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Patrol Meeting Blueprints

EXPLANATION

THE intention behind this little book was to produce a file of working drawings for the use of
Patrol Leaders and Seconds who feel the urge to break away from dull routine and aren’t afraid

to experiment. I hope you are of that company.
The Second comes into the picture, of course, because running a Patrol is essentially team-work.

Two kindred spirits working together can usually carry the Patrol with them. It is largely a matter of
overcoming initial inertia.

So your first job, as Patrol Leader, will be to get your Second with you.
A word about that. Don’t just buttonhole him when the rest of the Patrol are milling around.

The idea is that you and he should enter into a conspiracy to promote better Scouting in the Patrol.
You can’t conspire in the middle of a crowd. Choose a moment when there is nothing else doing, and
no-one is about, and go through this file together. Select the blueprint, or bits of several, which you
think might suit your chaps best, and set to work to assemble the necessary gear. If you can find the
time and opportunity for a “dry run” beforehand, so much the better — there is no better way of
checking your equipment. Suppose, for instance, you have decided to try the “Beacon Spar” stunt
(Blueprint No. 15): half-an-hour or so in the back garden with a few Scout staffs and a ball of
sisal will ensure that your tackle is adequate when you lead the Patrol to the local duck-pond later in
the week. Another advantage of this preliminary canter will be to fore-warn you of possible snags or
difficulties, so that when you go into action with the Patrol you will at least know what you are up
against.

However, don’t make the mistake of telling the Patrol that you have already thought the thing out,
and don’t be too quick to produce all the answers yourselh Your Scouts won’t be interested in
adventure at secondhand. They will want to feel
that they are breaking new ground themselves. Your job, as Patrol Leader and Second, will be to
provide the ideas, the gear, and the opportunity, and then to organise the activity, whatever it might
be, so that every Scout in the Patrol is fully committed. A busy Patrol is a happy Patrol.

“Fine,” I hear you mutter, “we’ve heard all this before, but the fact is my chaps don’t turn up to
Patrol Meetings, and even when they do, they just turn everything into a lark.”
How true that is!
But don’t imagine that you need a full turn-out to make a Patrol Meeting go. Very often it is the

Scouts who don’t “make it” who are the making of it. When they find that they are missing a lot of
fun, they'll come to heel all right.
As for the tendency to skylark, well, my conception of Patrol Scouting is controlled skylarking,

or purposeful skylarking, if you like. Don’t take it too seriously; but do remember that the Patrol
Leader must always retain the initiative. So keep on the alert, and when your sixth sense tells you
that skylarking is about to commence, don’t wait for someone else to start it — start it yourself, Call a
halt to whatever you are doing and throw in a vigorous game — a round of partner contests, a series
of personal challenges, javelin throwing, wrestling on horseback .... anything, in fact, to get rid of
surplus energy and high-spirits; then back to work once more.
However, it is easy to solve problems on paper. I hope nobody is going to tell you that running

your own Patrol Meetings is child’s play. As P.L. you are bound to run into difficulties and I
shouldn’t like you to think that I’m making light of them. But it’s worth it, every bit, as you will
discover for yourself if you persevere.
Anyhow, here are the blueprints to help you. I hope you will find them useful, you and your

Second.
Good hunting!
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-PATROL MEETING BLUEPRINT Nel
"TO THE RL.: ORGANISE YOUR MANPOWER SO THAT ALL

* THESE PROJECTS ARE COMPLETED IN 45 MINUTES.

IVE ao : SCOUTS IN PAIRS. FOR EACH PAIR.

F HIN. COMP HALF AN EGGSHELL, SANO, WIRE,
TWO MATCHES, TWIGS, AND A SHEET OF NEWSPAPER. THE

TASK IS TO SPREAD THE NEWSPAPER ON THE FLOOR & Gall

WATER IN THE SHELL WITHOUT BURNING THE PAPER.

THE ANGEL RISE: ove 2 @
PLAVE® SITS IN THE KNEES

BEND POSITION, AND HIS

PARTNER GRASPS HANDS

AND STANDS ON HIS KNEES.
BY TAROWING THEIR WEIGHT

FORWARD BOTH PLAYERS

TRY TO MAINTAIN BALANCE,

CODE MESSAGE:

GUR SYEFG ZNA GB ERNG

Guve YF GUR JVAARE. CROSS-BEARINGS? exc or
THESE CLUES Wilt Give WOU A

LETTER. JOIN THE FIRST

GLUG-LETTER TO TE

SECOND, AND THE THIRD

To THE FOURTH & ‘OU

WILL HAVE A CROSS-

BEARING ON 4 CERTAIN

FEATURE OF GILWELL

_ GLUE ONE + THIS LETTER !
MAY BE TAKEN NEAT OR 5

WiTH A BAIR OF VOWELS.

i CLUE TWO: A LINE OF

PATIENT PEOPLE.

CAMPING CLUE THREE: A BIRD. }

CLUE FOUR: IF THIS {
ONE ATTACKS YOu, THE |
ANTIOOTE [S AMMONIA. !

