


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 an& 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 wilgl 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 yourseﬁ}.’ Your Scouts won't be interested in
adventure at seconghand. 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 agout to commence, don’t wait ?(:;r 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 hlgh—-spmts; then back to work once more. _

However, 1t is easy to solve problems on paper. I hope nobody 1s 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.

& Anvclllow, here are the brueprmts to help you. I hope you will find them useful, you and your
econd.

Good hunting!
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.PATROL MEETING BLUEPRINT N©1

"TO THE RL.: ORGANISE YOUR MANPOWER SO THAT ALL
‘ THESE PROJECTS ARE COMPLETED IN 45 MINUTES.

IVE MIN.CO . SCOUTS IN PAIRS. FOR EACH PAIR 3
= M Mp HALF AN EGGSHELL, SAND, WIRE,
{

!

TWO MATCHES, TWIGS, AND A SHEET OF NEWSPAPER. THE
TASK 1S TO SPREAD THE NEWSPAPER ON THE FLOOR £ 801
WATER IN TUE SHELL W THOUT BURNING THE PAPER.

S ®@

THE ANGEL RISE» one

PLAYER 317TS iIN THE XKNEES
BEND POSITION, AND HIS
PARTNER GQRASPIS KRANDS
AND STANDS ON KIS KNEES,
BY THROWING THEIR WEIGHMT
FORWARD BATH PLAVERS
TRY TO MAINTAIN BALANCE.

CODE MB3SAGE:

gﬂf«fﬁ?%uﬁ”?vffaé“m CROSS-BEARINGS: eacuor

THESE CLUES 'wilkl GIVE YoUu A
B St LETTER . UQIN THE FIRST
; CLUE-LETTER TO TRE
SECOND, AND THE THIRD
TO THE FOURTR & “oU
WiLl HAVE A CROSS-
BEARING QM & CERTAIN
FEATURE OF GILWELL.

| CLUE ONE : THIS LETTER |
MAY BE TAKEN NEAT OR
WITH A PAIR OF VOWELS.

CLUE TWO: A LINE OF
PATIENT PEGPLE.

CLAUE THREE: A BIRD.

CLUE FOUR: IF THIS
ONE ATTACKS YoU, THE
ANTIDOTE IS AMMONIA.

By e R FER adws

o

— A B FES Sy

Ak e S —

il S b —

ddp A48 +749§ o

CAMPING
FIELOS

oo Vebeents § Sk b P o v ¥

S ey, A T —— o s

' b — i FOOTNOTE  TWO ESSENTIALS
1 —-Q ARE MISSING FROM THIS

I SKETOH-MAP, WHAT

| Bnswers an Page T ARE THEY %? .

— N . . 8 Ve S ——— A e e w— v w— p—— s g
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PATROL. MEETING BLUEDPRINT NoZ2

(60 MINUTES FoR TH4iS ONE)
—START WITH A GAME - *BLiND smne"

" FRffE Fo

FOR EACKH MAM A ROPE MADE FAST OVERHEAD. OME MAN
BLINDFOLOED TRIES TO TAG OTHERS, WHQ BROS AUT WHEN
TAGGED, QR WHEM THEY LEAVE GO OF THEIR RAPE, EACH
MAN 19 ALLOWERD ONE MINUTE AS ‘SPibeR"

"‘LINES ACROSA"; TWO BASE-LINES ARE LAID QUT 1§ FEET
ADART, SCOUTS WORK IN PAIRS T¢ SEE
WHICH PAIR CAM PRODUCE A LINE OF NATURAL MATERIALS
(GRASS, REEDS, HONEVSUCKLE ETC.) WHICH CAN BE STRETCHED
BETWEEN BASE-LINES CLEAR OF 7HE GRNWD WITHOUT BEEAKING,

PENDULUMS: SCOUTS COMPETE IN PAIRS TG RiG UP

PEMOULAME THAT Wilk SWING THROUGH
AN ARC OF AT LEAST SiX FEET FOR LONGEST PERIOD.

PATROL ACTIVITY: ALL HANDS SET Ta Wik TO

ERECT RIGHEST POSSIALE FLAG-
STAFF WITH SCOUT STAVES., WHEN FLAGSTARF IS FIXED
IN POSITION AN IMPROVISEDR FLAG SHOULD BE 8ROKEN

REHEARSAL @ TRY THIS OLD CAMPFIRE YELL:
“BE PREPARED' BE PREPARED' SHoUT, SHOUT, sHOUT!
TENDERFOOT, SECOND CLASS, FIRST CLASS scouT!
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PATROL MEETING BLUEPRINT N°3

SCIENCE SECTION:

1. MAKE. A CONVECTOR STOVE
BY PLACING A CANDLE UNDER
AN INVERTED PLANTROT.
TAKE TEMPERATURE REAOINGS |
& MAKE A QRAPH TO SHOW RISE.

