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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%t 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 alread?/ 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?pportunlty of saying that this new book more than maintains the reputation established
y the others. o o
~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
whl_lgh d:jd ngt answer that difficult question — What shall | 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. ) S 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 workinrg 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 runnin? a Patrol is ess_entiall¥ 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 milght 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 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
Browde the ideas, the gear, and the opportunity, and then to organise the activity, whatever it might

e, so that every Scout in the Patrol is fully committed. A busy Patrol is a hapﬁy Patrol.

“Fine,” | hear you mutter, “we’ve heard all this before, but the fact is my ¢
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. . o )

As for the tendency to sktylark, 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 Righ-spirits; then back to work ohce more.

However, it is easy to solve problems on paper. | 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. o
S Any(;mw, ere are the blueprints to help you. | hope you will find them useful, you and your

econd.

Good hunting!

aps don’t turn up to
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: PATROL MEETING BLUEPRINT N°1

"TO THE RL.: ORGANISE YOUR MANPOWER SO THAT ALL
* THESE PRDJEC.TS ART COMPLETER IM 45 MINUTES.

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

TWO MATCHES, TWI!GS, AND A SHEET OF NEWSPAPER. TI-I.E
TARK 15 TO EPEEAD THE KEWSPAPRER ON THE FLOOR € Bo1L
YWATER IM TUE SHRELL W THOUT BURMING THE DPAPERL.

THE ANGEL RISE> one @ S @

PLAYER 317S IN THE XMNEES R Y
BEND POS{TION, AMD HIS gl
PARTNER GRASDS RANDS
AMND STANDS ON KIS KNEES.
BY THROWING THEIR WEIGMT
FORWARD BOTH PLAVERS
TEM TO MAUTAIM BALANCE.

CODE MESSAGE:

GUR 5SYEFG ZMNA GB ERND

GUVF YF GUR JYAARE. CROSS-BEARINGS' eacnor

THESE CLUES ‘wiLy a\vE ol A
e S LETTER . JOIN THE FIZST
; CLUE-LETTER TO THE
BECOND, AMD THE THIRD
T THE FOURTH & ~ou
Wil HAVE A CROSS-
BEARING QM A CERUTA UM
FEATURE OF GILwWELL

CELUES OMNE s THIS LETTER !
MAY BE TAKEM HEAT aR

WiTH A BAIR OF VOWELS,

¢ CLUE Two: A LNE OF
PATIENT PEGPLE.

CLUJE THREE: A BIRD.

CLUE FOUR: IF THIS
OME ATTACKS Yau, THE
ANTIDOTE 15 AMMINEA. |

- FOOTNOTE : T ESSENTIALS |
LRE MISSIMG FROM THLE
SKETAH-MAP WUAT

Ansvers m%e b s 4 ARE THEY ¥ .

. S e w——— - s ke A e w —vw w d p—t— e g

FeEk adwsr

B ey
LA s B T TY) —— e—

—rdr B PR Sl

A e W e W —

Tkl S — b

dp 4 & =794 m

___...-..-u-..{_
- -

CAMPING
FIELOS

LE T L R P S R P ey |
i mhle L P m—

ey wm—— Ak
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PATQO1 NZZTNS BLUZPOINT N°2

(20 MINUTES FOR THIS ONE)

FOR EACH MAM A ROPE MADRE FAST QVERMNEAD. ONE MAN
BLINDFOLOED TRIES TO TAG OTHEAS, WHR BROG OUT WHEN
TAGcED, Qz WRIE THEN' LEAVE «O OF <He«Q HOPE. « C*
MAN S ALLOWERD ONE MINUTE AS “SPIDER"