FOOTNOTE : TWO ESSENTIALS 1
ARE MISSING FROM THIS

SKETCH~MAP, WuaT

Aaswers an Page Fl ARE THEY ? :
meee tee ee et te oe
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PATROL, MEETING BLUEPRINT Ne2
(60 MINUTES FOR THiS ONE)

rp; StagT WITH A GAME- "BLIND SPIDER!

FOR EACH MAN A ROPE MADE FAST OVERHEAD. GNE MAN
BLINDFOLCED TRIES TO TAG OTHERS, WHO BROS OUT WHEN
TAGGED, Of WHEN THEY LEAVE GO OF THEIR RAPE, EACH

MAN IS ALLOWED ONE MINUTE AS ‘SPIDER"

“LINES ACROSS: Two BASE-LINES ARE LAID OUT IS FEET
APART, SCOUTS WORK IN PAIRS Ta SEE

WHICH PAI2 CAM PRODUCE A LINE OF NATURAL MATERIALS
(GRASS, REEDS, HONEVSUCKLE ETC) WHICH CAN BE STRETCHED
BETWEEN BASELINES CLEAROF THE GROWD WITHOUT BREAKING,

: SCOUTS COMPETE IN PAIRS TS RIG UP‘PENDULO MS PEMOULAMS THAT WILL SWING THROUGH
AM AsS OF AT LEAST Six FEET FOR LONGEST PERIOR.

TRO! ITY: ALL HANOS SET Ta waRk ToPAS L ACTIVITY: ERECT HIGHEST POSSIBLE FLAG-
STAFE WITH SCOUT STAVES. WHEN FLAGSTAFF IS FIXED
IN POSITION AN IMPROVISED FLAG SHOULD BF BROKEN

REHBARSAL+: TRY THIS OLD CAMPFIRE YELL:
“BE PREPARED! BE PREPARED! sHouT, SHOUT, sHOUT!
TENDERFOOT, SECOND CLASS, FIRST CLASS scouT!
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ene

PATROL MEETING BLUEPRINT — N°3
SCIENCE SECTION:
1, MAKE. A CONVECTOR STove

BY PLACING A CANOLE UNDER
AN INVERTED PLANTROT.

TAKE TEMPERATURE REAOINGS

& MAKE A GRAPH TO SHOW RISE.

2. CARNE A CANDLE FROM A
TURNIP, INSERT A SMALL

PIECE OF ALMOND IN PLACE

OF THE WICK, LIGHT IT

{YOU WILL FIND THAT IT
WILL BURN QUITE WweLL)
AND EAT ivf Easy tL

3. TRY FOLOING A SHEET OF
PAPER IN HALF NINE TIMES

#4, STAND A ARICK ON END G& TRY

TO BLOW IT OVER.iT CAN BE CONE,

"Pos N 5
Be “fs \ 5
os

CED Tlf AMG RAN

MURDER MYSTERY, The mundened. Scouter i's found like
his. The. key of the CQH Loom. - it is the onlyHey i exi'stense.
73 found in the pocketof his jackel. The winsew is gecerely
arg wages inside, Above Me door -whith. 1 backed—
is a s OPERAS inwards for six inches onty. The gan{5 on halo Gretta toble ‘fhe Sevuten’s bec fioa- Hele
badge. The murderer tact only ten. minutes in whithlo
Comnut the crime. How did he doik? The coor 13 nok
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Plumbods suspended from sis
ofdrawin 6.‘Goanel These
aligned wilh. Montiel taVines |on
sides of lea-chest.

Finst Sighting
Point 7A"

CARRYING OUT A PLANE - TABLE SURVEY

YOU WiLL REQUIRE — A TEA-CHEST OR BOX, A DRAWING

BOARD, PAPER, TWO ORDINARY PINS, PENCIL & RULER.

TO CAQRY OUT THE SURVEY, YOU MUST FIRST ESTIMATE

MAIN DIMENSIONS OF FIELO & FIX SCALE To SUIT DRAWING

PAPER (E.G. IF FIELD 15 100 YDS. SQUARE & PAPER 22°SQ.-
THE MAXIMUM SCALE WOULD BE S YDS: If —LEAVING ROOM

FOR A ONE-INCH MARGIN ALL ROUND.)

NEXT, DECIDE ON POSITION GF TWO SIGHTING POINTS NEAR

CENTRE OF AREA & WITH SCOUT STAFF MEASURE ACCURATELY

DISTANCE BETWEEN. MARK POINT‘A’ ON PAPER WITH PIN,

SET UP YOUR PLANE-TABLE AT POINT "AS & TAKE A SIGHT WITH

SECOND PIN ON POINT “8” WITH RULER DRAW LINE FROM [ST BIN
THROUGH 2" PIN & MARK OFF DATUM LINE TO SCALE THUS FIXING

ACTUAL POSITION OF POINT "B"ON THE DRAWING PAPER.