2.CARNE A CANDLE FROM A
TURNIP; INSERT A SMALL
PIECE OF ALMOND IN PLACE
OF TRE WICK, LIGHT IT
{YOou wILL FIND THAT IT
Wikh BURN eurra weELL)
AND EAT iT! Easvy !

3, TRY FOLOING A SHEET OF
PAPER IM HALF NINE TIMES

4, STAND A ARICK ON END & TRY
TO BLAW IT OYER.IT CAN BE OONE

»

2 7/,
.///f" /-,j';’f I\I-Icilll \\\\\\\

MURDER # MYSTED.Y The murdered. Scouler i's found like
his. The key of #he CQH.Boom - ilis The anly ¥oy in existence
~78 found in paa&tq"ﬁ?s_[am The window 5 secerely
Shullered ot the insicte. Above P door —which s fockad—
is a faniight opering inwands for six ihches only. The gan
is on e floorn, On the lodle is the Sooutlen's bulfon - fole
badtge, The munderer had only ten miules im which Lo
comnmil [he crime.  Mow aiad Ae oo il ? The door 13 nol
self locking.
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Plumbabs suspended from siags

of drawing @Emm' ane
aligned &wﬁ- mr-lrcc/ fines an.
swies of lea-chest.

ALY

CAQRYING OQUT A PLANE ~TABLE SURVEY

YOU Wikh REQUIRE —~ A TEA-CHEST OR BOX, A DRAWING
BOARD, PAPER, TWO OROINARY PINS, PENCIL £ RULER.

TO CARRY QUT THE SURVEY, YOU MUST FIRST ESTIMATE
MAIN DIMENSIONS OF FIELD & FIX SCALE TO SUIT DRAWING
FAPER (E.G. IF RIELD 1S 100 YDS. SQUARE £ PAPER 22'SQ. -
THE MAXIMUM SCALE WOULD BE 5 YD3: I — LEAVING ROOM
FOR A ONE-INCH MARGIN AlL ROUND.)

MEXT, DPECIDE ON PFOSITION OF TwO SIGHTING POINTS NEAR
CENTRE OF AREA & WITH SCOUT STAFF MEASURE ACCUQATELY
DISTANCE BETWEEN. MARK POINT A’ ON PAPER wWITH PIN,
SET UP YOUR PLANE-TABLE AT POINT Al £ TAKE A SIGHT WITH
SECOND PIN ON POINT “B" WITH RULER DRAW LINE FROM (ST PiN
TUROLGH 2" PIN £ MARK OFF DATUM LINE TO SCALE THUS FIXING
ACTUAL POSITIAM CF PAINT 'B" ON THE DRAWIMG PACER.

NOW, WITHOQUT MCVING DRAWING BOARD, TAKE SIGHTS oM
OTHER FEATURES (TENTS, TREES, GATE ETC) MAVING SECONG
PIN TO GIVE YOU AN ACCURATE READING, AND NOTING DOWN
NMAMES OF FEATURES. WITH RULER DRAW LINES FROM
FSiNT A" TRROUGH THRE PINM-PRICKS .

WHEN ALL FEATURES HAVE BEEN PLOTTED FRCM POINT ‘A"
MOVE PLANE-TASLE T3 POINT*R* £+ TAKE SIGHTS FROM THERE
TTRRTING BY TAKNIAMG SIGHT ALONG DRTUM LINE TO POINT A”
WHERQE THE SIGHTING WNES CROSS IS THE POSITION OF EACH FEATURE
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YOUR FIBLD-SKETCH wikL
LOOK SOMETHING LIKE THIS:

pine trnecs, |
e

APPLETRBE
CAMP

Kesrlpels

LATER YOU £OOULD ZLABORATE YOUR BRAWING AND RUB OUT
THE PENMCIL LINES AND ROUGKR NOTES, OR, BETTER STILL,
TRANSFER THE PN PRICKS TA A CLEAN SHREET OF DRAWING
PAPER AMND MAKE A fINISHEDR DRAWING IN QREATER DBDETALL.

A PLANE-TABLE SURVEY PLAN OF THE SUMMER CAMPSITE,
FRAMED IN NATURAL wOOD GRAWN ONM THE SPOT, WalLD MAKE
A NOVEL WALL-DECORATION FOR THE PATRCOL CORMER OR
DEMN, AND SHOULD BE GOOO FRR A LAT OF PAINTS iIN ANY
PATROL, COMPETITION.

