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Editor’s Note:

The reader is reminded that these texts have been written a long time ago. Consequently, they may use some
terms or express sentiments which were current at the time, regardless of what we may think of them at the beginning
of the 21% century. For reasons of historical accuracy they have been preserved in their original form.

If you find them offensive, we ask you to please delete this file from your system.

This and other traditional Scouting texts may be downloaded from The Dump.

FOREWORD

The author will already be well known to you through other books in this series — Patrol
Activities and More Patrol Activities — which must have been most helpful to you in the successful
running of your Patrols. Although any words of mine are probably superfluous | am delighted to
Eav% the r(])pportunlly of saying that this new book more than maintains the reputation established

y the others.

~As an ex-Patrol Leader of many years ago | know how difficult it is to get enough new
ideas and practical help. During my 50 years of Scouting | have read many books which
attempted to fill this need but far too often have | been acutely disappointed by airy generalities
whi_f_:h diéj ng)t answer that difficult question — What shall I do with the “Lions” or “Peewits”, etc.,
on Tuesday?

Here you have from 50 to 60 ideas, mostly in mint condition, any of which | should have been
most grateful to receive as a Patrol Leader or even as a Scouter which | eventually became. Make
your choice carefully, but do not dismiss any as impractical or impossible until you have given
them a fair trial. And this means some personal preparation on your own part as well as some
thought about suitability of time and place. ) o o

Good luck to you in your Patrol leadership which, although not the easiest job in Scouting, is

one of the most Important.

A. M. CHAMBERLAIN.
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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. | 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
overcomln%_mlt_lal 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 miIIinﬂ 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 mlght 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 1you have already thought the thing out,
and don’t be too guick to produce all the answers yourself. 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,” | 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 al_vvags 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 challenﬂes, 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. | hope nobody is going to tell a/_ou_ that running
your own Patrol Meetings is child’s play. As P.L. you are bound to run into difficulties and |
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 ﬁourself if you persevere.

S Anyélow, ere are the blueprints to help you. | hope you will find them useful, you and your
econd.
Good hunting!
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: PATROL MEETING BLUEPRINT N¢1

TTO THE RL.: ORGANISE YOUR MANPOWER SO THAT ALL
* THESE PROJECTS ARE COMPLETEDR 1M 45 MINUTES.

FIVE MIN.COMP: SCOUTS IN PAIRS. FOR EACH PAIR
HALF AN EGGSHELL, SAND, WIRE,

TWa MATI’.‘-HEE,.TWJGE, AND A& SHEET OF NEWSPAPER. THE
TASK 15 TO SPREAD THE NEWSPAPE®R ON TUE CLOOR £ Baoil
WATER IM TUE SHELL wiTHOUT BURMING THE PAPERL.

THE ANGEL RISE'one | @ 5 @

PLAYED 31TS (M THE XNEES - Oy
BEND POSITIOM, AND HIS ey
PARTNER GOASEI RANDS
AND STANDS ON KIS KNEFES,
BY THROWING THEIR wEIGHT
FORWARD BATH PLAYERS
TRY TO MAUTAIMN BALAMCE.,

CODE MB3SAGE:

GUR SYEFE ZMA GB ER

GUVF YF GUR SYAARE O CROSI-BEARINGS® eacuor

THESE CLUES  ‘wiLd, GIvE ol A
el SR T LETTER . JQIN THE FIRST
; CLUE-LETTER TO THE
SECOND, AND THE THIRD
To THE FOURTH & “oul
Will, HAVE A CROSS-
BEARIMNG M A& CERTAN
FEATURE OF GILWELL.

CCLULE OMNE  TRIS LETTER !
MAY BE TAKEM NEAT OR »
WiTH A BAIR OF VOWELS.

CLUE TwO: A LINE &F
PATIENT PESPLE.

I
J CLAUE THREE: A BIRD.

CLUE FOUR ¢ IF THIS
OME ATTACKS Yoy, THE
ANTIDOTE IS AMMINMIA, |

By g
Fam e vt emm PN e ey

b
Pt

—rdF B PR Sy

L [ R p—

L L I I —

Tk R b—

,;-i.{_
- -

CAMPING
FIELDS

L I L T TR I TR pe— |
A ey P m—

! Z------a-"’ mamn*rﬁ-.-rwasssawrmi

I LRE MISSIMNG FioM Tkl
SKETSH~MAR WUHAT

| Baswenrs an Page FX ARE THEY ? :

. e e, w8 e b E— —_—— A ey ware rm wmr @ p—j— e g
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DATROL. MEETING BLUEPRINT N¢Z2

(60 MINUTES FOR THIS ONE)
— START WITH A GAME -"BLIND SPIDER"—

W T U

o

FOR EACH MAM A QOPE MARE FAST OVERHEAD OME MAM
BLINDFOLOED TRIES TO TAG OTHEAS, WHQ RBROS auT wWHEMN
TAGGED, O WHEN THEY LEAVE GO OF THEIR RAPE, EACH
MAN iS5 ALLOWER ONE MINUTE aAS “SPIGER"

"LINES ACROSS": TWO BASE-LINES ARE LAID QUT 1¥ FEET
ADART, SCOUTS WORK IN PAIRS TO SEE
WHICH PAIR CAH PRODUCE A LINE OF HATURAL MATERIALS
(GRASS, REEDS, HONEVSUCKLE ETC.) WHICKH CAN BE STRETCHED
BETWEEN BASE-LINES CLEAR OF FHE RO WITHQUT BEEAKING.