NOW, WITHOUT MOVING DRAWING BOARD, TAKE SIGHTS ON

OTHER FEATURES (TENTS, TREES, GATE ETC) MOVING SECONG
DIN TO GIVE YOU AN ACCURATE REABING, AND NOTING DOWN
MAMES OF FEATURES. WITH RIN.ER RRAW LINES FROM

POINT “A THROUGH THE PIN-PRICKS.

WHEN ALL FEATURES HAVE BEEN PLOTTED FROM POINT “AY
MOVE SLANE-TASLE TO POINT‘BY & TAKE SIGHTS FROM THERE

STARTING BY TASING SIGHT ALONG DATUM LINE TO POINT 2”

WHERE THE SIGHTING HINES CROSS IS THE POSITION OF EACH FEATURE
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YOUR FIELD-SKETCH WILL
LOOK SOMETHING LIKE THIS:

pine trees. |
~

APPLETREB

CAMP

LATER YOU COULD ELABORATE YOUR GRAWING ANO RUB CUT

THE PENCIL LINES AND ROUGH NOTES, OR, BETTER STILL;

YRANSFER THE PIN PRICKS Ta A CLEAN SHEET OF DRAWING

PAPER AND MAKE A FINISHED DRAWING IN GREATER DETAIL,

A PLANE-TABLE SURVEY PLAN OF THE SUMMER CAMPSITE,

FRAMED IN NATURAL WOOD GROWN ON THE SPOT, WOULD MAKE

A NOVEL WALL-DECORATION FOR THE PATROL CORNER OR

REN, ANG SHOULD BE GOOD FOR A LOT OF ROINTS IN ANY

PATROL COMPETITION.

NOTE THAT IN CARRVING OUT THIS PLANE-TABLE
SURVEY YOU HAVE APPLIED THE PRINCIPLE OF

TRIANGULATION, WHICH 1S THE BASIS OF ALL

MAPMAKING AND CARTOGRAPHY.
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PATROL MEETING BLUEPRINT NOS.
@ Hakehe moge

EIGHT LOOPS 26" LONG ARE steeloher sftuit
MADE AT Q* IMTERWALS iN Wade hagnam.
THE ROPE STARTING 18 FEET and Cock thin ure,

@ divite ihe
Patrct tate lio
Ltams and try

@ tug. owar wih
an pte thn
Lube inserted
ie Ke Capo'one

THE TIP OF BACH LaGP IS a

TM TURNED SACK OM ITEELF O Ry 2 wheel
Be, TO FORM A LARK'S HEAD basnow" nae i
Rpt.& A RAUND TURN IS MADE which tha wheel”

RTHROUGH EXCH LARK'S HEAG of Ke pompow'rs
a .

@ Gul an onctinary
ps ne wo beat
fl can.be qpenat

wut alo2 ho

thnasigh whch
(9 gan past

oun boy.

@ Give cack man
@ chunkof solid
Plasterof Paris

and fel" him
canve Ag Owe

& _ 
iw

THE REAR MAN USES THE END LOOP AS

A SHOULCER HARNESS. THE LEADER @ in the couve

PULLS FORWARD & THE REAR MAN RESISTS Of @ unde Same
THE PULL TO MEEP THE STRETCHER TAUT. ou dave taken,

cqyen wader@

haystack,

inawene of youn prestacs of the omporing qe
Oo

a mender <,

has climbedbo the top of fee slack BGs semagphoni
his {riencts, it cade cue hime bud the Gum MS axtig
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ZS WSLS LLPPRR ET FA
DESERT ISLAND PROJECT
i S25 AUS DSRALANY

MARK OUT AN IMAGINARY ISLAND ABOUT
4 YARDS IN DIAMETER,AND *MARCON"
YOUR PATROLON IT FOR 30 MINUTES
WITH ANY GEAR YOU CONSIDER NECESSARY
TO COMPLETE THE PROUECT. ONCE
YOU ARE “MAROONED" NOBODY MAY QUIT
THE ISLAND TILL ALL THE JOBS ARE PONE

Dt @ smallSipe Ff,fandyoods.
Cake fz. ate: Aalf, Rall cBoek halts, Smoek coe ip into one hal

face tap and Spike pataWith charenst tulg. Bakefon 20 oes
@ my sencing the SOS in Nanse by somake signal fel $0 cay!)

burl This ‘spring. loaated a:

® Line- Thrower é
sy

four Staves are sheer-lashet

to make the Liring-Bar which

ts Spuare-loshed lo the Cross-
Ban. This ts mounted helween

the conoa-tin, “bearings! An.
Ok bieyele innée-lube prover

The spring. mechanism

=

STN ZN tas LAL SR
BAY Aoe MGec ina OLED RMT Moe

ts ARCA ES Za ta

OPEN THE Lay
OF THE ROPE

AT "AY AND SLIP
END *B" THROUAH Ta MAKE

THE BYE "c", open Lay

AT“B" AND SLIP END YA"
THROUAK
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Patrol Gear Check List
FOR EACH ScouT.... .One knolling Rape-Oft by Icing. whipped ti. Palao!y tolouns Ca aygial covfesion wt, offen conclage.