3<34BS ACROSS’s T\:/O BASE-LIHER ADE LA 0 CIUT !5 P-EET
oscar, zcouzs woRIK in viesm eE-
WHICH 6UtlIZ CAt4 PRODUCE A L(Isll2 OF- NAT<f¥A  MATER IAUS
(GRASS, REEDS, hONEYSUCKLE ETC.) WHICH CAN BE STRETCHED
BETWEEN BASE-LINES (LEAR OF THE GRXND WITHOU'T BREEAKING,

' SHOUTS AmPETE IH Pvtgig TG fLi¢t UP
Y.ENDULUHS PGHDULAI-t6 T+US WILL S 1/uQ TI-tWUCtH
AM A5.C OF AT LEAST S\X FEET FOR LONGEST PERIOD,

PATRAOL ACTIVITY: Any nAxos see zo wnei< no
EREC1" HitHEST P<«3SS«B LAG-

STAFF WITH SCOUT 3STAVES. WHEN FLAGSTAFF IS FIXED

1N POSITION AN IMPROVISEDR FLAG SHOULD BE AROKEM

R¥H AL : DRY THtS OLb CAMPFIftE- YEL\--
°BE PREPARED ! gf PREPARED! sHouT, SHoUT, sHouT!
TENDERFOAT, SECOND CLASS, FIRST CLASS scouT!
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DATROL MEETING BLUFPRINT N°3

SCIENCE SECTION:

1. MAKE A CONVECTAR STOVE
BY PLAZING A CAMNDLE LIMDER
AM INVERTED PLAMNTROT.
TAKE TEMPERATURE REAOIMGS |
& MAKE A GRAPH TO SHOW RISE.

2. CARNE A CANDLE FROM A
TURNIP, INSERT A SMALL
PIECE OF ALMOND N PLACE
OF THE WK, LIGHT IT
{YOU wiILL FIND THAT 1T
Wikh BURN GUITE WEKLL)
AMD EAT IT! Easy il

. TRY FoLOING A SHEET oF
PApER IM HALF NINE TIMES

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

MURDER MYJTERY, The mundenmed Scouler i's found like
his. The key of the CQH Boom. — (tis The anly ey b existence
~78 fovnd in e pockel of Ris jackel. The window is saxcrely
E%M;LM ingicle, Above Me door —wAdeh ir lockiadf—
is a fani; QREFING frisandts JOr six shokes ondy. The goan
5 on ?}‘zﬂg'faaﬂ. ﬂ:.g Yhe lohie i{ e Sepulens &a?‘;b.ﬂ-ﬁgfe
badtge, The muenderen had only fen miieles in whizh Lo
Commit Mg crime.  How i@ Ae o il 7 The door 13 nol
se.{f loeking,
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of drawing board. These anre
aligned with i-ez«bcaf fineg an
sites of lea-chest

[T s

CARRYING QUT A PLANE ~TABLE SULRVEY

M WILV @EQUtRE - A TL"A-CHEST OCE @OX, A DRAWHMG,
sara, pa ece, -rwo oizoiugev oyns, P aia a eut-uR.

TO CARRY QUT THE SURVEY, YOU MUST FIRST ESTIMATE
MAIN DIMENSIONS OF FIELD & FIX SCALE To SUIT DRAWING
FAPER (EG. IF FIELD 15 100 YDS. SQUARE £ PAPER 22 SqQ.
ml-IE xioxmum ScALE wOuLD BE 5 YD3.: I¥ — LEAVING ROOM
FQRZ A ONE-INCH MARGIN Al L ROUND.

NEXT, DECIDE ON FOSITION OF TwWO SIGHTING POINTS NEAR
CENTRE OF AREA & WITH SCOUT STAFF MEASURE ACCURATELY
D ISTANCE BETWEEN. MARK POINT ‘A’ ON PAPER wiTH PIN,
SET UP YOUR pLAuE-mau_a AT POINT "A" £ TAKE A SIGHT WITH
SECOND PIN ON POINT “B" WITH RULER DRAW LINE FROM IST 2N
TUROUEH 2% PIN & MAE OFF DATUM LINE TO SCALE THUS FIXING
ACTUAL POSITIAM OF POINT “B"ON THE DRAWING PAPER.