PENDULUMS: SCOUTS COMPETE IN PAIRS TG RiG UP

PEMDULAME THAT Wikh SWING THROUGH
AM ARC OF AT LEAST SiX FEET FOR LONGEST PERICD.

PATROL ACTIVITY: ALL HANDS SET Ta WaRK TO

ERECT HIGMEST POSSIALE FLAG-
STAFF WITH SCOUT BTAVES. WHEN FLAGSTAFF IS FIXED
N POSITION AM IMPROVISEDR FLAG SROLLD BE AROKEM

REHEBARSATL ¢ TRY THIS OLD CAMPFIRE YELL:

“BE PREPARED! BE PREPARED! sHouUT, SHOUT, sHOUT!
TENDERFOAT, SECOND CLASS, FIRST CLASS sScouT!
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DATROL MEETING BLUFPRINT _ N°3

SCIENCE SECTION:

1. MAKE. A CONVECTODR STOVE
BY PLACZING A SANDLE UMNDER
AN IMVERTED PLANTROT.
TAKE TEMPERATURE REAOINGS |
£ MAKE A GRAPH TD SHOW RISE.

2.. CARNE A CANDLE, FEROM A
TURMNIP; INSERT A SmalL
PIECE OF ALMOND IN PLACE
OF TRE WK, LIGHT IT
{¥OU WwILL FIND THAT IT
Wiklh BURN GUITE WELL)
AND EAT IT! EasY
TRY FOLOING A SHEET OF
PAGER I HALF NINE TIMES

4, STAND A ARICK ON ENMDT &TRY
TO BLAW IT OVER. IT CAN BE HOME.

M

MURDER MYSTERY, The murdened Scoulen i's found like
is. The key of the CQHRBoom. - il is the anly Fey h existonce
~is found in be pockel of Ais jackel. The window is Faceneliy
Shullered ortlre insiote. Above e @oor —which. s fackiood —
is o faniight cpeming inwands for six ihches onde. Te den
is on e floon, On fhe loble is e Sooulers bullon - Fole
badtge, The munderen AaX only fLen micuales in which bo
commil the crime.  How dia Ae oo il 7 The door 3 nob
sell- locking,
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o4

EEUEPRINT

of drawing board. ‘These are
aligned with verlical lineg an
swtes of lea-chest.

Eﬁs{ 5!9‘1[;
Boinl 'A'ng

CARQRYING OUT A PLANE ~TABLE SULVRVEY

TOU Wik REQUIRE — A TEA-CHEST CR AOX, A DRAWING
BOARD, PAPER, TWO ORDINARY PINE, PENCIL £ RBULER.

TO CARRY QUT THE SURVEY, YO MUST FIRST ESTIMATE
HMAIM DIMENSIING OF FIELD & FIX SCALE TO SINT DRAWING
FAPER (EG. WF FIELD 15 100 YDS. SQUARE £ PAPER 22'S4. -
THE MAXIMUM SCALE WOULD BE 5 ¥D3: 1Y — LEAVING RODM
FOR A ONE-INCH MARGIN ALL ROUND)

MEXT, DECIDE ON POSITION OF TwD SIGHTING POINTS NEAR
CENTRE OF AREA & WITH SCOUT STAFF MEASURE ACCURATELY
DISTANCE BETWEEN., MARK PONT'AY OM PAPER wWiTH PIN,
LET UP YOUR pLANE-maLE AT POINT A" £ TAKE A SIGHT WITH
SECOND PIN ON POINT YBY WITH RULTR DRAW LINE FROM 15T N
TUROUSH 2R Pin £ MARK OFF DATUM LINE TO SCALE THUS FIXUNG
ACTUAL POSITION GF POINT "B" ON THE DRAWING PAPER.

NOW, WITHOUT MOVING DRAWING SOARD, TAKE SIGHTS OM
OTHER FEATURES (TENTS, TREES, GATE ETC) MOVING SECANG
DIN ‘TO GIVE wOu AN ACCURATE EEADIME, AND NOTWNG DOWN
NMAMES OF FEATURES. WITH RUNH.ER QRAW LINES FROM
FEiNT At TRROUGH THE PIM-PRICKS .

WHEN ALL FEATURES HAVE BEEN PLOTTED FROM POINT A
MOVE PLAME-TABLE T POINT*RY B+ TAKE SIGHTS FROM THERE
TTRRTING BY TAIAMG SIGHT ALONG DATUM LINE TO PO/NT W™
WHERE THE SIGHTING HNES CROSS IS THE POSITION OF EACH FEATURE

Page 7



Patrol Meeting Blueprints

YOUR FIELD-SKETCH wiLlL
LOOK SOMETHING LIKE THIS:

pine trecs, Cvmierms o B
- Gale [ ” y ;

-

-----

LATER You COULD ELABQORATE wvOUR LRAWIMG AMD RUB OUT
THE PEMCIL LINEZX ANMD ROUGH NOTES, OR, BETTER STWLL,
TRAMEFER THE M- PRICKS TA A CLEAM SHEET OF DRAWING
PAPER AMD MAKE A FINISHED DRAWING IN GREATER BETALL.