One Length Hig ae SE ah ney gst)Me MPR CO, - 7. (a. EY for ase asIi EN cae

IN THE PATROL CHEST....
One Heoving Line- 60/8 by Ytorne. brratatect.Twa moar ¥
One bain bivicens (or Gmpasses)
One Laler or Saige. Saige.
One (2 fe Tape Measure.

On!- OS. Map of.Listed, One Streel Yan,One bracice First Aja Ki, clearly marked fonPRACTICE ONLY", Cinclude sc1ssonmsSONS, Spek lustezers:PURLS, rollers QAROIES APES INES, Saag et.)Two sets Signatiiag tags. One “Hand Axe.One Canga,Vunaum Stone Soltle Y Soilet Linseed Or7.Oda lergls sisal cond str whipping Caine eve,fwo Tenns alls." Tioe howe Fone on Puarls.
a

om

MK, cragons, Pencils, Er, CANS, enveloneroe.Neeales cotter , Canales Melcher.Flaster of Paris. émply Gee ting. Jam Jans

e} ,200KS & RECOoROSap Patrot Attendance
€ Skh Book.

Patra Account Bt.
Palrof 5%, Sock.
"Rou rm Bays.” 6: Riis Mriajook® " roped Lad).mets Book: es. Portsastis of #64 Queen,BOOKS fram raFatral Series BP 8 the ey SeoukSires. enmecfoot, Jecand

ON THE WALL OF THE DEN

Natice Boars,
Recond Chart
éWonours List”
Scout Charts
lrclactsTH7,

Renticas Binky Bacge& fast Clas’ Books 2 petrol Sptt ogProficieneg Gacge Soaks Calings Beara”Err upsSebals Prayer “Book b0-Cle- minute cuttingsScout's Song Book. from "the Stoutbe.

CHECK ALL GEAR FREQUENTLY?
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WITH SCOUT STAFF & KNOTTING
ROPE ONLY, INVENT A COUNTER-
BOISE BACKREST, THE STIRRUP
ROPE SHOULD BE ADdUSTABLE

@ working THRALGHOUT FROM
GROUND LEVEL, TRY PUTTING

A HIGHWAYMAN'S HITCH ON TO

A BRANCH OR BEAM WELL
OUT OF REACH ABOVE YouR

HEAD. IT CAN BE PONE.

@ IN THE Lag-BooK
TABULATE THE
PERSONAL, MEASURE-
MENTS OF EVERY

MAM IM THE PATROL,

CHECK IN THREE

MONTHS TIME.

@ THIS MORSE PRACTISE “LAMP IS MADE WITH FAIRLY
STIFF CARTRIDGE PAPER WITH A STRIP OF LIGHT Gauac
Tim INSERTED TO ACT AS

ASPRING. SQUARE OFF

THE DIAGRAM ON A DRAWING ye some tiehy
Boare & ORAW IN THE tomy sinks
CIRCLE & "BARS"ON PANEL alm of fhe
3 ONLY. WITH A SHARP ye

E speaceneKNIFE CUT OUT ALTERNATE

STRIPS (GHEWN WHITE) THEN
FOLD BACK ALL PANELS IN

4 torre e eros ees 1

A strip of light; dP
gougeltn 3 f
wnserced behind
this pane Lo

ack as spring

ORDER AS NUMBEREO & Use THE Top AaNnet (3) TO
MARK OUT PANEL 2 BEFORE APPLYING BLACK INQIAN
INK. SPAL ALL EXCEPT NORTH & SOUTH FOGES OF 3
WITH CELEPHANE OR GUMSTRIP

NINN NN NPN EN ENN NR NIN Rt PENG NN IRIN RLN GN NNN pn a nth
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Give each man in the Polrolg &
far, taloe, a sheet

lent pep & some pursing Nes
wee whick PEL es
best make! % Pie,

Have walter colours& brushes
. arecut hoff fs make Ne. bares

The lent pegs support Ihe.
folems & gumstrip ts use
fo secune” fhe card bo fhe
Peg.

y

sit ee sghboee Way
his exentuse, hot cocoa
enc bfscuits should be
sened § a meeking ©
ite fr @utnait
conyened lO diseuss —~
welt, ony thing you ske,
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re

aa tee
eeed

ete te ee

Wout with. (Oft tine (weighted) is tethened by entle to state
on short pope, Statlenect nounet him within mactiies of(fe.

ane a number fanticles. Plagens run ik and colfect
them one at atime withoul being firuekby the Jactkslay.

