Baden-Powell’s Scouting Games Camporee

Games List

From “SCOUTING GAMES” by Sir Robert Baden-Powell.  These games are described in B-P’s very own words.  The following games have been selected as most suitable.  See http://www.netwoods.com/d-games.html to download the complete book.  

FLYING COLUMNS

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

the nearest garrison comes across a Scouts' camp. He gives to each Patrol-leader a hasty idea of the

situation and shows him a rough map explaining that the distressed force is two miles along a certain

road, and between the Scouts' camp and that force are the enemy's out- posts. The Patrol-leaders are to

take their patrols in the shortest time to the force in distress without being seen by the enemy. The

distressed force should be represented by any conspicuous spot, and the enemy's outposts by people

with red flags stationed on the road between the Scouts' camp and the other force. As soon as they see

any of the patrols they should blow a whistle, and those scouts are to be considered captured (or else

they may notice to which patrol the Scouts they have seen belong and count it against them). The patrol

which gets to the distressed force in the shortest time, and without any of its Scouts being seen wins.

WHERE'S THE WHISTLE ?

Here is the description of a capital game which can be played in an open field where there is no

cover. A number of Scouts are blindfolded and placed in a line at one end of the field. Then a

Scoutmaster or Patrol-leader goes to the other end, and blows his whistle every now a-ad then. The

business of the blindfolded Scouts Is to reach the whistle-blower and touch him. The latter may stoop

down, but be must not move about As soon as a Scout touches the person with the whistle, he slips off

his scarf and is out of the game. The whistle-holder should see that no boys run into hedges or ditches; if

he notices any of them straying, he must blow his whistle and so attract their attention in the right

direction. Points are awarded in accordance with the order in which the Scouts reach the whistle-holder,

the highest points, of course, going to the one who first reaches his destination.

ONE TREE AWAY.

For this game a base is marked out, usually by a circle of trees with scarves attached, on fairly level

ground free from stumps and loose stones. The next ring of trees encircling this base is the Defense Line,

which is explained later. The party is divided into two sides, stormers and defenders, in alternate games,

which may last from ten to twenty minutes each. The defenders remain in the base while the stormers

retire out of sight. As soon as they have taken up their positions, the umpire blows his whistle three times

and the attack commences; the defenders leaving the base and sending Scouts well forward to obtain all

possible information of the enemy's movements. The object of the stormers is to get as many men as

possible into the base, untouched by the defenders before the umpire's whistle finishes the game. Each

man gaining the base untouched scores a point in favor of the stormers; he should sit down well within

the base line in order not to obstruct his own side. No stormer may be touched so long as he has one

hand on the trunk of a tree, and should he be unduly crowded by the defenders he may order them "One

Tree Away." A tree affords protection to only one stormer at a time and may not be held by a defender. If

a stormer is touched he must at once proceed to the Prisoners' Camp near the base, where he can watch

the game and be out of the way of the combatants. When the game has started no defender may enter

tho Defense Line mentioned above except in actual pursuit of a stormer; on missing or touching him he

must at once go outside again before attempting to tackle another. Patrol flags tied to small sticks (not

poles) may be borne by some of the stormers, and a stormer who carries his, flag into the base may

demand the release of a prisoner.

WHAT IS IT ?

Two Scouts (preferably ones with the Naturalist Badge) start out and make certain signs such as a

number, word, sketch of animal or bird, etc., with chalk on trees or the pavement. Signs or sketches may

also be made in the dust or mud, on the ground or on banks. The two Scouts should also decide upon an

uncommon sign to signify "What is it ?" such as a circle with a line drawn through it Pieces of wood

bearing this sign may be taken out and stuck in plants and places where it is impossible to chalk the sign.

The remainder of the troop start out say ten minutes after the first two, either as a body or separately, and

take notebooks and pencils with them. The game consists of entering in their notebooks the signs which

they observe. Where the "What is it ?" sign is noticed they must mark in their books the nature of the

article which bears the sign, such as "An Oak," or "An Iron Fence," etc. There must be no co-operation

between one another. Marks should be given according to the number of signs, etc., observed, and for

the correct answers to the " What is it ? " sign. Besides being very interesting this game develops

observation powers, strengthens the memory and is a good botany instruction. When the game is over all

chalk marks should be rubbed out, and care must be taken not to deface private property.

DEER-STALKING.

The Scoutmaster acts as a deer, not hiding but standing, and moving occasionally now and then. The

Scouts go out to find the deer, and each tries in his own way to get up to it unseen. Directly the

Scoutmaster sees a Scout he directs him to stand up as having failed. After a certain time the

Scoutmaster calls "Time," and all stand up at the spot which they have reached, and the nearest wins.

The same game may be played to test the Scouts in stepping lightly. The umpire being blindfolded. The

practice should preferably be carried out where there are dry twigs, stones, gravel and so on lying about.

The Scout may start to stalk the blind enemy at one hundred yards distance, and he must do it fairly fast-say in one minute and a half to touch the blind man before he hears him.

