Programs that run by themselves
Challenge rallies
A minimum of equipment, no judges, hardly any advance preparations, & activities that combine elements of Scout skills, competition, and fun…

What could be better?

You can select any number of the following activities and/or add some of your own, to make-up a competition rally.  
You can customize it to the monthly theme, like physical fitness or Nature, or have a series of unrelated challenges to test skills learned in the past. The possibilities are endless.  

Competitions & scoring can be on an individual basis or by Patrol to encourage team building.   

Let your PLC build a program around this type challenge. This encourages their use of creativity, planning skills, & Scout knowledge.

It is suggested that you make up several different rally challenge sheets ahead of time and keep sufficient copies of them on hand for when you need a quick program filler.

Challenge Rally’s should be limited to 10 per time to avoid overkill.
See the next page for a sample “Challenge Rally” score sheet then make up your own using ideas like these…. They can be for Individual, or Patrol points. ie:
Scout is in complete uniform

Entire Patrol is in full uniform

Advancement reqmt. completed
Wearing Uniform Socks

Scout’s name is written in shirt

Patches hand sewn by Scout

Handmade Neckerchief Slide

Dues Paid

10 push-ups done correctly
Merit Badge completed this month

Did a good turn today
Demonstrate one handed bowline

Able to hold breath for one minute

Brought a Scout candidate to Mtg.

Solve word puzzle of the day

Hold a head-stand for 20 seconds

Has Scout ID card on them

Currently holding leadership pos.
Knows difference of pine vs fir tre
Explain the outdoor code

Went on last Troop Campout

Participated in last Service Project

Can Recite the Scout Law

Brought Scout Handbook to Mtg.

Has a wallet with School ID

Knows the president on a $5. bill

Etc. etc. etc.

(Pre-assign point value to ea. item.)

Outside games
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. Ito 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. 

 PLANT RACE
Start off your Scouts either cycling or on foot, to go In any direction they like, to get a specimen of any ordered plant, say a sprig of yew, a shoot of ilex, a horseshoe mark from a chestnut tree, a briar rose, or something of that kind. Choose one that will tax their knowledge of plants and will test their memory as to where they noticed one of the kind required, Quickness should be encouraged by making the first successful Scout who arrives home winner of the game.

                                           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 and then. The business of the blindfolded Scouts is to reach the whistle-blower and touch him. The latter may stoop down, but he 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.
THE ILL FATED CAMP
Orders are given to one patrol at a time to march in a certain direction until they find a camp, and, when they arrive there, they are to act as they think best.

The “camp” should be set-up ahead of time, with everything disordered, as though there had been a fight. There is a man lying in the tent labeled: "Shot through the head dead." Near by is another man, with a label, "Broken thigh," while some way off there is yet another wounded man, who crawled away after he had been shot, and had fainted from loss of blood.

Watch different patrols at work. A tenderfoot patrol will very likely spend the first ten minutes fussing round the dead man when they arrive on the scene; and, after prodding him, poking him, and rolling him about, will, perhaps, make a stretcher, and carry him off for burial.

After wasting all this precious time, they turn to the man with the broken thigh, and carry him to the tent to patch him up, making the fracture a “compound one” on the way. They then tie up the wrong leg with numerous grannie knots, and, after some quite needless artificial respiration, leave the unfortunate patient to himself. The spoor of the third man passes unnoticed, and he is left to bleed to death.

Now have the younger boys watch the arrival of a more experienced patrol.

As soon as the leader sees that the men have been wounded in a fight, he puts out two sentries to prevent another surprise attack; the dead man is briefly examined and left to himself, and the broken thigh carefully put into splints on the spot, and the patient gently carried into the tent. 

Then one of the Scouts notices that there are three tea cans by the fire, so they hunt round for the owner of the third. When he is found, a Scout's scarf makes a tourniquet, and the man's life is saved. 

WHAT IS IT?
Two Scouts (preferably ones with the Naturalist Badge) decide upon an uncommon sign to signify "What is it?" such as. a circle with a line drawn through it. They then set off with chalk to mark items which can be natural or manmade. As they go they should make a master list. Each item should have a number + the sign which may be made on pieces  wood and stuck in plants and places where it is impossible to use chalk. Or the sign may be made in the dust or mud, on the ground or on banks. You can predetermine the number of items or not.
The remainder of the troop start out say ten minutes after the first two, either as a body or separately, taking 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. 

Winner is the Scout or Patrol with the most “correct” answers.

Besides being very interesting this game develops observation powers, strengthens the memory and is a good nature instruction. 

Remember to remove all marks when done
NUMBERS
This game must be played in an area with heavy natural cover such as trees, shrubs boulders, or structures and is admirable for training the eyesight and teaching the art of advancing under cover. Every Scout has a three figure number, pinned on the front of his hat. The number should be drawn in black and be quite decipherable at a distance of a hundred yards (the figures at least 3 in. in height). 