NOwW, WITHQUT MOVING DRAWING BOARD, TAKE SIGHTS ON
OTMECE PE rUFEGE (TENTS, TREES, GATE ETC) MOVING SECANG

PIN TO GIVE YO AN ACCURATE KEADING, AND NOTING DOWMN
NMAMES OF FEATURES. WITH BULER DRAW LINES FROM

THEH ALL- FEnTUrLES MAVE BefilsJ R-A"LTED PDDRt IfdT -A*
MOVE PLANE-TASLE TO QOINT*RY £ TAKE SIGHTS FROM THERE
TTRRTING BY TOAING STCHT ALCNG DATUM LINE TO POINT W
WHERE THE SIGHTING WNES CROSS 1S THE POSITION OF EACH FEATURE
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YOUR FIELD -SKETCH wlikLL
LOOK SOMETHING LIKE THIS:

pime tmoss, ]
~_ Gale

-

LATER YoU OULD ZLABORATE YOUR LRAWING AND RUB OUT
THE PENCIL LINES AND ROUGH NOTES, OR, BETTER STILL,
TRANSFER THE PN PRICKS TA A CLEAN SHEET OF DRAWING
PAPER AND MAKE A FINISHED DRAWING IN GREATER BETAIL.

A PLANE-TABLE SURVEY PLAN OF THE SUMMER CAMPSITE,
FRAMED 1M NATURAL wWOOD GRAOWM OM THE SPOT, WaULD MAKE
A NMOVEL WALL-DECORATION FOR THE PATROL CORMER oR
CEM, AND SHOULD BE GOOO FOR A LAT OF POINTS IN AMY
PATROL COMPETITION.

NOTE THAT IN CARRVING OUT THIS PLANE-TABLE

SURVEY YOU HAVE APPLIED THE PRINCIPLE OF

TRIANGQULATION, WHICZH IS THE BASIS OF ALl
MAPMAKING AND CARTOGRAPHY.
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PAMO LMEETINGAUEOQINTN °5

@ Hakie Re mope
.:*fx;;ic.ﬂeﬂum
e cleagnam.
an Lest el e e,

EIGHT LOOPS Z6" LONG ARE
MARE AT 9 IMTERWALE N 2T
THE ROPE STARTING o

® Dz ‘he
Palrc! inés Gwo
Leams an Eny
@ fuﬁ W wﬁf_

Libe MEMM
e aﬁa&:g-owaﬂ
A ”‘i'ﬁ'

THE TIP OF Encil LOGP IS .
TURNED SAGK GM ITEELF ® 7y o whesl-
TO FORM A LARK'S HEPD Do appi pade in
Lhich TRa whee!"
of’ fae Parpow'is
G F/A

@ Cul an ontirary
¢ Jo Sal
L dop be qpena!
el wio a Ao
(o can posy
yoiem Soxy.

® Give azcA mar
@ eRunk of solid
aslem of Pamis
aad fel fim

| rasye Aq o
waggk.

A swWNtORR h R*E ‘¢«  ¥WN k baR D /n e courve
ouuue WORwWAeO s vnz ssSxRm*mosssis of & wNde pamsz
ium euuu m waxo'we SVrCzszsS ynur. yoiur Aave fadden,
COLEm e &
ﬁnr&‘fdaﬁ
Unawanre P PresEAds & member of Hie Gpposing iz

Aas MM&M!@M&!M&;IWMM o
M;ﬁrmﬁﬂ.r Yo canndl cee fine, dul e Sun it oy
Shadow on lo ke w. J‘emoiadaxszg/'&zdaéﬂrrﬁ
are e Yeclion. of This shadt:

Grmerl nomers Yot Jb You n peact he messate
willoul aiffrcally, /s ﬁf@mﬁ'ﬂ» /?&Eem‘?