A PLANE-TABLE SURVEY PLAN OF THE SUMMER CaMPSITE,
FRAMED 1M NATURAL WOOD GRAOWH ON THE SPOT, WOULD MAKE
A NOVEL WALL-DECORATION FOR THE PATROL CORMER =
CEM, AND SHOULD BE GOOO FRR A LAT OF PAINTS IN  ANY
PATRCOL, COMDETITION.

NOTE THAT iN CARRVING OUT THIS PLANE-TABLE

SURVEY YaU HAVE APPLIED THE PRINCIPLE OF

TRIAMNGULATIOMN, WHICH IS THE BASIS OF ALl
MAPMAKING AND CARTOGRAPHY.

Page 8



Patrol Meeting Blueprints

DATROL MEETIkG BLUEDEINT NS

@ #Hake Ke moow
m&kﬂgm

il Graginam
ang (et el e e,

E1GHT LOOPS 26" LONG ARE  .1¥
MADE AT 9" IMTERNALS N 75 ¥
THE ROPE STARTING 18 FEET [=:fff:h)
L FROM ONE £8D. e s
& Oz
Palmc! wnls Lo
I&mfmbvy
afaﬂwwﬁ_

Lube m«rﬂ&a’
i He Legowar
: roos,
TUHE TIP OF EAcil LOOP IS .
TURNED SACH GM ITEELF ® vy o whash-
TO FORM A LARK'S UEARD boapp" rade in
%6 A RAUND TURM IS MADE LrAnA TRe wifeel T
I THROMAON EXCH LARK'S KEAD af ,&E&jﬂai.:-ﬂw‘r:
iy - -

& Cul an orairary
Jo Seat

it eap. be gpenat

aml mﬁam

eI .r:w-r. Py
Golem SoTy.

@ Give asoh s
& Rk of ol
Haster of Panis
gt fel Aim

. C e R O

E; py

THE REAR MAM OSES THE END LOODR A3

A SROULOER HARMESS , THE LEADER D /n e cocrue
PULLS FRRWARD & THE REAR MAN RESISTS of @ tvide game
THE PULL TS WEES THE STRETHER TAUT your Aave baden,
COLBIY LR &

Aagrricsk,
Lo il me 2 O AN SHTE
Acs mmﬁgﬁgfﬁefqv q(".ﬁ-f.' st &émpiw:g {o
Ma‘f?ﬁmﬁd‘ Giwe Saandl Joe fime, Jal Re S O oy
shadowr on lo Rt w fenwﬁad m.r’fg/'.ﬁw stabdley &£ you can
Jre e feeﬁm windocreen o e
f&ﬂma-,r ?’M fuct M m paact e messpe
wilhool o, :c:affq- e signaflen foct ? e seon?
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A A A A ARV A AT ARV ARV
DESERT ISLAND DROJECT

A

MARK OUT AN IMAGINARY ISLAND AROCUT
4 YARDS [N DIAMETER, AND *MARDOQMN"
YOUR PATRIL ON LT FOR 3O MINUTES
WITH ANY GEAR YOU CONSIDER NECESSARY
TO COMPLETE TUE PROUVECT. QDNGE
YO ARE "MAROONED" NOBODY MAY QUIT
THE ISLAND TiLi. ALL THE JOBS ARF DONE

®aaifd c small fipe ﬁandgvooa’a.
€l cr fx ol Ay, Aolis £
botk ﬁaf%, Fomecds an 83 inta Jéﬁ?ﬁ
face fop and goike polalog Loetier

wih shamoenat lovg. Bake For 20 rming.

@ Ty whg the Sﬂ&;};mwmmfwmmw
& Buiix Mhis spring - loare : g

Line- hrcuer B
JAal -Aalean %

Fﬁvmg - e
Emﬂrfgr s
G Beam

@) Learn. the Docker-spiice
f \'\I'l: . i ]
8 A& A e
Four Sfaves ame sheer-fosheol
Lo make ha Lrring -Bar which Y
/3 Gpuane.fashed (o e Crogs- &
Bar, This (s mocnlaz m&rn g:‘?;;.éﬂﬁu L;.;
e aovpa-din “dearmps! L T
oHE  Biderede fﬂﬂn-ﬁxggﬁf POV ETEN grmbh'a?“-l?ualp 4T MAKE
Jhe gopirp . mechanism “

THE EYE "C'. oOBEM LAY
AT “a* AND SLIP END VA"
THREOUAH

au
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Patrol Gear Check List

FOR EACH SCOUT. .. )

One &nolling Pape-9/% by /'cine. whppen th Polas/
cafouns G aigrx Legran will gdfien Corctage.

One Jevcet 3ol (man Ll quanen’s Sntn.)

One lengih. Binatcond = O/ (whipped] for wre cs
lashings wik Sout  Slaves :

M THE PATROL CHEST.... .

