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Cage

Groups must construct a cage from staves, sisal and rope large enough to hold a small boy from another group. The boy in the cage must escape within one minute. 

Knotting Relays
Give all boys a chance to compete and practice. Use basic knots tied in a useful way: bowline around the waist, tie a sheet bend using two different thicknesses of rope, tie a clove hitch around a spar or pole. 

Fisherman's Knots
Good practice for the real thing. Make your game realistic by using fishline or leader. Teach the boys the basic fisherman's knots as well as the blood knot, clinch knot, perfection loop and line-to-leader knot, and use relays to develop skill and speed. 

Rope Throw
One member of group is seated on a piece of cardboard (2' x 2') 30' - 35' away from the group. Balance of group each have one piece of rope about 6' long. On "Go" each group must join all pieces of rope using a specified knot (square, reef, clove hitch) and throw completed rope close enough to player on cardboard so that he can reach it. Player on cardboard cannot move and rope must fall within his arms reach. When he catches rope, he must tie bowline around waist and be hauled across line where rest of group throws rope from. Works well on most indoor floors. If you haven't enough rope for all your groups, game can be run by groups in turn using best time to declare the winners. 

Signal Knot Tie
One group signals (Morse or Semaphore) to another group some distance away giving instructions such as: tie bowline around your waist, tie clove hitch using two different thicknesses of rope, tie a reef knot around your leg, etc. 

Knotting Circle
Players in circle, one ties a knot in a bit of rope and drops it at the feet of one of another group, who must name the knot correctly and say if it is tied right before the tier has run round the circle. Whichever wins ties the next knot, and so on. 

Knotting Baseball
        • 1 Rope 
        • Markers for bases 
Same teams as baseball, but no bat or ball. Pitcher and batter each have a piece of rope. Pitcher calls name of knot and throws his rope to anyone in the field. If batter reaches first with knot tied correctly, he is safe. If knot tied (correctly) by fielder, reaches first before batter, he is out. If batter cannot tie knot called, he is out. If fielder cannot tie knot called, batting side scores one run whatever else happens. Fielders can then return ropes to second, third or home to "force" base runners. Make sure pitcher throws rope to all fielders and not too frequently to first base. 

Distance Clove Hitch

Using a very long rope and either a tree or a pole, the object of this game is to tie a clove hitch around the tree (pole) without getting near the tree. Draw a circle around the object that the knot is to be tied to and tell the boys that they must not go inside that circle.  The knot can be tied, but only through the co-operation and teamwork of the two boys. (Hint: One boy is a runner and the other stands in one spot.) We did this at a Loggers Day for the Boy Scouts and it was as much, if not more fun for the adults to try it as it was for the boys. It’s not anywhere as easy as it sounds ---- TRY IT, YOU’LL SEE FOR YOURSELF 
Black Knots

All players have a piece of rope. Assign a specific knot. Shut out lights for a specified time and see how adept group is in the darkness. Vary knots called and time lights are out.

Knotty
        • A rope per pair of players 
This is a game which is played by the American Indians of Pueblo. 
1) Each Scout is provided with a thin rope that is a foot and a half long. 
2) 2) Two players sit face to face with about 8 feet between them. One player holds his rope in front of him and the other Scout is the guesser. When the Scout who is the guesser says "Ready!" the other Scout puts his cord behind him and makes any number of simple, single knots on it, from one to four. The knots are made as fast as possible and when done, the player brings his empty hand out in front of him. His opponent guesses how many knots there are on the cord. The guesser only has one chance. 
3) 3) Immediately upon the guess the rope is held out in front of the player who made the knots, in order to prove the guess right or wrong. The Scout making the knots tries to fool his opponent by only making one knot, none, or several knots in the time it should take to make one, in order to fool his opponent. His face can give the expression that his hands are idle when they are actually busy or vice versa. 
4) 4) When playing this game as a den competition, each player on each team has a turn at knotting and guessing before the winning side can count coup. A team can have a brief conference before guessing the number of knots made by the opposing den. In den competition it is best to have a referee such as the Leader to keep track of the score made by each team. 

Pretzel Lashing
Required: long stick pretzels (7 inches long)
long shoestring liquorice

Each patrol gets 8-10 pretzels and 20 pieces of liquorice.
Give the assignment to use lashings to:

· Build a teepee in less than 3 minutes. 

· Build the tallest free-standing structure in less than 3 minutes. Build ... whatever else you want.

 It's actually quite difficult to successfully lash with the liquorice, so this is mostly for fun.

Liquorice Knots
Required: long shoestring liquorice

Use liquorice for practicing knot tying in a fun way.
Make a contest between patrols - first scout pulls the name of a knot out of a bag and has to tie it, tell judge what it is used for, and get acceptance. Then, next scout repeats. Allow scouts within a patrol to advise and demonstrate to each other to build teamwork, but the scout has to actually tie the knot he picks out.

Bulk Transporter
For this incident, the Patrol must first build the transporter ( see sketch) which is specially designed to carry a radioactive liquid ( water in a basin) to safety over an obstacle course.
Knot Tag

A circle is formed. and the Scout who is "It' is given a handkerchief with a knot in one corner.  The others place their hands behind them and look up at the ceiling as he passes behind them around the circle. He places the handkerchief in the hands of some Scout who immediately chases his left hand neighbour completely around the ring, beating him over the head with the knotted end of the handkerchief. Then the one with the handkerchief gives it to someone else, and so on.  Making a large hard knot, soaking same in water or enclosing in its folds a marble or two should be gently but firmly discouraged.

Timber Hitch Tug
Equipment 

· One 2m spar 

· Two lengths 10m laid rope, preferably no smaller than 9mm, preferably sisal. 

· Check out the frictional properties of the rope/spar combination before running the game using a 

· couple of hefty leaders/helpers/venture scouts. 

Game Description 

Teams compete against each other in a tug of war variant that tests their knot tying abilities. 

Assume 5 or 6 max per team, number off opposing team members to match for size/weight. 

The first pair each tie a timber hitch about a metre from opposite ends of a short spar (min. 100mm diameter). A 5-10 m. length of laid rope should be used. 

The middle of the spar is marked with tape or string. 

The pair have 30 seconds to tie a satisfactory timber hitch around the spar. If one or other can't tie the knot the other team gets a point. 

Assuming both tie a knot successfully then they take the strain on the rope and a leader checks the position of the mark on the spar with a chalk mark on the floor. 

The two contestants now start the pull. If one of the knots comes off the spar when the load comes on the other team get a point. 

At ten second intervals add another pair of scouts (matched for size/weight) at either end of the rope. If the rope comes off one end the opposing team get a point or if they pull the mark on the spar over their team's marker. If neither team has won after a minute then each team gets a point. 

The position of the markers will depend on the relative strengths of the teams. 

After each bout the next pair of players has to tie the knot and the system repeats until all players have had a go at tying and there have been as many pulls as there are team members. 

This can be an inter patrol competition that can carry over for several meetings. 

A variation can be to substitute a different hitch, but it must be an equally secure one.

Knotting Tug-Of-War
Equipment – 1 rope each

Pair Scouts up fairly.
1 of pair ties a rope round self using a bowline; other uses a timber hitch. Join ropes together using reef knot.

Proceed as Tug-Of-War.
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