TEN MIN. COMB| [LEAQN THE 4S7RAND SAILMAKERS WHIPPING
5 yODIVIOE PATROL INTO tn =

TWO TEAMS. GIVE
TEAMS 8 METAL

TENT PEGS E 24FT.
OF SISAL EACH &

TELL THEM To PEG

OUT THE GREAT

.BEAR € MARTH
STAR, Paving DUE
Arce MTiON To ide x or
CORRECT PhopoR~ Ps sg Att

A Als shonl ard of whipping (0 te lngTONS OF THE 2 Sijp "Gbeo z Ones mn
CONSTELLATION x rhe
é using EVERY Bring loops coun rope Ecanmy ent Buy Co

INCH OF THE SISAL | CRAM. WAje Comardr crt wihD
slip hops over strana 6 bib of uth Meee
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VisitHISTORICBUCONas
SceTeHing2LOCKFOR"MASONSMARKS"

CARRYOUTA
FARMSURVEY‘lewdDISTANCEcoeape]AGNALLING,

‘TestRaveorFvee|

REDAIAORY-

OUTCHBAF

=*aeWASAGooTURN
Patrol Meeting Blueprints

eerSSS

4BUILDA=|BRUSHWODD,SHEL
TERIND

IAN
SMO

KE
SIGN

ALSTRY-SIDE
INGINTHECOUN
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[PATROL MEETING BLUBPRINT 10°10

per Thaow wilh & aotenct:
Rawnad-lur, ape Sswipg fa‘got
on wrisé Pion tooug °
rowing arm

Preirrs §

PANGRAMIC SNe STSaucerae SanSKETCHING canpows &* SHEET OF syoUT

& SQUARE tT OFF INTO ONE
INCH SQUARES WITH BLACK

TUREAD. ATTACH THE

FRAME Ta A SMALL PLY-
WeaAn ORAWING BOARD

WITH HINGES OF ELRC+

TRICIAN'S TAPE & FAO

TRE BOTTOM OF THE

FRAME SUSPEND A

Looe OF STRING, your

DRAWING PAPER SHOULD
BE SQUARED OFF TO

CORRESPOND WITH THE

FRame, TW USE THE PRAME,

HOLD (T AS SHEWN WITH THE

STRING KEPT TAUT WHILE YOU

SIGUT PROMINENT FEATURES

ON THE LANDSCAPE & SLay

THEM OM THE PAPER BEFORE

BEGINNING TO Qaaw IM DETAILS.
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MAKING A PANORAM
BEGIN WITH SkKy-

LINE. PLOT KEY

POINTS & SKETCH
IN QUTLINE

NEXT, REPEAT

WITH MIOCOLE

DISTANCE AND

THEN FOREGROUND

TO GIVE SKELETON

FRAMEWORK FoR

DRAWING

PIN-POINT POSITION
OF FARMS, Towns

AND OTHER MAN.
MADE FEATURES &

SKETCH IN LICHTLY,
OMITTING DETAIL

SKETCH DISTINCT-

IVE FEATURES, Eg.

ehURcK, POWER

STATION, TREES IN
FOREGROUNO ETC
ANB ADD NAMES

AS SHOWN.

INDICATE WiEW -

POINT, DATe Time
AND WEATHER

CONDITIONS, Ano

SIGN IN BOTTaM

RIGHT HAND CORK.
ER WITH PATROL

SIGMATURE

9

i

i
‘

PANORAMA ROM GOR!
AH enea a vec mae
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Lee Side,
bings

Boot -pduise LEAF-PRINT

: pet
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PATROL MEETING BLUEPRINT 11
To Be PL: Divide the Patrol wit your Second ana nun

this Meeting on a compebitive basis

A umproyise A FRAME THAT
WILL TAKE & 28 POUND

LOAD. WiTH REASONAGLE

¢omFoer.

Z WN ORDER To LOWER A 60
FOUT FLAGSTAFE rT Witt,

BE NBGESSARY To ATTACH

& HEAVY ROPE Ta IT AT

A EIGHT OF 40 FEET -

NO LADDERS OR SPARS

ARE AVAILABLE ANO THE
FLAGSTACE 19 UNCLIMBAGLE.
HOW WOULD Yay So iT?

3 creer an APPARATUS
WHICH, FIVE TO TEN

MINUTES AFTER BEING

"SET. WILL CHIME FIVE

SEPARATE AND DISTINCT

NOTES, CLEARLY AUDIBLE

AT A RANGE OF 20 YARDS,
NOTE THAT THE APPARATUS

MUST AE SELF-OPERATING.

4 SELECT A SPOT IN OPEN GROUND ABOUT 4 YAROS
FROM A WELL-GROWM TREE, AND ON THAT SPOT SET UP

oe ) AN ANCHORAGE OF ANY
* XIMD GUARANTEES TO

RESIST THE COMBINED

PULLING POWER OF ALL
THE MEMBERS OF THE

PATROL

NEXT, USING THE TREE

AS A HOLDFAST, MOUNT

AN IMPROVISED TACKLE

BETWEEN THE TREE ANO

YOUR ANCHORAGE, AND

AFTER YOU HAVE FAILED

To BURGE iT BY DIRECT
PULL, USE YOUR TACKLE To WAUL THE ANCHORAGE
ouT OF THE GRoUND

- — —_—
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RG UP A GADGET TRAT WILL @ PRODUCE AIRE with FLINT
AUTOMATICALLY SWITCH ON & STEEL
THE ELECTRIC LIGHT WHEN > .