One Heaving Line -~ GOJE by i cine. braiatect.

Tewo Lomposses

e Paim Dividerns (on Gmpasies).

One Loler or d?.‘ﬂmgké - Lzgpe .

Orie 12/€ Tope Measure.

Onz ~ 1% Q.8 Map of Distmcl. One Strect Plar .

One Priceliee Fansé Ardt Kil, clearily marked WOR
PRACTICE ONLY ", {(Include scrssors, Spedk lumerers,
SOIRES, roffer Banmages dressings, Seop efs)

Twa sels Signalling Kags. One “Handd Axe.

One Canbdorunzum Stone  Bolile of Boitex Linseeax O

Oda fengths 3isal, cora. siming, Apping Lwine ek,

T Terr § Sals, Tiva Bope Grommels or Peecrily .
LRI, Craons: PEmcils,  paper, camds, eswidper ol
Necales pltar , Canadies,  Maloren

Plasiern of Paris. Emply Oeoa Ging. | Sam ans

M BDOWS & RECORNDS
é}j Pairol Attendance
& Fubh Fook.
Aotral Accocend Bk,
Palrof Lop Hook.

THE WALL OF THE DEN

ST T 5 Mabdce foara,
“"- ﬂ Recon Chart
AN W S oncwrs LisE

- '.'_'_... . —: ,&"aud' d';tal“f\f

Elice-- c“

Seodls ~ Jocs” o W frmoleety

ypa oA ' Sl 4%
Sl 5 Book Boles Ponfrails H.M the Quesn,
ook s frram ,ﬁ?g&fm Jderves ge 8 meef d&r'qf Seowd .
Gricralls Terddenfool, Second || Rephicas of bunly Sacipe

& frast Class Bools. & Batrol Jipn.

Proficiency Bacpe Books Cellings Boara” for wp-
Sobel s Pragen Book. fo-Le minule mﬁémgs
Scowt s Song Jeok. from “The Scowd” el

CRECK ALL GEAR FREQUENTLY!
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PATROL BLUEPRINT N°7

@ wiTH SCOUT STAFF & KNOTTING
QarE amMbly; INVENT A COUNTER-
SOISE BACKREST, THE STIRRUP
ROPE SHOULO BE ADJUVSTABLE

@ woeakiiG THRAUVGHIUT FROM
GROUND LEVEL, TRY PUTTING
O HRIGHWAYMAN'S RITEH QM TO
A BRANCH QR BEAM WELL
oUT OF REACH ABNWE YOUR
HEAD, 1T CAN BE DOME.

# 1N THE LOG-BOOK
TABULATE THE B et e e
PERSONAL MEASURE- M LM BEESS : . LT
MEMTS OF EVERY ;
MARM M THE PATRAL.
CHECK |M THREE
MONTHS' TIME.

§ THIZ MORSE PCRACTISE "LAMBT IS MADE wITH FAIGLY
STIFF CARTRIDGE PAPER WITH A STRIP OF LIGHT GAuaE
TiM ANSERTEDR TQ ALT AS

ASPRIMG. SOUARE OFF Z

7o wse Fe

THE DIAGRAM ON A DRAWLNG s c o
BOARD & DRAW N THE m‘;‘:m
CIRCLE E "BARS" ON PANEL p::r.é-u ?/m

3 ONLY. WITH A SHARP ViomalE spcreze
KNIFE CUT OUT ALTERNATE .

STRIPS (SHEWN WHITE) THEN

FOLD BACK ALL PANELS IN
+

4 stmip o fightl NP
gaagef?f {f ¢
nsEmiear Aefinol

s paned Lo

ael as spaing

o oam mh oy e o W e T v ol

ONDER AS NUMBERED £ USE THE Top daneL (3) ™

MARK OUT PANEL 2 BEFORE APPLVING BLACK INOIAN
NI, SEAL ALL EXCEPT NORTH & SOUTH EDGES QF 3
WITH CELEBMAMNE OR GUMSTRIP

B ok ik i e b o e a o
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larpe potailoe, a sAcel
Wﬁ”f
dest modtel G i,

Have calen cofours & bmesiss

bandy, e
7 r}pﬁaﬁ.{‘g make e bases.
The leni pegr sunpont e
olems & gumsipp (5 et
to recume " the card o the

o 2

S o B
doee i '
his een ef-s‘a,ayxﬁof coaoa.
anct biscurls should be
Jermed & a meeling
e Balrol in - uneif
congened Lo dixeuss —
wedl, angiiing pou like,
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vooul with e line (weighted) is lethene by ankis & stati
on ghord mope, Jhallerex roundt Avn wiikin madris of [Z/2.
gnre a nember of anticler. Clacgeny men i an colfest

tam one al a Ume wilkoul Seing rlmuek by e vackilag.

