Double Eagle Mystery Camporee

STATION LIST

Notes: 

- Because of the mystery nature of the event, prior to the camporee the youth participants will not know the list of stations. At the camporee they will receive a map showing the names and locations of the stations, but not the station descriptions.

- In a few cases Scouts will be told to bring some items along like compasses, but the vast majority of the stations will supply all the equipment and materials needed.

- At the more challenging stations, Webelos Scouts will be given a slightly less difficult task than Boy Scouts. Webelos Scouts may receive adult help, but adults should refrain from helping the Webelos Scouts unless when clearly necessary.

- Stations are all pass-fail. Showing proper Scout Spirit is the only requirement.

- Each station is worth one point except for the Orienteering Challenge which is worth three points.

- Each patrol will be issued a unique secret message at HQ on Saturday morning. Each message will have a unique secret key. More details can be found in How To Code And Decode Messages.

- In order to get their secret key, a patrol needs to complete nine points before 4:00 PM. 

- Each patrol that completes nine points before 4:00 PM and turns in their correct solution by 6:00 PM will get a First Place Award.

- Each patrol that completes nine points before 4:00 PM and but does not turn in their correct solution by 6:00 PM will get a Second Place Award.

- Each patrol that does not completes nine points before 4:00 PM  will get a Third Place Award.

1.  LOST KEY HUNT - Find a metal key buried in the sand with metal detector.   Other metal items can be buried in the sand in a designated area to make the activity more challenging.  These items can be scouting related like: a pocket knife, cook kit pot, tent stake, etc. 

2. FINGERPRINT IDENTIFICATION - Scouts have to dust for and lift a fingerprint off of a glass and match it up with the right print .

3. WHO’S SHOE? -  Scouts will be given a mold of a footprint and then have to match them from a pile of shoes or boots. 

4. ORIENTEERING CHALLENGE - Patrols will be issued a certified DVOA map of Quail Hill Scout Reservation for this activity. This will be an official 3.0 km Yellow Course. Because this station takes significant more time than the other stations, it will be worth three points instead of one point. Webelos Patrols need to have at least one adult accompany them the course.

In addition to the regular points, each patrol will be timed on the course. The patrol that finds all the controls in the fastest time will receive a special prize. 

5. “NOT” TYING GAME - The boys will start off with an phony knot tying activity.  A number of people will interrupt this activity at different times.  The actual activity is describing one of these people in detail afterwards: color hair, type clothing, approx. height, weight, etc.  For the boys who find out what the real activity is, they will not know which person they will have to describe.  

6. RADIO DIRECTION GAME - Boys will have to find the location of a hidden radio transmitter using a receiver with a directional antenna.  

7.  SOUND EFFECTS - Pre-recorded sounds of various items will be played for the patrol.  The boys will have to identify what items are making these sounds.  This station could be run by an adult with a computer with speakers and digital sound files. 

8.  ACT IT OUT -  The patrol leader has to convey a message to his patrol members using gestures only and  without speaking - like a form of charades.  

9. SECONDS TO THINK AND ACT - This activity involves a patrol in a series of emergency situations with which they must deal with correctly and quickly.  The response of each patrol will be judged based on what the correct action or actions should have been.  Once presented with a situation the judge will say, “Just seconds to think and act - GO!”  The types of situations could be:  an ice rescue,  nosebleed,  a threat of lightning, accidental hypothermia,  hotel room fire.  

10. CARD SWAPPING GAME -  At the beginning of the camporee, each patrol leader will be given a different pack of all the same “mystery” trading cards.  The object is to trade all but one of your cards away in order to obtain a complete set.   

11. SCRAMBLED WORD PUZZLE -  Each patrol will have to unscramble a number of words to obtain a clue.  The words that are scrambled can be scout related like “WROTSTTHRU” for “TRUSTWORTHY”.

12. SCAVENGER HUNT -  Each patrol is given a list of various items they have to find  in and around camp.  Items can be nature related like a dead maple leaf or scouting related like a patrol roster. 

13. ANIMAL TRACKING / TRAIL SIGNS - Patrols follow trail of animal tracks made from commercially available molds and/or follow a trail of Scout Trail Signs

14. MORSE CODE - Patrol splits up and the two groups communicate with each other using Morse code.   

15. KNOT TYING RELAY - Patrols members line up and take turns running up to a point and successfully tying a different scout knot in the form of a relay race.  

16. LOG PULL - Patrols must tie a timber-hitch and then pull a large log uphill to successfully complete this physical challenge. 

17. TOMAHAWK TOSS -  Scouts have fun throwing tomahawks at a target.  

18. WOOD TOOLS - Scouts learn about the proper use and care of wood tools.  