NOTE THAT N CARRVING OUT THIS PLANE-TABLE

SURVEY YoUu HAVE APPLIED THE PRINCIPLE OF

TRIANGULATION, WHICH IS THE BASIS OF ALl
MAPMAKING AND CARTOGRAPHMY.
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DATROL MEETING BLUEDRINT N°5

EIGHT LOOPS 26" LONG ARE i mﬁﬁiml
MARE KT 9" IMTERMALES N ‘” 2—' !‘m dw

THE QOPE STARTING I8 FEET 1447 onz Lot ot m e,
w FROM ONE £ND. "N

® Ovize e
Palprc! inla lwo
Leams an Erg
& é;%a ‘e wid
Licbe incopled
o e &tgﬁ ke

”ﬂ"'ml

THE TIP OF EACH LOGP IS .
TURNED SACK GM ITEELF ® 7y a wheel-
TO FORM A LARK'S HEAD barmpi"moe in

éﬁi'& A RAUND TURM IS MADE phich the whee!”
FAUTHROLGH EXCH LARK'S HEAD Gfﬁ&ﬁa?‘{vw'f:r
™ o .

® Cul an orctinary
pastoamd so bal
i can. be gpenat
owl arlo @ Ao
(o can pasy
yoiem oy

@ Give azoh marn
@ eRuUrk o/ solid
Plaster of Ramis
and fel” fim

| amyE R Ot
— )

THE REAR MAMN USES THE END LOOR AS

A SHOULDER HARKESS , THE LEADER D /n e coure
PULLS FORWARD £ THE REAR MAN RESISTS of @ whide game
THE PULL TO WEEP THE STRETOHER TAUT. {ois Aayve Calien,

Als ﬁfmdz m‘fﬁc maﬂafumﬁfﬂb? &aﬁﬁ.ﬁcm o =

shadow on while waikeo woll slabls e
Jve e :7’f¢-¢£m' j RiF shactow &n%- LR DCACEA. 9%
armers AT ?;a’/fm Hal gou o peadt e ‘message
ti dyficatly. ts e signallen focng the sun?
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AVAVAY A

DESERT ISLAND PR.OJECT

ANAVA

BYAY

botk fafves

@

Buiict Mhis spripg . loameat
® Line - throwenr &

Fourr Staves are sheer-fasheot

Lo make e Liring -Bar which

15 gpuare.loshed (o he Cross-

Ban., This is mowuniaz Beleween
coeva-lin “bearings! An

Olx  bicqele magn-lube proviten

e Sproa - mechanism

®8mfd e small j'
wl &:»ge ,e ola

/e
“’%"ﬁam Lang. Bake jor
sending the Sa&m#ambym& srgra/ ol so eany!)

MARK OUT AN IMAGINARY ISLAND ABROUT
4 YARDS [N DIAMETER, AND *MAROQN"
YOUR PATROL. ON IT FOR 30 MINUTES

WITH ANV GEAR YOU CONSIDER NECESSARY
TO COMPLETE TUE PROUECT,

YOU ARE "MARGONED" NOBODY MAY QUIT
THE ISLAND TILL ALL THE JOBS ARF DONE

:az".,, uf““’“’w -

QNC.E

!ﬂfawdaﬁ'
f.‘ mcd.s;wke,m lalae Logeier

20 1mins.

QPEN THE LAY
OF THE ROPE
AT "AY AND SLIP

AT “a* AND SLIP END
THROVAH

END *BY THROUQH TO MAKE
THE EYE "¢". OBPEM LAY

JIAN

a8
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Patrol Meeh’ng Blueprints

One Heaving Line - 60/2‘ By 7 eine. Braiatec.
oo

One 12 /¢ Zope Measwre.

Onz ~ /%08 Map o Oislrict One Strmeel Plpn
One Priaclice Finsd At K, clecariy markes wor
PRACTICE ONLY ", (Incluae TCISSORS, Spedk leerers

SOUNLS, pofferm banxases Aressings, -f:xzo ek)
e sels Signalipag Fags. one Hanat Axe.
One Camborcnaunt Stone. Bolile of Borlect Linseecr O/

Oaa lenglhs sisal copa st . WA pping Lwine oo

7wo 7ennrs Bals. wa Bope Ghommel's on Geeorly
K, cregong PERCHS, /o ey RN, erieiopesr of
CALE:

Neexfes - coltan,  Cahales M (A e
asler of Pars.  Emple heva Cing .

P} _BOOKS & RECORDS
@ Pelrot Attenatance
& Sudh Fook.

M, ON_THE WALL OF THE peN
Y 5 Madie foarx,

T EFH ﬂ Reconz Chart
Palrol Accocent B |17 T TR EVWonewrs List
Pelrof Lop fook. ) Scout Charts
w '-f'cadmg Sor Bogs. {rnclucts
PL's Hanad *

‘ W&‘m éfaw).
Sl s Book of Rusles Porntmails of H.M ween,
Md‘ﬁfm; A&f&i‘m{ Jerves e 2 m’:a&@f Jeoel,
CHlere/ls. Tendenfool, Seconat || Renpsions o iinly Booge

& Liast Class Books & Palro? Sipn,
Proficiencey Badipe Book's Cellings BoaRa® for wup.
FCowl s Prager ook Lo

: - mingle etllinps
SCowl's .ﬁmg Rook, om TTAZ Scoeelt ofe.