TEN MIN.COMP

DIVIOE PATROL INTD
TwD TEAMS, GIVE
TEAMS 8§ METAL
TEMT PEGS £ 24FT
OF SisAL EACH &
TELL. THEM O PES
QLT THE GREAT
BEAR £ MARTH
STAR, PAVIMEG DUE
ATTEMTION T THE

TIOMNE OF ThHE
COMBTELLATION
£ QSing EVERY
INCH OF THRE SISAL

CORRELT PROPOR~ ]

LEARN THE 4-STRAND SAILMAKERS WHIPDING
o107 *Naa

S - -
A WIS shont et of whinpind 'O e
enct, SUp fogue B3O el apre bt
Ariag foqps Coim. Robe Ecrrmy ence Ay Lo
Eroiin. AR Lowanaly st wids D

Fiip Dops oper sironar 8 Lt of wk ey’
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R i e~ panorAmc

£
= e

S e

SPEND A NMIGHT IN {4
A QUTIH BARN

%&%@ FOLLOW STREAM Z
= <1 TR TS SouRse k- ...%\ A B e
Cw _l’i.‘..i NG g \\. S U\\\\.\\\\\\M\ﬁv\\‘\\w\\\w\\\} e
i Y Ay wiLhD A

BRETCHING

T

aimn
WATCTHIMG

VISIT HISTORIC BUILDINAG
£ LOOK FOR "MASONT MARKS"

o] MONKEY BRIDGE
A O STamcE [
e B L L 1N i

- T

BACKWOQDE
L0 NG

o a SRR ST ALK MG

(TREE suavEY] %
2 !

T TR

z:/-.-rﬁlﬂ//“/ i
PR
/er.,n/./ e ,/.r_ ¥

IND AN
SMOKE
$iIGNALS |

g (R -
LEL N

TURING IN THE COUNTRY-SIDE
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DATKOL MEETING RLUEPRINT 3°10

- M fﬂ-mc Thazea ik ‘é PSR
e’ -Ln, AL i &«
O dirist ql"b ;é(.r"r’aa..r -m"iu;,ér
Erbmv}tg Gt

“‘ ‘ll. [ L =~ I

PANORAMIC o make Tuz fg_z-{ﬁur:.:ma. uT B
n ] L E GF
SEKETCHING Pl EET OF STOibT

£ BQUARE T OFF INTO ONE
INCH SQUARES WITH BLACK
THREAD, ATTACK THE
FRAME Ta A SMALkL Plys
WOan DRAWING aoARD

WITHM HRINGES OF ELEC-
TAUCIAN'S TAPE £ FREM

TRE BOTTOM OF THE

FEAME JUsSPEMD A

LOaf QOF STRIMG, YOl
DEAWINMG PARER SHOULD

BE SQUARED OFEE TO
CORRESPAMD wiTH THE
FRAME, YO USE THE FRAME,
HOLD T AS SHEWM WITH THE
STRING KEPT TAUT WHILE You
SKHAT PRAOMINEMT FEATURES
ah THE LAMDECAPE £ pLaT
THEM OM THE PAPER BEFCAE
BEQIMMIMG To Damy (M DETAWLE.
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Lo LINE. PLOT KEY
! \ 2 POINTE & SKETCH

L””Tr;ﬁ N OUTLINE

| } NEXT, REPEAT

- N WITH MiODLE

I DISTANCE AMD

f THEN FOREGROUND

! i 7O GIVE SKELETON

“““ - ’ } FRAMEWOR K FOR
B[R AW NG :

MAKING A PANORAM \ B BEGIN wiTH Sky-

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

SKETCH DISTINCT-
IVE FEATURES, Eg.
CHURCH, BOWER
STATIOM, TREES IM
FAREQROUND BT
AND ADD MAMES
AL SHOWH.
INDICATE VIEW -
POINT, DATE TiME
AMND WENTIHER
vl'.‘-l(.'ll"-lI:IIITI{.'rr'lm[SJI AnDy
SIaM 1IN A0TYOM
= - T4t RAGHT RAND COQN-
- Hhf oy = S ER wWITH PATZOL
RAMA PRGN GORE'S winle ' ¥4y, | = FAMNATURE

T F e ey e g rrry]
g g T ol

POWER STATOM
RWER GG

THIR= Ancups

+-* THE BEALGN

T o e i Wiy

2
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PATROL MEETING BLUEPRINT 11

To the PL:  Divide e Patmol with i SEconod Qg M
His Meeling on a competitie basis

4 IMPROVISE A FRAME THAT
wWikLL TAKE & 2ZH POUND
LOAD. WiTH REASONASLE
COMFORT.

2 (N ORDER TO LOWER A &0
FOUT FLAGSTAFE T Wil
BE MECESSARY TO ATTACH
A HEAYY ROPE T9 1T AT
A MEIGHT OF 40 FEET .
MO LADDERS OR SPARS
ARE AYAILARLE AMD TUE
FLAGSTACF 15 UNCLIMPBAGLE,
HOW WwoleLD oy Do T 7

3 £RECT AN APPARATUS
WHICH, FIVE TO TEN
MINUTES AFTER BEWNG
*SETY WiILL CHIME FivE
SEPARATE AND DISTINCT
NOTES, CLEARLY AUDIBLE
AT A RANGE QF 20 YARDS.
NOTE THAT THE ADPARATUS
MUST AF SELF-OPERATING.

