10 seconds to try to identify the knot by touch only. The Scouts are then 
given the length of rope and asked to reproduce the knot. 
Scoring: Score 1 point for each correct knot. The highest-scoring patrol wins. 
 
Clove-Hitch Race 
Equipment: Set up a rack of three spars on six uprights. Use clove hitches to tie a rope of sufficient length to the spar in the 
middle. Drape the ends over the other spars. There should be one rope for each Scout. 
Procedure: The Scouts line up at the ropes. On signal, each Scout grasps a rope end and ties a clove hitch around the spar. 
When all members of the patrol have finished, the patrol gives its yell. The first patrol to yell, with all hitches tied correctly, 
wins. 
 
Flagpole Raising 
Equipment: For each patrol, five Scout staves, one patrol flag, eight pieces of sash cord, three wooden stakes, one mallet 
for driving stakes, and three guylines about 18 feet long 
Procedure: The patrols line up, each with four Scout staves and their patrol flag attached to the fifth stave. On signal, the 
Scouts use the sash cord to lash the five staves together with four double lashings, omitting frappings. Next, they attach the 
three guylines about two thirds of the way to the top, raise the pole, and stake down the guylines so that the pole stands 
vertically. When finished, the patrol forms a single line at the base of the pole and stands at attention. 
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Scoring: The first patrol finished wins. Give extra points for the tallest pole. 
Get ’Im Up! 
Equipment: For each patrol, three Scout staves or poles, one 8-foot length of lashing rope, and one 10-foot length of rope 
Procedure: On signal, each patrol lashes the poles together with a tripod lashing, ties a bowline knot in the shorter rope, 
and passes the running (or free) end of the rope over the top of the tripod. One Scout stands in the loop, grasps the free 
end of the rope, and is lifted up. (On a slippery surface, Scouts might need to steady the staves.)  
Scoring: The first patrol to get a Scout in the loop with his weight fully supported by the tripod wins. 
 
Kick Bridge 
Equipment: Two 12-foot spars, two (or four) 20-foot guylines, one 6-foot rope, one 20-foot recovery line 
Procedure: The patrol members tie the guylines to the top of one spar and stand it up. Then they tie the upright and 
horizontal spars together with the 6-foot rope, using clove hitches, so that the horizontal spar hangs loose. The recovery 
line is tied to the free end of the horizontal spar. Two (or four) Scouts support the guylines. The first Scout runs to the 
upright, swings on the horizontal spar across the “stream,” and gets off. The horizontal spar is swung back for the next 
Scout, and so on. The guylines are eventually brought to the opposite side. 
Scoring: The first patrol to get all Scouts across the stream in the shortest time wins. Add 30 seconds for each Scout who 
falls into the “water.” 
 
Knot Hoop Relay 
Equipment: One 6-foot piece of rope for each patrol 
Procedure: On signal, the first Scout ties the rope into a loop with a square knot (or a sheet bend, fisherman’s knot, or other 
joining knot) and passes it over his head and down his body. He steps out of the loop, unties the knot, and passes the rope 
to the next Scout, who repeats the procedure, and so on down the line. 
Scoring: The first patrol to finish wins. If patrols aren’t of equal size, announce a specific number of knots to be tied. This 
will mean that one or more Scouts might have to tie two knots apiece. 
Variation: Instead of rope, use pieces of wool yarn. If the yarn loop breaks, it must be tied again and the loop made smaller, 
therefore more difficult to get through. 
 
Knot Trail (Knot Kim’s Game) 
Equipment: Several pieces of rope of varying thicknesses 
Procedure: Tie the ropes together, using different knots (square, sheet bend, bowline, two half hitches, taut-line hitch). Tie 
one end of the rope to a tree using a clove hitch, the other end to another tree using a taut-line hitch. Each patrol is told to 
walk along the rope from tree to tree and back again, silently, to view and memorize the knots (for approximately two 
minutes). The patrols then huddle to come up with a list of the knots (including the knots around the trees) in the correct 
order. 
Scoring: The patrol with the best list wins. 
Trick question for extra points: How many ropes were used? 
 