CHECK ALL GEAR FREQUENTIVT
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PATROL BLUEPRINT N°7

WWMMMWW

@ WITH SCOUT STAFF & KNOTTING
QOPE  aNLY; INVENT A COUNTER-
POISE BACKREST, THE STIRRUP
ROPE SHOULDO BE ADJIVSTABLE

@ WwWoaking THRAUGHOUT FROM
GROUND LEVEL, TRY PUTTING
A HIGHWAYMAN'S HITEH ON TO
A BRANCH QR BEAM WELL
QUT OF REACH ABVE YOUR
HEAD. IT CAN BE NDONE.

® 1N THE LOG ~BOOK.
TABULATE THE
PERQSONAL MEASURE-
MENTS OF EVERY =
MAM IM THE PATRAQL..
CHECK |M THREE
MONTHS' TIME.

@ THIS MORSE PRACTISE *LAMPY IS MADE wiTH FAIGLY
STIF® CARQTRIDGE PAPER WITH A STRIP OF LIGHT GAUAE
TIM INSERTED TQ ALT AS

ASPRUNG. SQUARE OFF

THE DIAGRAM OGN A DRAWING 7o “‘?ﬂf"" 3
BOARD & DRAW iN THE &%ﬁ/ﬁe
CIRCLE & "BARS" ON PANEL paim of fhe
3 ONLY. WITH A SHARP Yot

& spuareze
KNIFE CUT OUT ALTERNATE
STRIPS (SHEWN WHITE) THEN
FOLD BACK ALL PANELS (N

4 S mrv—mar. 1
A Srip gfﬁg;ﬁ: ol-P
pauge irn I ¢
nremley hehined
Thuis pane! Lo
@el as spring

o ey wm m W we w wh wl

ORDER AS NUMBERED & USE THE ToP Aanel (3) To
MARK OUT PANER 2 BEFORE APPLVING BLACK INOIAN
INKC . SPAL ALL EXCEPT NORTH £& SOUTH EDGES gF 3
WITH CELEPRANE OR GQUMSTRIP

M’W\WWWW
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DATR OL"MEETING,
[ BLUEPRINT N¢8/,

— y

MANTELPIECE TOTEMS

Have walen colours & bmeshes

a are
ecwl n ka, lbma&ﬁeédm
The lani pegr support e
oloms 5%rfmﬁorkm
Lo recume ” e card lo the

g

Ao S
o way '
Hhis exentise, fol cocda
and biscuils skowld be
sermed £ a meeling of
e Palrol in~ Buncit
conpened Lo diyouss —

well, anglhiing you like,
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Jeout with O line (weighled) is lethene by ankie Lo stake
on. shord mope, Jinllered mounct Aim wikin mactius of i2/2.
are a rumber of antic/esr. Plagens men ik and coffect

hem one al a lime wilkoul being Semuek by e vackslag.

TEN MIN.COME

DIVIOE PATROL INTD
JwWO TEAMS,. GIVE
TEAMS B METAL
TENT PEGS £ 24FT
OF S1SAL EACH &
TELLY THEM T PEG
OUT TUE GREAT
BEAR £ MARTH
STAR, PAVIMG DUE
ATTEMTON TO THE
COQRELT PAOPOR~ ]
TIONS QOF ThE
CAONSTELLATION
£ SiNng EVERY
INCHM OF TRE SISAL

LEARN THE 4-STRAND SAILMAKERS WHIPPING

= A

-
shond et of whs
PEC ove,

enct, St + :
BrmRg fogus coim. robe Ecarry ence Ry Lo

Erowin. A Lowandy cnitin il D
Slip boops over stranir & Lié g uik reg’
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,/.,,“en_. /”

PLORE POSSIOLE

TES

CAMP Sy

X
I T

...v G
A )
el
oo
o

-

B o [ pANORAMIC
5 i oE ey SKETCHING

-~

e o .\vN\“\\h.\n..
CARRY OUT A
FARM SURVEY | %

it
N

“\
e
T
M- i
e | MONKEY BRIDGE, |
7 4 DiSTamcE | ;
i | AGNALLING

STONE WALL k-
AS A QOODTUAN

§ Fasti
COQKING

wieay

URING IN THE COU

VISIT HISTORIC BULOINGS
& LOOK FOR "MASONS MARKS"

NT
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DPATROL MEETING RLUEPRINT M¢°10

TArow ewilk 9, oo
2 I, <
%ffau-%ﬂiug/f'