Page 9



Patrol Meeting Blueprints

« oo (KK *KC* ¢ °o A< +re
i, DESE&? ISIVy3¢D PDOJZCl

« +  (K°K*

MAO¥t OU1 AN tMAOINARV UPLAND AQ
4 ~ 4kDB fN DIiAA\ETEA, AND ‘/*\AROON"

art o or x roe Neofrntjxug

TO C¢f/«1ALETE TttE PROJEGT. ONCE.
U AIZE /AA zOhEOQ' «OaoDY «\AY oUtT
THE ismr<o Tim ALk.we Isa Aar aim

'Itt”a ” “700”"<llt Z( 3335665 (((/e r

Builct Mhis spripp . losawy
® Line - tarouer &

Fourn Staves are sheer-lasheol
{o make the Liring-Bar which
5 speare-loshed (o e Cross-
OPEN THE LAY

Ihe eocoa-lin “bearings! An | oF THE RoPe
bicqefe maen lube provern _B':H_?“&IP o M
Jhe ..';',uﬂrhgr maEAanism e e TN T MAKE

AT "&" A*D 6LIP KJ°ID"A"

P‘.'f“ﬂ'l— Y
AL o N
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Patrol Gear Check List

FOR EACH SCOUT...- )

One &nolling Bope - O/ by IMoing. wrppes e Palnsi
' solowns ta aigre Lesron wili gffien Cornatage.

One Jaocet thfj'g (manteoc ik ownens spin.)
HiE

One fengthe Blindcong - Q& (whoppaa] for are as
faﬁéﬁr ar e Spul  Slaes oo /o :

IN THE PATROL CHEST....

One Heaving Line - OOME o T'cine braraect.

Tevo Rx:&?e lﬁﬂba«fd‘ff 7

One Pairn Divicterns (om ca-vwﬂ.-mﬁr).

One Lalern or Stpaphi- Lage.

One 12 /€ Tope Measwre.

Onz— 1" Q8 Map of Dixtmict. One Stmeel Flor .

dne Lraclice FRsE A ki, cleariy marked For
PRACTICE aNLy ", (Incfude scrssors, Sped lweerers,
SOInLS, rofier Bane L drefyings, Soap el

Twa sels Signaiiing Flags. Ones “Harkd Axe.

One Candoranzen Stone. Solile of Boilec Ainseea O,

Oda fenghs sisal, cora, siming, ihpping L

wire &,
Tewo Tepnr s Bals. Tia Qope Grommels or Queorls.
Lhcrik ,

Eryond. PERCHS, [Oper, CaNncii, emioper ok,
Nesoies dolton. . Lanaies,  MalCosies

Plasier of Pars. Emply Oeva ling.

F BOOWS & RECORDS
Melrol Attenance

S s

THE WALL OF THE DEM

- T OH
(LT 65 Nadice foars,

& Sub Book. e e ot At
Podlriol Accocend Bk, 1 5' @; & onpuwrs List”
Palrof éo'% Jock. AL s &r{am:' Charts
Feocedls ~ Bogs.” A (eleety
LS ;ﬁmﬁaﬁ:’ﬁ ‘ \ Scowl zﬁ:}.
Socnel§ Book of Rules. Pornlrails of A.-M he Ouecn,

Fook 5 /‘.«"-m e Barref Serves

Gricralis. Teraten

Y- g 5 Lhe ﬁ‘trk‘/

& Lymst Class Books
Proficiencey Badge Soaks
Feouls Prager Sook,
Seoul s Song ook

& Bl

Yeellings Boara” forv wp-
Lo-LA2 - mingle mﬁémgs
from “TRe Jeowel sl

Dentioas of Coudnles Bacpe
Ea1 am?fﬁ?n b4 .4

CRECK ALL GEAR FREQUENTLY!
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PATROL BLUEPRINT N°7

§ wiTH SCOUT STAFF & KNOTTING
QoPE aMLly; INVENT A COUNTER-
FOISE BACKREST, THE STIRRULP
ROPE SHOULD BAF ADJIVISTARLE

@ WORKING THRAUGHOUT FROM
GROUND LEVEL, TRY PUTTING
B BHGHWAYMAN'S RITCH OM TO
A BRANCH GR BEAM WELL
OUT OF REACH ABWE YOUR
HEAD, 1T CAN BE DONE.