Knot-Tying Relay 
Equipment: One 6 1⁄2-foot rope per patrol; Scout staff or long stick 
Procedure: The patrols line up in relay formation with the first Scout about 10 feet from the staff, which is held horizontally 
30 inches off the ground. On the signal, “Bowline (or other knot), go!” the first Scout runs up, rope in hand, ties the rope to 
the staff with a bowline, has it approved by the judge, unties it, runs back, and gives the rope to the next Scout, who 
repeats the procedure, and so on until all players have tied a knot. 
Scoring: The first patrol to finish wins. 
Note: For the square knot, sheet bend, and fisherman’s knot, join the ends of the rope with a taut knot with the staff 
running through the loop. For the clove hitch, tie two half hitches and a timber hitch, tie the rope to a staff, and pull taut. 
For the taut-line hitch and bowline, tie the knots so that the staff runs through the loop. 
 
Knotty-Silent Ball 
Equipment: A foam ball, two pieces of rope, two broomstick handles, and a Boy Scout Handbook 
Procedure: Form the Scouts in a circle. The game must be played in total silence. One by one, the boys toss the ball to 
anyone in the circle except to the boys beside him. If a boy misses the ball, he must go to the center of the circle and tie a 
knot. The knot is chosen by the senior patrol leader (who chooses a knot that the boy needs to learn). The game continues 
around the boy tying the knot. Once the knot is tied correctly, he returns to the game. If the boy in the center is hit, the boy 
who threw the ball goes to the center. Any throw that is too hard or that hits below the knees also means a trip to the 
center. Any boy who goes to the center two times must drop out of the game. Remember, this is played in total silence. 
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Scoring: The last player in the game is the winner. 
Variation: Substitute other skills in place of knot tying. 
 
Ladder Relay 
Equipment: For each patrol, six lashing ropes, two poles 6 to 10 feet long and three sticks 2 to 3 feet long (all 2 inches thick) 
Procedure: The teams line up in relay formation at a distance from their equipment. On signal, the first player from each 
patrol runs up and starts his team’s ladder by lashing the end of one rung onto a pole. Then he runs back and tags the next 
player, who runs up and lashes the other end to complete the first rung, and so on until the ladder is completed. Then all 
players run to their ladder and hold it while one Scout climbs to the top. If a team has fewer than six players, one or more 
will need to make two lashings. 
Scoring: The first patrol to finish and test their ladder wins. 
Testing and scoring variation: Give 20 points for the first ladder lashed, 15 for the second, 10 for the third, 5 for the fourth. 
The teams exchange places and each player climbs an opponent’s ladder to test the lashings. Deduct 
10 points if a rung slips; deduct 20 points if the lashing comes undone. 
 
Lifeline Relay 
Equipment: For each patrol, one 40-foot length of sisal, manila, or nylon rope (unweighted); a target made from a 5-foot 
board (to represent outstretched arms) 
Procedure: Each patrol team is about 30 feet from their target. Tie a bowline knot in one end of the rope and fit it around 
the first player’s wrist. He coils the rope and, holding one end, tosses the coil at the target. The bowline loop is transferred 
to the second Scout’s wrist, who recovers and recoils the rope, then throws, and so on until all patrol members have 
competed. 
Scoring: Score 5 points for each throw that hits the target. Add 20 points for the patrol that finishes first. 
 
Log Hauling 
Equipment: For each patrol, one log, 5 to 6 feet long; one rope, 100 feet long (or use a single log and rope for all teams, and 
time the game with a stopwatch) 
Procedure: Each patrol ties a timber hitch around the log. Then each Scout ties a bowline-on-a-bight at intervals along the 
rope (or overhand knots in a double line, forming large loops). Then, each patrol member places a bight over his shoulders 
as a harness and together the Scouts drag the log 50 feet across the finish line. 
Scoring: The first patrol to cross the finish line with all knots tied correctly wins. 
 