THE BOOR IS OPENED AND er /Ve Strike
OFF WHEN I(T IS CLOSEO

LEARN HOW TO MAKE ‘THE

ALPINE SUTTERFLY KNOT

THE FLINT (3 SIMPLY A

PEBBLE, BROKEN WITH &

HAMMER TO GIVE A SHARP

EDGE. (LooK ovT FOR FLY-
INQ SHRAPNEL WHEN YOU

WT IY WITh THE HAMMER!)
JHE STEEL iS AN OLD FILE.
FOR TINDER, MIX TEASED~
QUT SISAL WITH ORDINARY

("00" GAUGE) WIRE WOOL.

HOLD THE AS SHOWN

£& STRIKE SHARPLY DOWN-

WARDS wiTH THE FLINT.

YOU'LL BE SYRPRIGEO!

THE CHICKEN GAME 3S GOOD FUN IN ITSELF AND ALSO MAKES)
AN EXCELLENT STUNT FOR THE CAMPFIRE

“AY CYME CHICKEN) KNEELS_IN FRONT
OF "G8" WHO KMEPS HIS KNEES APART

& ELBOWS IN TO SIDES WITH Fo@e ARHg
HORIZONTAL. *C" STANOS BEHING be
"BS" WITH HANDS AT EITHER SIGE AF 4

wis HEAD. ‘

THE CHICKEN MAKES CUUCKING

NOIGES £ ACBS YP£ DOWN
BETWEEN “@'S" KNEES, “@"

. TRIES TO CATCH HIM BY

BRINGING HANDS SHARPLY

TOGETHER . tr “® MiaSes,

“O! CATCHES HIM tN THE

Same FASHION.
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WCRAZY INVENTIONS*
HOLD A COMPETITION TO SEE WHO CAN PROOUCE
THE CRAZIEST LIST OF "INVENTIONS ! SHOULD LIKE

JO SEE"... AMO HERE AGE SOME TO SET THE BALL ROLLING

Chandi:

J = tea on

- fo minimize the
buryat the bation

7ouy VS wctemenlee lren

PATROL MEETING BLUEPRINT N° 13
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RUNS

A LONG duoMme,

WUMPS FARTHEST

AND SO dN,

Patrol Meeting Blueprint NA

o

ru

ec

AUSTRALIAN STICK GAME

THE FIRST MAN FLACES © SHORT BATONS .IN LINE,
BUT ANY DISTANCE APART TO SUIT HIMSELF. HE THEN

DOWN, STEPFIRG BETWEEN THE STICKS ANG TAKES
OTHER PLAYERS FOLLOW, THE MAN WHO
SCORING A POINT. THE FIRST MAM

HUMPS LAST IN AN EFFORT To BEAT MI FIRST EFFORT,
TiLt ALL PLAYERS HAVE HAD & co

A NARDSTICK IS USEFUL FOR

MEASURING DISTANCE ALONG
AN IRREGULAR COURSE, (TS
SIMPLY A Y-STICK, MEASURING

EXACTLY 36“ ACROSS THE
PRONGS. TURN IT AS You WALK

THROWING A LOBLINE

WOLD THE CoiL

IN SEFT RANG

& WEIGHTED END
tN RIGHT SO THAT
IT HANGS AT

ARMS-LENGTH

UUST CLEAROF

THE GROUNG.

SWING LIke
A PENDULAM
IM LIME WITH

TARGET, ARM

& LINE MUST

MOVE AS ONE ‘UNIT - DO NOT
ALLOW LINE TO KICK OP ON
BACKWARD SWING. THROW
WITH GOOD FOLLOW -THROUGH
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PATROL MEETING BLUEPRINT 15
THE PROBLEM: WORKING THROUGHOUT FROM THE BANK,

ERECT & BEACON IN THE MIDDLE OF

THE DUCK PONG, ANDO WHEN IT (5 SECURED IN POSITION

{NOT UNTIL) LIGHT IT FROM THE Spore. THE BEACON
MUST BE AT LEAST 10 FEET ABOVE THE LEVEL OF THE POND.

Wa Billgcar

oe
3 a Mallee Wine <ocee

Tent pegs BP Matches im
MOTE THAT ONLY GEAR SHOWN IN THE SLUEPRINT May

BE USEQ , PLUS NATURAL MATERIAL FOR KINDLING,

TO FRE PLL: UF ONO POW tS AVARABLE, ROPE QUT A FO FT Orart
CHRELE ON THE GROUND AND WORK FROM GUTSIOE PERINETER
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PAT RORTMECTANCES LIED UNITES)
WE 214 UP A MoRsE SIGNAL WC USE THIS CODE To SEND AKD

ING ARM WITH COUNTER- RECKIVE SEMAPHORE CR
WEIGHT O£VICE, SO THAT MORSE MESSAGES. NOTE
iT CAN BE OPERATED BY THAT ONLY LETTERS A To
REMOTE CONTROL E ARE USED, AA (5 F;

m
g
s
”