THE TREASURE HUNT.

The treasure hunt needs observation and skill in tracking, and practically any number can take part in

it, Several ways of playing the game are given below :

1) The treasure is hidden and the Scouts know what the treasure is; they are given the first clue, and

from this all the others can be traced. Such clues might be -

a) Written on a gatepost: " Go west and examine third gate on north side of stream ";

b) on that gate Scout's signs pointing to a notice-board on which is written: " Strike south by

south-east to telegraph post No. 22,"

and so on. The clues should be so worded as to need some skill to understand, and the various

points should be difficult of access from one another. This method might be used as a patrol-competition,

starting off patrols at ten minutes intervals, and at one particular clue there might be different orders for

each patrol, to prevent the patrols behind following the first.

2) The clues may be bit, of Colored wool tied to gates, hedges, etc., at about three yards interval,

leading in a certain direction, and when these clues come to the end it should be known that the treasure

is hidden within so many feet. To prevent this degenerating into a mere game of follow-my-leader, several

tracks might be laid working up to the same point, and false tracks could be laid, which only lead back

again to the original track.

3) Each competitor or party might be given a description of the way-each perhaps going a slightly

different way, the description should make it necessary to go to each spot in turn, and prevent any

"cutting" in the following way: " Go to the tallest tree in a certain field, from there go 100 yards north, then

walk straight towards a church tower which will be on your left," etc. All the descriptions should lead by an

equal journey to a certain spot where the treasure is hidden. The first to arrive at that spot should not let

the others know it is the spot, but should search for the treasure in as casual a manner as possible.

LION-HUNTING.

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

corn or peas, and six lawn-tennis bars or rag balls. He is allowed half an hour's start, and then the patrol

go after him, following his spoor, each armed with one tennis-ball with which to shoot him when they find

him. The lion may hide or creep about or run, just as he feels inclined, but whenever the ground is hard or

very greasy he must drop a few grains of corn every few yards to show the trail. If the hunters fail to come

up to him neither wins the game. When they come near to the lair the lion fires at them with his tennisballs, and the moment a hunter is hit he must fall out dead and cannot throw his tennis- ball. If the lion gets hit by a hunter's tennis-bah he is wounded, and if he gets wounded three times he is killed. Tennisballs may only be fired once; they cannot be picked up and fired again in the same fight. Each Scout must collect and hand in his tennis-balls after the game. In winter, if there is snow, this game can be played without tracking irons, and using snowball instead of tennis-balls.

WALKING THE PLANK

Is practiced on an ordinary plank set up on edge, and you walk along it from end to end.  The difficulty and sport of this game is added by carrying a flat board with a ball upon it, and he who crosses without dropping the ball wins the competition.

SCOUT'S NOSE.

Prepare a number of paper-bags, all alike, and put in each a different smelling article, such as

chopped onion in one, coffee in another, rose-leaves, leather, aniseed, violet powder, orange peel and so

on. Put these packets in a row a couple of feet apart, and let each competitor walk down the line and

have five seconds' sniff at each. At the end he has one minute in which to write down or to state to the

umpire the names of the different objects smelled, from memory, in their correct order.

OLD SPOTTY-FACE.

[This is an adaptation of the game in Mr. E. Thompson Seton's Birch Bark Roll of the Woodcraft

Indians,(Published at 1s. net by A. Constable & Co.) and is recommended for regular practice as an eye

strengthener and for developing the sight.]

Prepare squares of cardboard divided into about a dozen small squares. Each Scout should take one,

and should have a pencil and go off a few hundred yards, or, if indoors, as far as space will allow. The

umpire then takes a large sheet of cardboard, with twelve squares ruled on it of about three-inch sides if

in the open, or one and a half to two inches if indoors. The umpire has a number of black paper discs, half

an Inch in diameter, and pin.3 ready, and sticks about half a dozen on to his card, dotted about where he

likes. He holds up his card so that it can be seen by the Scouts. They then gradually approach, and as

they get within sight they mark their cards with the same pattern of spots. The one who does so at the

farthest distance from the umpire wins. Give five points for every spot correctly shown, deduct one point

for every two inches nearer than the furthest man. This teaches long sight.

A MEMORY GAME.

In order to play this game successfully, it is necessary that the list of words and sentences given

below be memorized by one of the players, who acts as leader. This leader, turning to his next neighbor,

remarks: "One old owl." The latter turns to his neighbor, and gives the same formula. So it passes around

the circle till it comes to the leader again, who repeats it, and adds the formula: "Two tantalizing, tame

toads." again it goes around, and again, and each time the leader adds a new formula, until the whole is

repeated, up to ten. It is safe to say, however, that no society will ever get that far. Those who forget part

of the formula are dropped from the circle. Here is the whole:

One old owl.

Two tantalizing, tame toads.

Three tremulous, tremendous, terrible tadpoles.

Four fat, fussy, frivolous, fantastic fellows.

Five flaming, flapping, flamingoes fishing for frogs.