# 15 THE LoG-BOOK
TARULATE THE
PERSONAL MEASURE- M
MEMTS OF EVERY
MAM 1K THE PATRAL.
CHESK |M THREE
MONTHS' TIME.

Ay

§ THIS MORSE PRACTISE "LAMPY IS MADE wITH FAIRLY
STIFF CARTRIDGE PAPER WITH A STRIP OF LIGHT GAUQE
Tird ANSERTEDR TQ ALT AS

ASPRING. SQUARE QOFF 7

THE DIAGRAM QN A DRAWING e “"‘F’Jf“’ ”
BOARD & DRAW N THE ﬁoﬂwﬁ,w;fx%
CIRCLE £ TBARS" ON PANEL i ?/}}:’e
3 ONLY. WITH A SHARP £

FondE sdeeye
KNIFE CUT QUT ALTERNATE
STRIPS (SHEWN WHITE) THEN
FOLD BACK ALL PANELS IN

*

A ainl oA oub
gaugef&f {f ¢
irremier fehind

s paned Lo

@ol a5 sping

ORDER AS NUMBEREG &£ USE THE TP daNeL (3) ™

MARK OUT PANER 2 BEFORE APPLVING BLACK INOIAN
MK . SEAL ALL EXCEPT NORTH £ SOUTH EDSES QF 3
WITH CELEPRANE OR GUMSTRIP

P A g gt e P P e g P A P g PN g S
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laroe potaloe, a sAcel
wkrte eandboard, o melal Y
leni pep 6%&«%%;‘2

JEe whick e
best motel 7e Aol

Have walen colgurs & dmesAcs

The lanl paedr nl D
olemr $‘?€mmﬁa& ey
Lo recune ” e cand fo ihe

&

s it
Boee waky '
His exencise, fol cocoa
and disewils showld be.
yerned & a meeling
e Palrol fn - Deliei?
congened Lo diyewss —
werf, aﬂg{&mg pou fike,
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JSoutl with. Ot fine (weighled) is lethaned by ankie Lo slake
ot Jhord mope,  Jinllerest roundt Arm wikin madrics of /272
gne a wmber of antic/er. Olfagensy men e ard colfest

trem ane al a lime wikoul being rlmuek by e Jackrlag.

TEN MIN. COMBP| ] LEARN THE 4STRAND SAj

DIVIOE PATROL INTO o
sl [ Jf1f]e

TWO TEAMS., GIVE
TEAMS B METAL
TEMT PELS £ 24FT
OF §iAL EaciH &
TELL THEM T PE,
aUT THE GREAT
BEAR £ MAQTH ST A
STAR, FAYIMG DUE R J,-" g
A Ure
RELT POR~ ] - o s . pEahy

A A is 2hond sl of wrhl D
TIONS OF  Tut enx, S 8L v %m%%
CaMSTELLATION T ! e i
£ gSingG EVERY | ”‘S%".ﬂm@ b & zarrg ﬂfﬁ'
INCH OF THE SISAL EPOGMe. RAZS LOWIINLY Crtin il

i ors over sirancr & 6 o uik mey!

Page 14



Patrol Meeting Blueprints

PAMORAMILS
SEETCHING

\:v\&v\\ .&#ﬂmf f,ﬁ/“.r.ﬂr .