“
N
o
r
t
h
s

8B 1S L; BA iS 1; Ano so
ON, (READ “EASTINGS" FiasT
FOLLOWED BY “NORTHINGS*
AS IN GRID MAP REFERENCED

ic TRY PUTTING A CLOVE-HiTcH
ROUND A TREE, WORKING

FROM A RADIUS OF J YARDS.ee

De THE FLYING PINEAPPLE: masa ¢ 2 Show HOW To carl
THE WINE ON THE FIRST TWO FINGERS OF YouR LEFT HANI,

HOLD THE MINE BETWEEN YOUR FINGERS ANO LAY THE TURNS
ALONRSIDE EACH OTHER WORKING BACK FROM THE FINGERTIPS,
NOW LAY BACK ANOTHER SET OF TURNS ON TOP OF THE FIRST,
THEN WORK TOWARDS THE PALM WITH A THIRD “SET, TRANSFER
THE PINEAPPLE TO YOUR THONG AMO
WRAP DIAGONALLY, TAKING CAQE THAT
EACH TURN CROSSES ITS FORERUNNER,
GO NOT REMOVE YOUR THUMG TILL THE
OPERATION iS COMPLETE. TO THROW @
THE PINEAPPLE, HOLD THE END

PROTRUDING FROM THE MOLE AND

BOWL GVEQARM Ag IM CRICKET

® @ 8

i z

a,
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PATROL MEETING BLUEPRINT 17

SCOUT STAFF
COUNTERS OISE
GATEWAY

&
OF THIS GaTE is THATSELF Like

THE ORIGINAL FEATURECLOSES UP on iT
A VENETIAN BLIND

AS IT Is RAISED, THEREBY GiWING MAXIM GM CLEAR.ANCE IN THE GATEWAY.

GEAR REQUIRES: MINE Scour STAVES, Five PIEKETS
Fou SATONS, ONE LOG, SK Screw EVES, S(SAL.

BE GIVEN a co.IN TWO BLAZES,THE LASHINGS To TIGHTEN,
THE Tom Bam is SQuage-LAse.. BAe MET-Roee is secuRea ay @ THEN passes

THROUGH SeRrew-EVES @) taAS THE CATE RISES, THE TENSION ONAND THE gARs

OD OVERLAP ang
DRIVE smaLL WEOGES into
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PATROL BLUEPRINT N°18
“MADAME QUILLOTINE'! THIS 1$ A SPORTING VARIATIOM

OF THE O19 “SLEEPING PIRATE* GAME, THE PATROL Sit
AT THE FAR EMD GF

THE QUARTER BECK €

CREEP ONE RY OME IN

AN ATTEMPT TO PULL

THE TRIP-LINE € 60

UPSET THE CONTENTS

OF. THE @iLhY OVER

THE 4EAQ OF THE

VICTIM WHO MEANWHILE

TRIES Ta PICK THEM

QFE WITH A WATER-PISTOL

- - bad

HOLD A COMPETITION

TO SEE WHO CAN STAND

LONGEST ON ONE LEG

WITH ENES SUUT AHO
ARMS FOLDED

+ + >

“HANOSPAN COMPASS":
HERE 1S A NEW SORTOF

"SELF-MEASUREMENT*

WHICH WILL ENABLE

YOU TO USE YOURGWK

HANDSPAN Ta TAKE

RELATIVE BEARINGS

OM DISTANT OBJECTS. THE

IDEA 1S TO FIND THE NUMGER .
OF DEGREES CONTAINED IM < ae
YOUR SPAN (THUMG To FIA@ST ‘ ; e
FINGER] AT FULL ARHS-LENGTH.
TO BO THIS, SIMPLY COUNT THE

NUMBER OF TIMES YOUR SPAN

WILK €Q ROUND THE ROOM IN

WHICH YOU ARE STANDING, OR

ROUND THE LANDSCAPE IF
You ARE WORKING GUT OF

DAGRs. DIVIDE 360° By THIS
NUMBER E You WILL 8F LEFT

WITH THE ANGLE SUBTENDED

BY YIUR HANDSPAN: EG.

360° DIVIDED BY 20 HANDSPANS

2 49° ke.

EAS SIS TATA TR AAT AT CEA

Page 26



Patrol Meeting Blueprints

GUEST NIGHT IN THE DEN —

“THE OWLS REQUEST THE PLEASURE...”
PATROL MEETING BLUEPRINT 19

% the PL:

the Petrol
Hat

ap

f— START WITH & Game -

The wea in Ikis are t$ Cel anck Seoulin
Pensonally invites a Cech Co the Neeling anc
MA qwatins vazmumeCo Sie the 65 antaer for Scouts yeh a cosente, @ fecal

WITH A Comic TROPHY OF
TEAM WHS

—

SOME SO@T FO? THE CcUB-scouTScore MOST DIRECT HITS THROYAN Tae Boorr

EACR SCOUT HELPS HIB cuB
GUEST TO MAKE A BULL}
ROARER ~ SIMPLY A LATH
OF WOOD LIKE A i2" ROLER
With A STRING ATTACHED
TO ONE END, WHEN THIS
CONTRAPTION {5 WHIRLED
ROUND THE HEAD IT GIVES
OFF A SOUND LIKE TRE
WHINING OF THE WIND IN
THE TELEPHONE wIREs,

ScOwTS TEACH cuas THE)
RiahwayMaNn's HitcH

THEN ROL A RELAY RACE
——

THE PATROL SECOND DEMONSTRATES]
PLASTERCASTING, THEN EACH cup
MAKES A CAST OF INS OWn
BUTTONHOLE BADGE.