PANCRAMIC T MAKE THa éxncuuna FRAME, €UT A
"WINDOW' &' x 5§
SKETCHIHG gﬁﬂ:‘ganﬂn X IN A BHEET OF STOUT

£ SQUARE T QFF INTQ ONE
INCH SQUARES WITH BLACK
TUREAD., ATTACK TH&E
FRAME TA A SMALL PLY-
wWoan ORAWING aoAnD

WITH RINGES OF ELEC-
TAULIAN'S TAPE £ FADM

THE BOTToM OF THE

FRAME SUSPEMD A

LOaf QF STRIMG, WXIR
DRAWING PAPER SHOULD

BE SQUARED OFF T4
CORRESPARD wWITH TUE
FRAME, TO USE THE FRAME,
HOLD (T AS SHEWN WITH THE
STRING KEPT TAUT WHILE YOU
SICAT PROMINRENT FEATURES
OM THE LANMDECAPE £ PLOT
THEM OM THE PAPER BEFORE
BEQINMING TOo Damy (M DETAWLS.
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BEGIN WITH SKy-
LINE. PLOT KEY
POINTS £ SKETCH
N OUTLINE

NEXT, REPEAT
WITH MIODLE

l DISTANCE ANMD

i THEN RORQEGROUMND
f 7O GIVE SKELETON
g FRAMEWORK. FOR
B DRAWING :

MAKING A PANORAMA
e e

PIN-POINT POSITION
OF FARMS, TOWNS
AND QTHER MAN-
MADE FEATURES &
SKETCH IN LIGUTLY,
OMITTING DETAIL

REHES

SKETCH DISTINCT-
IVE FEATURES, £4.
CHURCH, POWER
STATION, TREES IN
FAREGROUNO ETC
AND ADD NAMES
AT SHOWN.
INDICATE VIEW -~
POINT, DATE TiME

FowWER STAtan
LWVER COIGM
THAZE A
‘f-'— THE REAcon
LITTLEBLAY
RAVE S Fany
BIRDAAMP M-
Budy Roat

€ SHOTWED MaL

(Bv_r—'rn.»( woas
I..;l-' ;
f

KEE N LD

B ano wentuenr
#¥, CONDITIONS, AND
i SIGN N @0TTOM
12:00 Nocw .- [ B RICHT nang coan.
"ﬁ.‘...‘}-_‘;‘,};{ o N ./ ER WITH PATROL
D PANGRAMS (R GORE'S Mivty ||¥ o f sl&NﬂTUQE
 E A AL S PRI e g o o Py J"
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. "-I’T.'.w:- ity

i " -..&_."-J..-‘,E -.'\- A4
TR

’ 4’:! 'I'-'.—_ .1. il
BRTRS TREE

R
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PATROL MEETING BLUEPRINT 11

To the PL:  Divide the Palmal with ot Seconad and murn
His Mecling on a comperitie basis

4 IMPROVISE A FRAME THAT
wiLL TAKE A 28 POUND
LOAD. WiTH REASONASLE
COMFORT.

p AT QRDER TO LOWER A &O
FOOT FLAGSTAFE IT WiLL,
BE MELESSARY TO ATTACH
A& HEAVY ROPE 10O 1T AT
A NEIGHT OF 40 FEET .
MO LADDERS OR SPARS
ARE AYVAILARBLE AMNO TUE
FLAGSTAFRF 1§ UNCLIMBAGLE,
HOW woULD YOUu D0 iT?

3 £RecT AN APPARATUS
WHICH, FIVE TO TEN
MINUTES AFTER BENG
"SETY WiLL CHIME Five
SEPARATE AND DISTINCT
NOTES, CLEARLY AUDIBLE
AT A RANGE OF 20 YARDS.
NOTE THAT THE APPARATLS
MUST 8F SELF-OPERATING.

4 SELECT A SPAT IN OPEM GROUND ABOUT 4 YARDS
FROM A WELL- QROWM TREE , AND ON THAT SPOT SET UP
T — AN ANCHORAGE OF ANY
By des i i KIND GUARANTEED TO
: : RESIST THE COMBINED
PULLING POWER OF ALL
THE MEMRERS OF THE
PATROL.