4 SELELTYT A SPOT IMN OPEN GEOUND ABROIT 4 YARDS
-FROM A WELL- GROWM TREE r AND ON THAT SPOT SET U
SRR — o AN ANCHORAGE OF ANY

\ KiND GUARANTEED TO
RESIST THE CONBINED
PULLING POWER OF ALL
THE MEMRERS OF THE
PATROL.

NEXT, USING THE TREE
AS A HOLDFRAST, MOUNT
AN IMPROYISED TACKLE
BETWEEN THE TREE AMO
s AR e Db b Seber:]  YOUR ANCHORAGE, AMD
€~ About € ronass—» AFTER Ya0 HAVE FAILED
: ToO BUDCE T BY HRECT
PULL, USE YOUR TACKLE TO HAUL THE AMCHORACE
QUT QF THE GRaUMD
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BLUEPRINT NO.I2

UG UP A GADGET THAT WILL g PRODUCE FIRE WITH FLINT
AUTOMATICALLY SWITCH OMN E STEEL
THE ELECTRIC LiGMT WHEN e
THE DOOR 1S OPENED AMD nﬁﬁfe
OFF WHEM |IT 18 CLOSED

JEmikie
F O i ATNE
Lo, Az
@ LEARN HOwW TO MAKE ‘THE Sl
ALPINME BOTTERFLY KHAT

THE ELINT 13 SIMPLY A
PERBLE, BROKER WITH A
HAMMER TO GIVE A SHARP
EDGE . (LOOK QUT FOR FLY-
ING SHRAPNEL WHEN YOU
HIT 17 WITH THE HAMMER!)
THE STEEL IS AN OLD FuLE,
FOR TINDER, MIX TEASED-
OUT SISAL WITH ORDINARY
{"00" GAVGE) WIRE wWOOL.
HOLD THE AS SHOWHN
£ STRIKE SHARPLY DiHWi-
WARDS WITH THE FLINT.
YOU'LL BE SURPRISEOS

I.THE CHICKEN GAME 15 GOOD FUM IN ITSELF AMD ALSG MAKES
AN EXCELLEMT STUNT FOR THE CAMPFRIRE

A" (THE CHICKER) KNEELS IM FRONT
OF "B" WHO KREPS IS KMEES APART
E ELBOWS 1M TS SIDES wWITH FOQE AR MG
HORIZOMTAL. FOM STAMDS BEHIMNG A
"B WITH MANDS AT EITHER SinE aF "
HIS BEAD,

THE CHICKEM MAKES SULWKIMG
MOISES £ HC0BS uP £ DOWH
BETWEEM "R'S™ KMEES, -
. TRIES TO CATEH MM @3y
BRIMGIMNG HANDS SHARPLY
TOLETHER | IF Bt MISSES,
T CATLBRES HIM (N THE
SAaME FASH1IaHN ,
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WCRAZY INVENTIONS %

HOLD A COMPETITION TO SEE WHD CAN PRODULE
THE CRAZIEST LIST OF "INVENTIONS | SHOULD LIKE
TO SEE"... AHD HERE AQE SOME TO SET THE BaALL ROLLIMG

j/?Efe FCOpIC /nqrmg
parfon comfy
@f m.g’ A
AP RO (N

1Y TR

DATROL MEETING BLUEPRINT Ne13
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Palrol Mesting E/Zzepﬁ]ﬁé N

Aun S
A LONG  JUmP,
WIMPS FARTHEST

AMD S0 aN,

AUSTRALIAN STICK GAME

THE FIRST MAN PLACES & SKORT BATOME . IN LINE,
BUT ANY [DISTANLCE APLART TO ST HIMSELF. HE THEN
DAWN, STEPPIMNG BETWEEMN TUE STICKS AMD TAKES
OTHER PLAYERS FOLLOW, THE MAM WHO
RCORING A POUNT., THE FIRST MAM
JUMPS LAST 1N AM EFFORT "o BEAT M FIAST EFFOAT,
TiLL ALL PLAYEAS HAVE HAD A& oo

A WARDSTICK IS USEFUL FOR
MEASURING DISTANE ALOMNG
AN IRREGULAD COURSE, 1T 1S
SIMPLY A Y-STILK, MEASUZIMNG
EXACTLY 36" ACROSSE THE
PROMGE . TORM T AS YoU WALK

THROWING A LOELINE
MOLD THE <OIL
IM LEFT HAaRO
& WEIAGHTED EMD
IM RIGHT S0 THAT
IT HANGS AT
ARMS- LENETH
JdUST CLEAROF
THE SRAUM0.
SWIMNG LIKE

A PEMDULAM
IM LIME WITH
TARGET, ARM
£ LINE MUST
MOVE AS OME 'UNIT - b NoT
ALLOW LINE TO KICK OP JM
BACKWARD SwWIMG. THREM
WITH QOO0 FOLLO YW -THRGUGH
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PATROL MEETING BLUEPRINT 15

THE PROBLEM: WORKIMGE THROUGHOUT FROM THE BANK,
ERECT A BEACOMN IN THE MIDDLE OF
THE DUCK POMD, AMD WHEM |T |5 SECURED N DOSITION
[MOT UMTILY LIGHT IT FROM THE SHARE.

