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Law & Promise

· Paper

· Pencil

Give every member of the Troop a pencil and paper. Then simply get them to write down their Law & Promise. The results may surprise you! [As Patrol activity.]
Ballisters

· Thin rope

· Elastic bands

· Canes

Each Patrol gets rope, elastic bands and some Scout staves. They are given a time limit (to suit the programme) to build their ballister. After the time is up the aim is to see which teams ballister fires over the longest distance, and then which is the most accurate.

Blob

· Pole

A thick pole is balanced upright in the centre of the room, and all players form a circle around it, holding hands (or wrists for better grip). When the leader says go, everyone pulls as hard as they can and tries to pull the other players into the pole. Whoever knocks the pole over, or lets go of another person's hand, that person is out, and the next round is played without them. The winner is the girl or boy left in when everyone else is out. (This is quite a rough game).

Hall Volleyball

· A Ball - a proper volleyball is ideal for outdoors, but a foam ball for inside use. 

· Chairs to be used as net, or a net outdoors.

The game is based on volleyball but is played with each team member sat down. There is no standing or kneeling.

The chairs are placed across the hall to make a net and an area around the 'net' should be marked as a no go zone.

A court is marked out smaller than a volley ball court using whatever is at hand, chalk etc.

Rules as for volleyball but can be changed by the person running the game to suit.
Moor House

· 2 Chairs(with solid backs) per Patrol / team, 

· 2 coloured beanbags per Patrol / team

This is a game of speed and memory. Each Patrol/team sits evenly spaced down the length of the hall with a chair at each end in line with the Patrol/team.

The chairs should have full backs and face away from the Patrols so that they can’t see the beanbags on the chair.

Start with the bean bags either both on the same chair or one on each, the beanbags should be setup the same for each Patrol.

The members of each Patrol are numbered 1 to n, if the Patrol is short of numbers the Patrol leader takes up the spare number.

A leader calls a number and a colour e.g. Red 5. The 5th member of the Patrol runs to the chair with the red bean bag on it and moves it to the other chair and then runs back to their original position.

E.g. with a red beanbag, and blue beanbag

Red = move red beanbag


Blue = move blue beanbag


Yellow = move all beanbags one at a time

The colours can be changed as appropriate.

Additional: Add a third beanbag

Spoons

· 2 chairs & 5 spoons
Split the Scouts into 2 teams and number the team members

Call one number out and that Scout has to try and get 3 spoons to his chair.

The first person to put 3 spoons on their chair wins

BUT YOU’RE ONLY ALLOWED TO PICK 1 SPOON UP AT A TIME

Shatter The Patrol Leader

· 1 Chair per Patrol

The chairs are positioned at the far end of the hall on the line.

The Patrol Leader gives each member of his Patrol a piggy back to the end of the hall, around the chair and back. 

Trust

· Rope

All the Scouts hold onto a rope which has been tied with a very strong knot, such as a bowline or a fisherman’s knot, to form a completed circle.

They all learn backwards keeping the rope as tight as possible and a Scout gets onto the rope and walks around it back into his place.

Its a question of whether they can 'trust' their fellow Scouts. The Leaders must trust the Scouts holding the rope don't suddenly let go.
Inventions

· None

Show each Patrol the games box. Then get them to invent a new game using the equipment that you have, and try the games out.

A Bit Of A Handful

· Chair - to place items on & help carry items, a box - to help carry things in, and anything else you can lay your hands on - i.e. Wellingtons (1 off), coat, hat, scarf, magazine, rope, ball, bowl, bamboo cane - (anything in the hut is ideal but each team must have the same)

The items as described within the equipment list are placed on a table/floor at the end of a room opposite the associated team.(each team must have the same items in each pile)

On the word go, the first member of the team walks briskly/runs to the table and selects the first item of equipment, picks it up and returns to his team, passes it on to the next person who goes to the table and collects a second item of equipment and returns with both pieces to his team, passes it on to the third person.....and so on.

The team who gets all of the equipment from the table to the team wins.

The idea is that they should collect the item which will carry most equipment, ie the box, first, and place the rest of the equipment in it - and leave the heaviest item till last....they usually don't do this.

If they drop anything they must stop, pick it up and continue on.

It may be made more complicated by placing obstacles in the path for them to negotiate but safety is paramount - obstacles should only be used for the older sections.

007
· None

The teams are lined up as for a relay and told that they are looking for a new James Bond. This is a trial to see whether anyone would be good enough to take the part - set the scene.

Each player in turn has to go to the top secret establishment at the opposite end of the hall and retrieve the secret plans which they get by just touching the wall.

However there are a number of hazards en-route. They have to crawl under the barbed wire and then jump over the stream filled with piranha fish - not been fed this week!

They must creep through the trembler minefield - any shock will set them off.

Over the high voltage wire and under the lower laser beam and over the higher one. Of course they mustn't make any noise or they will wake up the guard with his machine gun in the observation tower.

None of the objects actually exist. They all have to be remembered and the appropriate action taken. If help is needed they can sign to their team who can mime the next action.

Each person has to go through all the hazards to the wall and back again without 'dying' in the attempt.

At the end you explain to them why none of them survived. Bottoms hit the barbed wire. They did not place the streams position correctly. Their back foot touched the EHT wire and so on.
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