NEXT, USING THE TREE
AS A HOLDFAST, MOUNT
AN IMPROVISED TACKLE
BETWEEN THE TREE AND
w:l YOUR ANCHORAGE, AND

ASTER YAU HAVE FAILED

: To BYDCE (T BY DIRECT
POLL, USE YOUR TACKLE TO HAUL THE ANMCHORACE
GUT OF THE GROUNMD
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BLUEPRINT NO.I2

S NG UP A GADGEY THAT WiLL @ PRODUCE FIRE WITH FLINT
AUTOMATICALLY SWITCH ON £ STEEL
THE ELECTRIC LiGHMT WHEN

THE DOOR IS OPENED AND Q& f7%e Séprke.
QFF WHEM |IT 18 CLASED [o (=" 0 DY 27~ 4
o

.LEARN HOw TO MAKE ‘THE
ALPINE SBUOTTERFLY KHNAOT

THE ELINT (3 SIMPLY A
PERSLE , BROKENR WITH A
HAMMER TO GIVE A SHARP
EDGE . {LOOK QUT FOR FLY~
ING SHRAPNEL WHEN YOU
T 1T WITH THE HAMMER!)
THE SYEEL 1S AN OLD FUE,
FORQR TINDER, MIX TEASED-
QUT SISAL WITH ORMNARY
(700" GAVGE) WIRE WOOL.
HOLD THE AS SHOWN
£ STRIKE SHARPLY DOWM-
WARDS WITH THE FLINT.
YOU'LL BE SURPRISESS

@ THE CHICKEN GAME 5§ GOOD FUM IN ITSELF AND ALISO MAKES
AN EXCELLENT STUNT ROR THE CAMPRIRE

“A* {THE CKICKEN) KNEELS IN FRONT
OF "8" WHO KREPS HIS KNEES APART
£ ELAOWS 1IN TO SIDES wWITH FOQE ARMG

HORIZOMTAL. RO STANDS BEHING A
"B WiTH HANDS AT EITHAER SInE aF %
IS HEAD. X

THE CHIZKEM MAKES SLUCKIMG
NOISES £ HoBS uP £ DOWH
BETWEENM *“g'S™ KMEES, “an
. TRIES TO CATEH Hism By
BRINGING HANDS SHARPLY
TOGETHER | tF '8* MISSES,
O CATCHRES HIM (N THE
SAME FASHION,
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WCRAZY INVENTIONS %

HOLD A COMPETITION TO SEE WHO AN PRODUCE
THE CRAZIEST LIST OF "INVENTIQNS 1| SHOLD LIKE
TO SEE"... AND HERE ARE SOME TQ SET THE BALL ROLLING

iy,

Climbing ool

?fmf’gp@ cord o3

%y~ s lfing on yviernlical
roek faces.

g ST

DATROL MEETING BLUEPRINT Ne 13
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Palrol Meeting Bﬁzeprz{zé N

THE FIRST MAN PLACES &

AUNS
A LONG Jump,

WIMPS FARTHMEST
GUMPS LASYT
AND SO0 aN,

AUSTRALIAN STICK GAME

BUT ANY DISTANCE APARYT Ta SUIT
DAWN, STEPAING BETWEEN THE STICKS AMD

!

o

SHORT BATOMS . IN LINE,
HIMSELF. HE THEN
TAKES

OTHER PLAYERS FOLLOW, THE MAM WHGO
SCORING A POUNT, THE FIRST MAM
IN AN EFFORT o BEAT MIZ FIRST EFFORT,
TiLL ALL PLAYEAS HAVE HAD A co

A YARDSTICK IS USEFUL FOR
MEASURING DISTANCE ALONG
AN IRREGULAR COURSE, 1T IS
SIMPLY A Y-STIKK, MEASURING
EXALTLY 30" ACROSS THE
PROMGE. TORN 1T AS You wWALK

THROWING A LOBLINE
MOLD THE <OIL
IM LEFT HAND
& WEIGHTED END
IN RIGHT SO THAT
IT HANGS AT
ARMS-LENGTH
JUST CLEAROF
T™E CRAUND.
SWING LIKE

A PENDULAM
1M LINE WITH
TARGET, ARM
£ LINE mMUST
MOVE AS ONE 'UNIT - DO NOT
ALLOW LINE TO KICK UP ON
BACKWARD SWING. THROW
WITH QOO0 ROLLOW -TURQUGH
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PATROL MEETING BLUEPRINT 15

THE PROBLEM : WORKING THROUGHOUT FROM THE BANK,

ERECT A BEACON IN THE MIDDLE OF
THE DULIK POND, AND WHEN IT 5 SECURCE N POSITION
[NOT UNTIL) LIGHT (T FROM THE SHARE. THE BEACCON
MUST BE AT LEAST 0 FEET ABAOVE THE LEVEL OF THE POND

da Billygcan

Mallel  jhina focoa

'enl pegs P malches

HOTE THAT ONLY GEAR SHOWN N THE SLUEDRIMT MAY
BE USEQ , FPLUS NATURAL MATERIAL AR KINMDLIMNG,

7O THE AL IF NO POND IS AVAILABLE, ROPE QUT A 30 A7 ovamt
CIRCLE ON THE GRAUND AND WGRX FROM QUTSIOE PERINETER
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BRRRD, CIERNS BYERING [15