THE. BEALON
MUST BE AT LEAST 10 FEET ABOVE THE LEVEL OF THE POND

o -
i
‘_: e T

e

AT AR ;@if_i* _ﬂm

X Billyean

C‘ogq:}
eal peps P malcies T
HOTE THAT oMLY GEAR SHOWMN

N THE ABLUERRIMT MAY
BE USEQ , FLUS NATURAL MATERVAL SR KIMNDLIMG,

o eSS AL IF NO BONa IR AVAILABLE , ROBE QUT A 35 AT vant
CHRCLE Onv THE GROWNEG  AND MWERX SROM QUTSIDE PLRIMETER
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OATRDEIMECTINENB LIEPRINTHIE

2iG UP A MORSE SIANALL-| gy USE THIE CODE TO SEND AKD
ING ARM WITH COUNTER - RECEIVE SFMAPHORE O

WEIGHT DEYICE, S0 THAT MODEE MESSMLES. HNATE
IT CAN BE CPERATED By TRAT OMLY LETYERS A 7O
REMOTE CONTRG L. £ ARE USED. &A IS F)

. mmmwm%
« BT M1[N]
SEESIRSHT]
Y BV WG]
£ B (Z] o] (5] [ o]
M AlsfclolE
"Eastinpgs®

8B (5 L; DA iS5 1, AnD SO
ON, [READ "EAST:NSS" QST
FOLLOWED BY "MORTHINGS®
AS 1M GQRID MAP REFEREMES)]

TRY PUTTIHG A CLOVE-RITSH
RAUND A TREE, WORKING
FRom A RADIUS OF J YAQDS.

*’ THE FLYING DINEAPPLE : PGS 1 £ 2 £40W WOW TO cart
THE LINE O THE FIRSET TWO FINGERSE AF YOUR LEFT HAMD,
HOLD THE LINE BETWEEM YOUD FINCERS AND LAY THE TURMS
ALDNGSIDE EACH OTHER WORKING BACK FROM THE FINGERTIPS,
NOW LAY BACK AMOTHER SET OF TURNS OMN TOP OF THE FRIST,
THEH WOREK TOWARDNS THE PALM WITH & THIRD "SET. TRAMSFER
THE PINEAPRALE TO VO THOMB AMD
WRAP CHAGOMALLY, TAKING CAQE THAT
EACH TURMN CROSSTS ITS FORE RUMNER,
0o NOT REMOVE vOUR THUME TILL THE
OPERATION i€ COMPLETE . TO TAQOW @®
THE PIMEAPPLE, HOLD THE END
PROTRUDING FROM THE HOLE AMD
BOWL OVEQARM AS 1M CRICKET
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DATROL MEETING BLUEQINT‘T?

SCOUT STAFF
COUNTERPOISE
GATEWAY

THE ORQULGINAL FEATURE OF THIS GATE IS THAT
CLOSES OPF QM

T
ITSELF LiKE A VENETIAN BLIME
AS IT 1S RAISED,

THERERY GIVING MAXIMUM CLEAR-
AMSAE M TRE

GATEWAY.
GEAR REQUIRED: MINE SC0LT STAVES, FWWE OKKKETS
FOUR  SATONS,

ONE LOG, ®iX  SCAEW EYES, SISAL.

Twd) STAVES ARE JIHEER-LASHMED T3 MAKE THE GATE -POSET,
A&ND THREE TO MME THE TOP BAR OF THE qATE, RATE
THATY ETAVES SHAULD RBE GHVYEM A OOl awvEREAP AMD
LASHED 1M Twi PLACES. DRIVE SMALL WEOGES (MTTD
THE LASHIMGS To TIGHTEM.

THE ToP BAR 15 SQUARE-LASHED TO THE ROLLER - BaAQ
. THE LIFT-ROPE IS SECURED AT (B THEM PASSES
THRAULH SAREW-ENES TG (£} AMD (S TIEQ-OFF AT

AS THE CATE RISES, THE TEMSION ON THE ROGE INCREASES
AND THE BARS ARE DRAWN TOGETHER.
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PATROL BLUEPRINT N°18
" MADAME GUOILLOTIKE"! THIS 1§ A& SPORTING VYARIATIOM
OF THE OLD "SLEEPING PIRATE" GameE, THE PATROL 34T
AT THE FAR EmMD aF
THE MIARTERDECK £
CREEFS OME RY OME 1N
AM ATTEMPT T3 PULL
THE “TRIP-LINE £ SO
UPSET THE COMNTEMTS
OF. THE &iLLky OVER
THE HEAD OF THE
VIOTIM  WHO MEANWHILE
TRIES Ta PK THERM
OFE wWiTH 4 WATER-PISTAL
- - -
HOLD A COMPETLTIOM
TO SEE WHO CAaM STAMD
LOMGEST OM OME LEG
WiTH EYES SUUT AMD
ARME FOLDED