Log-Raising Relay 
Equipment: For each patrol, a crossbar, a 3-foot log about 12 inches in diameter, and a 50-foot length of 1⁄2-inch-thick rope 
Procedure: The patrols line up in relay formation at the starting line, which is 25 feet from the crossbar and the log. Position 
the crossbar 10 feet above the ground. On signal, the first Scout in each patrol coils the rope and throws one end of it over 
the crossbar. He runs forward and ties one end of the rope around the log with a timber hitch. He then hoists the log off the 
ground by pulling on the free end of the rope. After the log has cleared the ground, he lets it drop, unties the timber hitch, 
pulls the rope from the crossbar, carries one end back to the starting line, and tags the next Scout in his patrol, who repeats 
the procedure. Continue until all patrol members have run the course. Any Scout failing to throw the rope over the crossbar 
after five attempts disqualifies his patrol. 
Scoring: The first patrol to finish wins. 
 
Long-Legged Puddle Jumper 
No time to build a bridge, but you don’t want to get your feet wet? All you need are three stout spars, three lengths of 
lashing line, and three ropes for guylines. Lash the three poles together. Be creative in making it. 
 
One-Handed Knot Tying 
Equipment: Two ropes for each patrol 
Procedure: Divide the patrols so that half-patrol teams face each other, with the Scouts in front about 20 feet apart from 
each other. Two ropes are placed halfway between the Scouts in front. The leader calls out a knot. The first player from 
each half-team runs to the center and, with one hand behind his back, ties his end of one rope to that of the other player’s. 
The leader checks the knot. Then the players untie the knots, run back, and tag the next players. The rope cannot be laid on 
the floor or the ground during tying. Teeth cannot be used. Knots cannot be tied against any part of the players’ bodies. If a 
patrol has an odd number of members, one Scout runs twice. 
Scoring: Score 10 points for the first patrol to finish, 5 for the second. 
Variation: Add extra fun by having the players tie the knots behind their backs. 
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Remote Clove-Hitch Tying 
Equipment: For each patrol, a tree around which a 10-foot-radius area is staked out, a 50-foot rope 
Procedure: Two Scouts from each patrol grasp the rope at either end and are not permitted to let go. The object is to tie a 
clove hitch around the tree without entering the circle. Other patrol members may help with advice and by raising the rope 
as needed. This is a fooler; it requires lots of thinking! 
Scoring: The patrol to finish first wins. 
 
Roman Chariot Race 
Equipment: For each patrol, six Scout staves and nine pieces of sash cord for lashing 
Procedure: The equipment is placed in piles at a distance from the patrols. On signal, the patrols run up and lash a 
“chariot.” This is done by making a trestle frame, as in building a bridge. Four staves form a square; the fifth and sixth staves 
are lashed diagonally to the opposite two sides. When the frame is finished, two Scouts pull the chariot and rider down the 
field around a marker and back to the finish line. 
Scoring: The first patrol to cross the finish line with their chariot intact wins. 
 
Short-Splice Tug-of-War 
Equipment: For every two teams, one 4-foot and two 15-foot lengths of rope 
Procedure: Divide the group into two teams, each with a 15-foot rope, facing each other in single lines. Mark a center line 
between the teams to indicate their separate territories. Place the 4-foot rope across this line, with the ends pointing 
toward the teams. On signal, both teams have four minutes to splice their long rope onto the short rope. On the second 
signal, the players take hold of their ropes and start pulling, trying to drag the opposing team across the center line. The 
rope may not be tied around players’ waists, nor can players hold onto posts, trees, or other stationary objects. 
Scoring: The first team to pull its opponents across the center line with its splice intact wins. 
 
Snake Race 
Equipment: Eight staves and seven lashing cords for each patrol 
Procedure: The patrols line up in relay formation and place the staves in line between their feet. On signal, the patrol 
members lash the staves together into a long “snake” with single shear lashings. When secure, the snake is passed forward, 
then up and overhead to the rear, and down and forward between the feet to the original position. 
Scoring: The first patrol to finish wins. 
 
Taut-Line Hitch Race 
Equipment: A rope ring around a tree; tent stakes hammered in the ground around the tree in a circle; for each player, a 
rope of sufficient length to reach from the rope ring to a tent stake for tying a taut-line hitch 
Procedure: All ropes are lying with their ends slack on the ground. The Scouts line up next to the tent stakes. 
On signal, each Scout grasps a rope end and ties a tautline hitch. When all Scouts in the patrol have finished, the patrol 
gives its yell. 
Scoring: The first patrol to yell, with all hitches tied correctly, wins. 
 