W 2iG UP A MORSE SIGNALL- gi{ USE THIS CODE TO BEND AKD
ING ARM WITH COUNTER - RECEIVE SEMAPHORE oL

WEIGHT DEVICE, SO THAT MOLDSE MESSAHGES. NATE
IT CAN BE QOPERATED BY THAT ONLY LETTERS A 70

REMQTE CONTROL E ARE USED. AA (5 Fj

||

. BN e HIT]
«IBEKI[T][M1[N]O
fBEIEIRIEIE]

88 (S L; DA 1S 1, AND SO
ON, [(READ "EBASTINGS" BQST
FRILLOWED BY "NORTHINGS®
AS IN GRID MAP REFERENES)

3 * TRY PUTTING A CLOVE-HITCH
3 ey ROUND A TREE, wWORKIMNG
AL

Al

l

FROM A RADIUS OF J YARDS.

* THE FLYING PINEAPPLE : mGS1 £ 2 §10w Mow To cart

THE LINE ON THE FIRST TWO FINGERS OF YOUR LEFT sHanD,
HOLD THE LINE BETWEEN YOUR FINGERS AND LAY THE TURNS
ALONQSIDE EACH OTHER WORKING BACK fROM THE FINGER TIPS,
NOW LAY BALK AMOTHER SET OF TUORNS ON TOP OF THE FIRST,
THEN WORX TOWARDIS THE PALM WITH & TRIRD "SET TRAMSFER
THE AINEAPRALE TO VOUR THOME AMD
WRAP HAGONALLY, TAKING CARE THAT
EACH TURN CROSSES TS FORE RUMNER,
DO NOT REMOVE YOUR THUMS TILL THE
OPERATION IS COMPLETE. TO THROW @
THE PNEAPPLE, MOLD THE END
PROTRUDING FROM THE MOLE AMND
BOWL OVEQARM AS I8 CRICKET
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PATROL MEETING BLUERIN T 17

(8)

SCOUT STAFFE
co UNTERBOISE
GATEwWAY

THE ORwGINAL FEATURE OF TS GATE I3 THAT 7
CLIOGES UP on ITSELF ke A VENETIAN BLiMND
A8 IT 18 RAISED, THEREBY Giving MAXIMUM cisa@-
ANCE 1M TRE GATEWAY,

GEAR REQUIREN MINE  SCouT STAVES, FwE OIKKETS
Rl ewmns, ONE I..OG.,. BIX  Scarw EYFS, Si5AaL.
TeD STAVES ang SHEER-LASUED TO MAKE Tug GATE-POgT,
AND THREE T9 MAKE THE ThOp BAR o THE CATE, NATE
THAT StAVES SHOQULD pg GHWVEN A gagn BVERLAE  Anp
LASHED 1y TWO pLaces,

DRIVE SMALL weoGeES (T
THE LASHINGS 70 TGUTERN,
THE ToP mag 15 Sg

UARE - LASHED TO THE ROLLER - aap
THE LIFT-rRope IS SECUREQ A

. T @ THEMN Passes
THRAUGH sScrew-sxes TS € AND (5 TiEQ-0FF AT

AS TUE CATE mgES, THE TEnSWON ON THE ROGE INCREASES
AND THE BARS ARE DRAwN TOGETHER.

_—
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PATROL BLUEPRINT N°I18

‘MADAME QUILLOTINE": THIS (§f A SPORTING VARIATIOM
OF THE OLD "SLEEPING PIRATE" GAME, THE PATROL SiT
AT THE FAR EMD OF
THE QUARTERDECK €
CREES OME RY ONE N
AN ATTEMPT TO PULL
THE TRIP-LINE £ 8O
UPSET THE COMNTENTS
OF. THE 8iLLY OVER
THE HEAQ OF THE
VICTIM  WHO MEANWHILE
TRIES Ta PKCK THEM
QFF wWiTH A WATER-PISTOL

. - - o
HOLD A COMPETLTIOM
TO SEE WHO cAN STAND
LONGEST OKR OMNE LEG
WITH EYES €UUT AMD
ARMS FOLDED

-~ - i

THANDSPAN COMPASS":
HERE 1S A MEW SORTOF
"SELF-MEASUREMENT"
WHICH WiLL £MABLE
YOU TO USE YOUROWN
HANDSPAN Ta TAKE
RELATIVE BEARINGS
OM DISTANT OBJECTS. THE

IDEA 1§ TO FIND THE NUMBER -
OF- DEGRERS CINTAINED (M T
YouR SPAN {(THUMS TQ FIRST =

FINGER] AT FULL ARMS-LENGTH.
TO BO THIS, SIMPLY COUNT THE
HUMBER OF TIMES YOUR SPAM
WILL O ROUND THE ROOM N
WHICH YaU ARE ST&ND!RG, oR
ROUND THE LANDSCAPE IF
YOU ARE WORKING QLT OF
aaaqs. PwWIDE 36Q0° py THIS
NUMBER £ You WILL 8f LEFT
WITH THE ANGLE SURTEMDED
BY YWIUR HKHANDSPAN: EG.
300° DIWVIDED BY 20 “AMDSPANS