-~ —~ e
THANDSPRAN COMPASS™:
HERE 1T A MEW SQRTOF
"SELF-MEASUREMENT"
Wi H Wikl FHARALE
YOU TO USE YOUR WK
HANDSPAN T4 TAKE
RELATIVE BEARIMGS
OM DISTANT OBJELTS.,  THE
IDEA 15 T FIND THE NUMIER
SE- DESRERS CIMTAINMED IM
voumr SPAM [(THUM3 To FIRST
FIMNGER] AT FULL ARMS-LENGTH.
TO D& THIS, SIMPLY COUMT THE
HUMBER OF TIMES YOUR SBAM
WILL ¢ ROUND THE ROOM M
WHICH YaU ARE STAMDING, OR
ROLND THE LANDSCAPE IF
WO ARE WORKINMG QUT OF
ooges. MvIDE 360° py THIS
NUMBER £ wou wWILL B8F LEFT
wWITH THE ANGLE SOUBTEMDED
By YOIUR HBANDSPAM: Ed.
SO0 MYIDED BY 20 HAMDEPAMS

= ;8
o e T W S Vo o o L S, T, T, e, S T B
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"THE OWLS REQUEST THE PLEASURE..."”

GUEST MIGHT IN THE DEN — PATROL MEETING BLUEPRINT 19

o he PL: The tea in Wris arne rs fal axck o
e falrol pensonally invites o (2 la Fe Naeling ance
Mzl et g goaal/ mamme Lo drie e zdfan
agpalizer Jfor &-aaﬁzng - ?w * erve, @ /féaar !

[ START WITH A GAME -

WITH A Lomic TROPHY OF SOME SO0RT FOT THE CUl-SCouT
TEAM WS SCORE MOST DMRECT HITS THROYAH THE SUOMT

FACR ICOUT MELPS Hi8 CuBs SCOVTE TEACH Suds THE
GUEST TO MAKE A "myLk- HEGHwWAY MAN'S aToH
ROARER" — SiMPLY A LATH

OF wWoOD LIKPE A 2" RULER

WITH A STRING ATTACHEDR

T anlE EmMbD, WHEM THIS

SOMTRASHOM |5 WHIRLED '
ROUMD THE HEADR IT GIVES
OFF A SOUND LIKE Tae

WHIMING OF THE WIMD 1M

THE TELEPHONE WIRES, THEM BOLO A RELAY RACE
THE FATROL SECOMO DEMONSTRATES] | FINALLY, A FIRE 18 LIT AW
PLHETEECASTIH&, TwEN EACH CUBR EACH CUB ROASTS HIE OwM
MAKES & CAST OF HYE OWM SALUEAGE OM A STICK WIHILE
BUTTOMHOLE SAaDgE . CoOCOA 12 BREWED Sy THE PL.
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T ey

ESE REMEARSAL

tH PREPARATIONM FOR THIE PATROL ME

e
L e

CTTRES OF

M ATGDITIOM TACSH BO0Y
e,

POWERFLUL ELELTRLE

ETIMG, WillEh Wikl
o

FOR &8 RIBTROCOMIMNG

YOU SHOULD SY2Sk UP wWiTH
=T COLOURS.

CoOMSIET OF A DRESS REWEARSAL
HE
WILL RESUIRE A FAaifRly

CAMPFIRE STLMT,
POR QF DIFFE

oy
Pz upd
mwmaaam b
AT gy
i = €

.ET_E =
Pna..ﬁwnmﬂn
mmemmwu1mM
NEEL mmnwmﬁ
mapnmspmmsu

BI. 5‘
Tmum mﬂ...:___.__ w
FE BT Falrg
oAy Wy
> ol Fa
thudizcy, oo

¥ F

cmmEMm 9
80 & 2 4d,;
¥ 45 3igh
8y 3a

sn_l L
LMAWWLMEWHW
< MVRWEHL
3ga,0 8k @38
¥ Ex9tSy
2580 w835y

e |
Ezr %

z Memm,mnm
o, SET  HEU
e e

YhgZ o »
EMA% SEEﬂHT
So 2 obTs x

ja * | -

on z
2843 2¥quds

SOALE,

™~ ORPER UP TUE

ARRAMLE YOURSELVES
CHOQSE AMY SIMPLE AR WHICH FALLS WITHIM THE EigHT-

NEXT,

NOTE RAMGE OF YOUR POP BOTTLE GRGAM* AMD QEUEARSE

TILL: You ARE HATE-PERFEST

YWOU M L

POIMTING URWARDS,

EALH MAM HOLDIMNG HIS TEROH AT

WHEN Yoy PERFOARM AT THE CAMPFIRE
THE READY BELOW THE BO0TTLE

AS SHOWMN ABOVE

AMBER AS

HE SWITCHES
1T CAMNMOT EFAIL

THE BOTTLES — AND THE FACES A4ABAVE

'
H

YELLOW,
BUT T ALt HEED CARERJUL REHENERSAL

CHERRY,
A SMASH T

GLOW QED, SREEH
IS DLAYED.

EVERY TIME & SCOUT BLOWS A NMNOTE
THE TUME

amM HE ToRdA

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
bhe_ca_mehN in the coded message, N became A, and so on. The message ran, “The first man to read
this is the winner”.

é:lzzbOS)S-BEARING: Clue One - T (tea): Clue Two — Q (queue): Clue Three — J (jay): Clue Four
- ee).

Missing 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 strlngi]throu h 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 sa? 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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