Tripod Lashing 

Equipment: For each patrol, three 8-foot spars (staves or saplings), one 8-foot length of lashing rope, and one 6-foot length 

of rope for suspension  

Procedure: On signal, the patrol members lash the three spars into a tripod, using the tripod lashing shown in the Boy Scout 

Handbook. When finished, they set up the tripod, tie a bowline knot in one end of the short rope, and place the bowline 

loop over the top of the tripod. Then they tie a bowline knot in the free end— high enough that the loop cannot touch the 

ground. One Scout steps up into the bowline loop and stands there, holding his balance by hanging onto the line coming 

down from the top of the tripod. 

Scoring: The first patrol with a Scout standing in the bowline loop with the tripod supporting his weight wins. 

 

Two-Person Square-Knot Tying 

Equipment: A 50-foot rope for each patrol 

Procedure: Two Scouts grasp the rope ends and, without letting go, join the rope ends with a square knot. Other Scouts can 

help with advice only. 
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Whip-the-Rope 

Equipment: An unwhipped lashing rope and whipping cord for each Scout 

Procedure: The patrols line up in relay formation. The ropes are placed at a turning line in front of the patrols. A leader is 

assigned to each patrol. On signal, the first Scout in each line runs to the turning line, picks up a rope, whips both ends, then 

runs back to tag the second Scout, and so on until all have run. 

Scoring: Award 5 points for the first patrol to finish, 4 points for the second, 3 for the third, etc. The leaders inspect the 

whippings. Deduct 1 point for each whipping that slips off the rope when pulled. 

Variation: Splice-the-Rope. Same as above, but each Scout puts one end splice on the rope. Score as above for time, then 

score 1 to 5 additional points for neatness. 

Swimming 
Swimming Skills 

 Second Class Swimming Skills 

8a Tell what precautions must be taken for a safe swim (pg 182) 

8b Demonstrate your ability to jump feet first into water over your head in depth, level off and swim 25 feet on the surface, 

stop, turn sharply, resume swimming, then return to your starting place.  (pp 190 – 191) 

8c Demonstrate water rescue methods by reaching with your arm or leg, by reaching with a suitable object, and by 

throwing lines and objects.  Explain why swimming rescues should not be attempted when a reaching or throwing rescue is 

possible, and explain why and how a rescue swimmer should avoid contact with the victim (pp 196 – 199)  

 

 First Class Swimming Skills 

9a Tell what precautions must be taken for a safe trip afloat.  (pp 194 – 195)  

9b Successfully complete the BSA swimmer test.  (pp 190 – 191)  

9c With a helper and a practice victim, show a line rescue both as tender and as rescuer.  (The practice victim should be 

approximately 30 feet from shore in deep water).  (pg 199)  

Swimming Games 
 

25-Yard Swim 

The racers (one from each patrol) line up. On signal, they jump into the water and swim 25 yards to the goal. Continue until 

all have raced. 

 

Backward Race 

The Scouts line up parallel to the shore in waist-deep water. On signal, they run backward to shore. 

 

Ball Race  

Each Scout carries a table-tennis ball between his knees. If he loses it while swimming or running in the water, he must 

replace it before continuing. 

 

Balloon Ball 

Divide the Scouts into two equal teams. One team, standing in shallow water, gathers around to protect an inflated balloon. 

The other team lines up along the shore. On signal, the attacking team moves from the shore and tries to burst the balloon. 

Each team has three minutes to burst the balloon. The team that bursts it in the shortest time wins. 

 

Bull in the Ring 

Scouts in waist-deep water form a circle by joining hands. One Scout in the center is the “bull.” On signal, the bull attempts 

to break out of the ring in any manner he desires. 

 

Candy Hunt 
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Wrap pieces of hard candy in aluminum foil and scatter them in shallow water. Have the Scouts try to find them within a 

given time. 

 

Canoe Splash.  

With two men to each canoe, one of them paddles while the other uses a pail to try to fill their opponents’ canoe with 

water until it sinks. (Proper safety precautions must be taken: a lifeguard boat must be at hand and participants must be 

wearing personal flotation devices.) 

 

Canoe Tug-of-War.  

Tie the painters of two canoes together, with two Scouts to each canoe. On signal, each canoe team tries to pull the other 

beyond a designated line by paddling. 