= 8
£ AN A L S R R L S S v S T, i T S o

Page 26



Patrol Meeting Blueprints

rﬁ: OWLS REQUEST THE PLEASURE.."
GL

EST MIGHT IN THE DEN - PATROL MEETING BLUEPRINT 19

B he PL: The tctead in Hhirs ane s Chal anck Sxxed in
Igz éhtﬁ'\w’ Lensonally inpites a (2o Lo Fe Nealine ance

e @ goaa/ rRMmE (o Prie e Cecls an
a,o,uz::; Sore Seouling ~ plcr; mm:g-, @ feex!

r—- START WITH A GAME -

WITH A Comic TROPHY oOF SOME S0RT FOT THE CUR - scounT
TEAM WHO SCOTE MOST DIRECT uTsS THROYAH THE QUONT

——
FACR SCOUT MELPS Hig Cus SCOUTS TEACH Ccuas THE
GUEST TO MAKE A 'myyjp. RiGiwanyman's diten
ROARER" -~ SiMPLY A LATH

OF WOOD LIKE A 2" RULER

WITH A STRING ATTACHED

TQ ONE END, WHEM THIS

CONTRAPTION (S WHIRLED i
ROUND THE HEAD IT GIVES

OFF A SOUND LIKE Tae

WHIRING OF THE wWIND

1N
THE TELEPHONE wWIRES,

THEN ROLO A RELAY RACE

THE PATROL SECOMD DEMONSTRATES]
PLASTERCASTING, THEN EACH cug
MAKES A CAST OF i@ OwM
BUTTONHOLE @aDngE .

FINALLY, A FIRE 18 LIT Anp
EACH CUB ROASTS HIS Own
SAUSAGE ON A STICK WHlILE
COCOA (2 BREWED Gy THE RL.
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S iy e e W
LT s Ty

TN " Mo N,
A

ESS REMNEABRSAL

-
A gl >
=Ja
st%
mmma
I
i
J
wmwmw
T
£029%
5343
mLm 1
g% 2
G
e
Fuggd
g 9y
TEN:
“8Pe3
2@ Tuw
a u
3L
Loy
erWm
maenm
ey W
pmmaa
mMMpm
0383

IME,
‘EACH
EiGhT

IHEABE TUE FiRC-WATER

TO CONVERYT WOLZR POP BOTTLES
A NP MNT AT
BOTTLE AFTEA

0O mMOT
1 T Taxe

_ TOP OF TRE
AND THEREBY PRODUCING BITWEEM YOU THE

1DEA

TINSTRUMENTS.
THE

YOUR FIRST TASK wiLL B’
BLOWING ACROSS TUE

INTO MUOSiICAL
(21 P,

O WHASTILY.

wo®
EHT&T
E.Zhto
NELET
%2 82
~gdasd
a
¢ > god
0
Fagre
> Wy
JFQ -0
MNM:ML
g m
> B o
BLE.RQ
omLme
wNMMs
13d
« b D 2
EGHGHQ
>erwied
L4 ﬂdm
.
m uwpc
as;uw
yE 2.2
0y ul
Fugug
£38
ﬂq_ Z _me._
d %L E
wdug
wow>™
T ;
we EHM
NmmBmT

SCALE,
E{GHT~

=
-

M ORDER UL TW
FALLS WITHIN THE

ARRANCE VOURSELVES

CHOQSE ANMY SIMPLE AR WHICH

NEXT,
NaTE RANGE OF YoUR PCP BOTTLE CGRAGAN* AMD QEUEARSE

TILL YO ARE NOTE-PERFECT

UpwARD S,
HE SWITCHES

RE FACES AGQVE

oo AT

YoU LINE Up

HisS
POINTING

EACH MAM HOLOING

WHERN YOy PERFORM AT TUE CAMPFIRE
L]
THE READY BELOW THE BOTTLE

A3 SHOWM ABOVE

AMBER AS
1T CANMOT FAIL

)
£

YELLOW,
BUT IT A/7ii NEED CARERUL REHEARSAL

THE BOTTLES — AND T
GREEN, CHERRY,
1% PLAYED. A SMASH T

GLOW QED,

EVERY TIME A SCOUT BLOWS A NOTE
THE TUNE

oM HIE ToRCR

THEM =
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ALL THE ANSWERS

PATROL MEETING No. 1.

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”,

}(BTRbOS,)S'—BEARJNG: Clue One — T (tea): Clue Two — Q (queue): Clue Three — J (jay): Clue Four
- ee).
M(lssing 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
stramning 1t.
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