FINALLY, A FIRE 8 LIT AND
EACH CUB ROASTS MS OWN
PALUSAGE ON A STICK while
COCOA (8 BREWED By THE PL.
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DRESS RENEARBSAL
tH PREPARATION FOR THIS PATROL MEETING, WHICH WILL

COMSIST OF A DRESS REUFARSAL FOR & FORTACOMING
CAMPFIRE STDONT, YOU SHOULD STOCK YP WITH BOTTLES OF
P09 OF DIFFERENT COLOURS. IN AGDITION TACH BOY
WILL REQUIRE A FAIRLY POWERFUL ELEcTRIS ToRin.

NOUR FIRST TASK WILL BE’ TQ CONVERT YOUR POP ZOTTLES
INTO MUSICAL INSTRUMENTS, BO MOT IMENGE THE FimE-WATER
TWo RASTILY. THE IDEA 18 TQ TAKE A NIP AT A TIME,
BLOWING ACROSS THE TGP OF TRE BOTTA AFTEAa BACH
UP, AND THEREBY PRODUCING BETWRERM YOU THE EIanT
MOTES OF THE OCTAVE. GAVIOUSLY THE THIRSTIER
MEMBERS OF THR PATROL WILL TENG TO PRaQUCE THE
LOWER NOTES, BUT THE WHOLE PROCESS WiLL HAVE TO
BE VERY CAREFULLY REGULATED. IF NECESSARY, SOTTLES
can BE TOPPER UR WITR WATER; BUT IT $S IMPORTANT
THAT THE VARIOUS COLOURS SHOULD BE RETAINED

NEXT, ARRANGE YOURSELVES IN ORDER UP THE SCALE,
CHOGSE AMY SIMPLE AIR WHICH FALLS WITHIN THE EIGHT-
NOTE RANGE OF YOUR PCP BOTTCE GROGAN’ AND REHEARSE
TILL YOU ARE NOTE-PERFECT.

WHEN You PERFORM ‘AT THE CAMPFIRE, YOU LIME UP
AS SROWN ABOVE, EACH MAN HOLDING HIS ‘TeRCH AT
TRE RESby BELOW THE BOTTLE, COINTING UPWARDS.

EVERY TIME & SCOUT BLOWS A MOTE, HE Switches
OM WIS ToRCR THE BOTTLES — AND THE FACES ABOVE
THEN= GLOW RED, GREEN, CHERRY, YELLOW, AMBER AS
THE TUNE 1S PLAYER. A SMASH HIT! IT CANNOT FAIL
BUT IT A7Z2 NEED CAREFUL REHEARSAL,
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ALL THE ANSWERS

PATROL MEETING No. |.

CODE MESSAGE: The alphabet was written out from A to M with N to Z below. Thus A
became N in the coded message, N became A, and so on. The message ran, “The first man to read
this is the winner”.

GROSS BEARING: Clue One — T (tea): Clue Two — Q (queue): Clue Three — J (jay): Clue Four
—B (bee).

Rater from the sketch-map — North Point and Scale.
Were you able to decode the Morse message round the border?

PATROL MEETING No. 3.

PAPER-FOLDING TRICK‘: It can’t be done.

BRICK TRICK: Place a paper bag under the brick and blow it up.

MURDER MYSTERY: Having committed the crime, the murderer removed the Tenderfoot
Badge from the lapel of the Scouter’s jacket, threaded a long string through the buttonhole and tied
both ends of the string to the quadrant on the fanlight. He then took the key from the Scouter’s pocket
and, taking care to leave the pocket open (as shown in the sketch) he left the room, locking the door
behind him. From outside the room he was able to release the string from the quadrant and then
slipped both ends through the eye of the key so that it ran down the string till it touched the jacket.
By allowing the string to sag he was able to juggle the key into the open pocket. He then released
one end of the string and hauled away on the other, leaving the key in the pocket. Try it! It works!

PATROL MEETING No. 5.

CARD TRICK: Cut the card as shown in the sketch and

you will find that it will open out into a wide hoop through which you can easily pass your body.

THE WIDE GAME: No. The signaller was standing with his back to the sun.

PATROL MEETING No. 11.

LOWERING THE FLAGSTAFF: One method would be to pass a loose running bowline round the
flagstaff with the heavy rope, and then haul it up to the required height with the halyard before
straining it.
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