 

Hands-up Race 

The Scouts line up in the water. On signal, they swim a designated distance with both hands above the water, using only 

their legs and feet for propulsion. The first Scout over the line wins. 

 

Horse and Rider.  

Pair the Scouts into buddy teams. One is the “horse” and one is the “rider.” Each team tries to unseat the other teams in 

knee-deep water. The last team left standing is the winner. 

 

Initiative Race 

The Scouts race back and forth between two points a certain number of times, using a different stroke each time: crawl 

stroke, breaststroke, backstroke, sidestroke, and so on. 

 

No-Paddle Race 

Just that! There are four Scouts to a canoe. Each Scout uses his hands instead of a paddle to move the canoe across the 

finish line. 

 

Ocean Race 

Each Scout sits in an inflated inner tube at the starting line. The water should be waist deep. On signal, each Scout paddles 

with his hands toward shore, which is the finish line. 

 

Patrol Swim Relay 

The patrols line up in relay formation on the dock. The first Scout swims to a float and back to tag the second Scout, and so 

on.  

 

Ping-Pong Race 

The Scouts line up at the starting point in waist-deep water, each with a table-tennis ball floating in front of him. On signal, 

each Scout blows his ball to shore. 

 

Rescue Race 

Equipment: For each player, one 4-foot piece of rope 

Procedure: The patrols line up in relay formation at a starting line, the “shore.” Each player has a piece of rope. The patrol 

leaders each take position 20 feet in front of the first Scout in any patrol other than their own. When the game begins, each 

patrol leader pretends he is drowning and must be rescued by having a line thrown to him. Each patrol tries to be the first 

to get the patrol leader back to shore. On signal, all patrol members tie their ropes into one long line. The first Scout coils 

the rope and throws it to the patrol leader, and the whole patrol pulls him to shore. (It is best to trade patrol leaders 

around so that no leader is rescued by his own patrol.) 

Scoring: Give 100 points to the first patrol bringing the leader ashore, 80 points to the second, and 60 points to the third. 

Check knots for correct tying. Deduct 10 points for every incorrect knot. 
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Shirt Rescue  

The Scouts pair off. One Scout swims out 30 feet, and remains there to be rescued. The rescuer jumps into the water with a 

shirt in his mouth, swims out, throws one end of the shirt to the victim, and pulls him to shore. 

 

Skin-Diving Contest 

Equipment: Plastic saucers or small plates  

Procedure: The patrols line up on a dock or at the side of a pool. The game leader throws a number of saucers into the 

water. The Scouts dive in and retrieve the saucers, bringing them back to their starting point. Repeat the game three times. 

Scoring: The patrol that retrieves the most saucers wins. 

 

Towel Race  

The Scouts race between two points, each holding a dry towel in one uplifted hand. The towel must be dry at the finish. 

 

Water Basketball 

Equipment: A large basket with the bottom cut out, a rubber ball 

Procedure: Fasten the basket at an end of a swimming pool or a boat landing. Divide the troop into two teams of 

swimmers. The players must try to throw the ball into the basket as in regular basketball. Limit the game to five minutes. 

Scoring: Each basket earns 2 points. The team with the highest score wins. 

 

Water Dodgeball 

Equipment: A rubber ball 

Procedure: Divide the troop into two teams. One team forms a circle around the other team in waist-deep water. 

The outside team tries to hit the members of the inside team with the ball. A player hit by the ball is out of the game. After 

a given time the teams switch positions. 

Scoring: The team that stays inside the circle the longest wins. 

 

Water Poison 

Have the Scouts stand in a circle in shallow water with their hands clasped. In the center is a floating object, which is 

“poison.” On signal, each Scout tries to pull another Scout into the poison but must avoid touching it himself. Anyone who 

touches the poison is eliminated. Any two players who let go of their grip are both out. 

 

Wheelbarrow Race.  

Two Scouts from each patrol line up, one behind the other, in shallow water. The Scout in front is the “wheelbarrow” and 

gets down on all fours. The other Scout grasps the wheelbarrow’s ankles and raises his legs. On signal, all race to the finish 

line. 
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Troop Program Resources (almost all of the games) 
Boy Scout Handbook 12 edition  