The troop is then divided up in the following manner two or three patrols are marched 300 yards from the camp, and instructed to advance on the camp under cover. As the work of defending is easier than attacking, only one patrol remains in camp to defend it. When the attacking party advance, their movements are watched for by the defenders, who, having chosen good cover so that their hats are not visible, are waiting for the enemy to get within range.  

The nearer the attackers approach, the more careful are they not to look over the top of a bush long enough for the defenders to read their number. Of course a good Scout looks round the side, and not over the top of a bush or rock; and if he looks at all in this game he must be very sharp, for no hats may be removed or turned round and no hands used to conceal the number. 

If the defenders are able to read the numbers they call them out and the umpire writes them down. The attackers also call out the numbers of any defenders who expose themselves, and the umpire attached to the attacking party makes a note of these numbers. When only 50 yards separate the two parties the umpires call out the names of those who are shot, and those boys must not take any part in the rest of the fight.

When the commander of the attackers considers that he has advanced as near as he can under cover, he gives the order " charge " and as the attacking party sweep over the open space in front of the camp the defenders call out the numbers as fast as they can read them. If the attackers reach the camp with more men than survive in the defending side, then they have won. But if the final charge enables the defense to pick off nearly all their enemies the camp is saved.

THE TRAITOR'S LETTER
The best situation for this game is a wood or copse of trees. The troop is divided into halves; one half “The French,” camp on one side of the wood and the rest, “the Prussians” on the other.  In the Prussian camp is a traitor, who has made an agreement with the French that he will place a letter containing Top Secret Prussian plans in a tree which he, will mark in a certain way. 

This tree should be near the center of the wood. The " traitor " places the letter in the tree and retires again to his own camp. His perfidy is discovered during his absence, and on his arrival he is arrested and is sentenced to be shot. He henceforth takes the part of onlooker or possibly umpire. 

At a given signal from the umpire, the French & Prussians set out simultaneously to recover the letter.  Each Scout is armed with a tennis-ball or soft fir-cones if they are to be found. 

The French, of course, have to look for a tree marked a particular way. When two opponents meet, the one first hit by a ball or fir-cone will be " out of action," and the Scout so hit is on his honor to take no further part in the game. 

Score  point for each man out + 4 for letter
Recognition

Required

There are many ways to recognize efforts and accomplishments either individually or by Patrol.  Boys love to be recognized so get creative and be consistent.

Here are some ideas you can use in that will build self-esteem, encourage Scout Spirit, and add flavor to your Scout Meeting Room.

                                                                 King Patrol                                                  Patrol Photo Boards                                   Troop Bulletin Board                                  Beaded Totems or Necklaces                    Spec. Troop Awards that are passed down        .      Crocket Award for Marksmanship             .      Daniel Boone Award for WoodCraft        .      Lewis & Clark Award for Orienteering       .      Beaver Award for Industriousness        .      Etc
ACTIVITIES FOR OLDER SCOUTS

	
	Amusement Parks
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	Archeological Sites
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	Beaches
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	Bowling Party
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	Canoeing
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	Climbing
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	Concerts
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	Conservation Projects
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	Cope Course

	[image: image9.png]



	Deep Sea Fishing
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	Dog Sledding
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	Dune Climb/Hiking
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	Extended Bike Trips
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	Festivals/Special Celebrations
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	Fifty Milers (Backpacking)
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	Geo-caching
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	Historic Sites/Events/Hikes
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	Horseback Trek/Cavalcade
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	Ice Boating
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	Ice Fishing
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	Ice Skating


	Industrial Tour
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	International Travel/Events
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	Jamboree Visit
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	Kayaking
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	Leadership Seminar/Retreat
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	Metropolitan Tours
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	Military Base Visit/Tour
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	Mountain Biking
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	Mountain Climbs
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	Movie Night Lock-In
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	Museums (possible Overnight Lock-in programs)
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	Night Hikes/Events
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	Orienteering
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	Parades
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	Philmont (Trek, Kanik, and Fall Adventure),

	
	Power Boating

	
	Quinzee Building (snow shelters)

	
	Rappelling
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	Realistic First Aid - Disaster Drill
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	Road Rally
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	Sailing
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	Shotgun Shooting
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	Snorkeling/Scuba
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	Snowboarding/Skiing-(downhill or x-country)

	[image: image41.png]



	Snowmobiling
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	Snowshoeing
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	Surfing/Bodyboards
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	Tidal Pool Exploring/Oceanography
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	Tobogganing/Sledding
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	Volcano climb/hike/bike
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	Washington D.C. Tour
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	Waterfall Hikes/Jumps
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	Waterskiing/Tubing
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	White Water Rafting
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	Wilderness Survival
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	Wildlife Rehab Center
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	Wind Surfing