Six silver-tongued, saturnine senators standing strenuously shouting: " So-so."

Seven serene seraphs soaring swiftly sunward, singing: " Say, sisters."

Eight elderly, energetic, effusive, erudite, enterprising editors eagerly eating elderberries.

Nine nice, neat, notable, neighborly, nautical, nodding nabobs nearing northern Normandy.

Ten tall, tattered, tearful, turbulent tramps, talking tumultuously through tin trumpets.

CELEBRITIES.

A good game can be devised by cutting, from the papers a selection of portraits of celebrities, pasting

each portrait on a numbered card and inviting the company to name them; soldiers, monarchs,

statesmen, preachers, and athletes will be the most readily recognized.

TUB-TILTING.

This is a favorite game of the Boy Scouts of America, and was invented by Mr. Ernest Thompson

Seton, Chief Scout of America. Two Scouts are mounted on upturned tubs, about nine feet apart, and

armed with long bamboo poles. Each pole has a boxing glove on one end, and the Scouts have to knock

one another off the tubs with the poles. The boxing glove, of course, prevents any damage being done. If

tubs cannot be obtained, forms or chairs can be used instead.

INJURIES.

The boys are divided into pairs. One boy starts the game by turning to his neighbor and saying: " I

have twisted my ankle," or " cut my finger," at the same time assuming a position he considers the

accident will cause, or simply holding out the injured member. His neighbor has to explain at once the

proper treatment for the injury. If he cannot answer he must take up the sufferer's burden. If he answers

correctly the sufferer has to keep in the position. The procedure is repeated with each pair, different

troubles being used in each case, therefore at the end of the first round half the boys are sufferers (the

losers) and the other half uninjured (the winners). The sufferer now suddenly conquers his malady, but

discovers one equally troublesome which he asks his neighbor to solve. If the neighbor is successful it

proves that be is the better boy at First-Aid, because he has won twice. Only those boys who have won

twice enter the next round; those who have lost both times, or won one and lost the other, being counted

out. The winning boys are pitted against each other until a final winner is discovered. If the final between

the last two boys be a draw, they should test each other again. Of course the winner is not necessarily the smartest boy in the troop at First-Aid, but the game undoubtedly helps to impress the principles of First- Aid upon the memory of the boys. The Scoutmaster listens to the recital of each injury and judges the suggested treatment. He may also ask .supplementary questions to make sure that the doctor really

understands.

Here is a list of more challenging games for the older boys: 

GIANT KNOT: 

Six Scout team; judged on time. Given a 30 foot rope, tie a clove hitch to a post in the middle of a 21 foot circle. You may not enter the circle.

LOG HOIST:

One Scout; judged on time. Throw a 30 foot rope over a 8 foot high crossbar 15 feet away. Run up and tie a timber hitch to a log (18 inches long). Hoist the log free of the ground and hitch the rope to a peg at your starting point. The log must remain clear of the ground. 

LOG PULL RELAY:

Six Scout team with a 9 foot rope; judged on time. Teams are arranged three Scouts at each end of the course. The first Scout ties the rope to a log and pulls the log to the other end of the course to be pulled back by the second Scout, and so on. The timber hitch is a fast knot to tie but, if they make it a single, they must keep on the tension at all times.

SIX KNOT RELAY:

Six Scout team; judged on time taken to tie knots correctly. In turn, each Scout runs 30 feet, ties a knot, and returns to tag off the next Scout. The six knots are the reef, bowline, sheet bend, clove hitch, round turn and two half hitches, and sheep shank. 

POLE RAISING:

Six Scout team; judged on time. There is a 10 foot pole in a 20 foot diameter circle with one end of the pole touching the edge of the circle. You have two ropes, 60 feet in length. Without entering the circle, erect the pole in the center of the circle. 

FAST COMPASS:

Four Scout team with compasses supplied by troop; judged on the number of correct readings in three minutes. Lay out a circle with about 20 numbered pegs around its perimeter. In turn, each Scout goes to the center of the circle and is given a compass reading. He writes down the number of the peg in the direction he has been given. 

SLOPPY CAMP (A version of Kim’s game): 

Campsite set up with 20+ items wrong. Patrol has 5 minutes to observe(silently). Then 5 minutes to list all they saw. 

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

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

SNAPPER FISHING:
Give each patrol four 1.5 meter poles, several lengths of cord and a mousetrap. Mark out "river banks" 5 meters apart. Each patrol places its mousetrap on one river bank and cocks it, then lines up opposite it on the other side of the river. On signal, the Scouts lash together their poles to make a "fishing pole" and start angling. The first patrol to catch its snapper wins.

THE MONSTER:
The Patrol must form a monster that moves 50 ft. and makes a sound. 

1. The Monster must have only one more leg than the number of Scouts in the Patrol; 

2. The Monster must have one less arm than the number of Scouts in the patrol; 

3. The Monster must make a single sound, not just a group shout. 

Scoring: Judges prerogative. 0-50 for the Monster 0-50 for the sound. 