R CiroRE PossieE
H.ﬂ\\\ww mxn.yzn m_._.nm_

VIEIT HISTARIC BLUIWLOINAGS
£ LOCK FOR "MASONT MARKS"

BRD
WATC HIMG

o

\.‘.\f_ .
N °| arusiuoo
e T NN RELTER.
.

3 SR

Ay AR e
[ wreaview l.ﬂﬂ”.l.uu T e
. e e " SOCI AL SURVEY : TEET RAT

OF ¥l LLAGE

iy

e

REPAIR PRY-
STANE WhaALL B
A QOO TUAN
T b

.-.Ir.

PN
S el scouT
=l 3 [ TRANS PORTER

. e ’

TURING IN THE COUNTRY-SIDE
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[PATROL MEETTNG BLUEPRIBT A¥I0

Ricovarh

MOUTX § "\,
€ Cocght 55 ;
aen Lrol. TAmow with @ rowra.
Rowunat-Lunr ar Sy Ea
ONn swrist ?g’fﬂa-ﬁﬂaup -

PANORIMIC TO MAKE THE SKETCHING FRAME, ut
SRETCHMW " lﬂgﬁm R%' X&' IM A EHEET OF sva

INCH SQUARES WITH BLACK
TUREAD, ATTACHK THE

TACIANM'S TAPE £ FROM )
THE& BOTTOM OF THE ¥
FREAME JSUsPEMD A rﬂﬁi
LOaP QF STRIMG, WRIR [ R

BE eeunose OFF Y o P .
COQRE6&0140 WITt4 ’FH6 %@G@%
FRAME. TO USE THE FRANE, =
HOLD (T AS SHEWN WITH THE

STRING KEPT TAUT WHILE You

SIGUT PROMINENT FEATURE S N —
ON THE LAMDECAPRE £ pLawy =
THEM OM THE PAPER BEFCRE =, =
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MAKING A PANORAM
| J— L

PIN-POINT POSITHON
OF FARMS, TOWMS
AND QTHER  MAN-
MADE FEATLHZES &
SKETTH IM LICHTLY,
OMITTING DETALL

BEGIN WITH Sky-
LINE. PLOT KEY
POINTE & SWETCH
I MITLINE

NEXT, REPEAT
WITH MIODLE
DISTANCE AHD

d THEN COREGROUND
f TQ GIVE SKELETON

i FRAMEWOR K FoR
DEhWiNG :

THARE ADCHES

.:'a{-" THE BEACON
CASw woap

P EQL STATON
LWER COrGM

= '
(i]‘——‘l'ﬂw‘ W E
&

f

1202 Moca &0 g i
VISRt on
(=1 o a e — [
e F N RAMS RGN GOIMES MiLi, T8 n K
o 3 ey TRy
T,

SKETCH DISTINCT-
IVE FEATURES, E.4.
CSHURQCH, POwWER
5TaTION , TREES IM
FOREGQROUND ETC
AND ADD MAMES
AT SHAWHM.
INDICATE VIEW -
POINT, DATE TiME
AMD WEANTHHER
CONDITIONS, AMD
SIAM 1IN 30TTOM
RAGHT HAND COON-
ER wWiITH PATRoL
SIGMNATURE

Page 17



Patrol Meeting Blueprints

L ROOL DENGIT eI
FAESORT PATER )

SCOUT. >
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PATceL xit7ixc BLVEPDivt

To the PL:  Divide Pre Pabnal wihe gour Seconol and mun

1 wwpPRovVISE A FRraMe THAT
wiLL TAKE a Z€ S*0uiso
LoAo- wtTH REAs¢|l AelLE
COfetFO T-

Z (N ORDER TO LOWER A 60
FOOT FLAGSTAFEE T wWiLL,
BE HMELESSARY To ATTACH
& HEAVY ROPE TQ LT AT
A MEIGHT OF 40 FEET .
HO LADDERS OR BEPARS
ARE AYAIL-ARLE AMD THE
FLAGSTAFRF 1S LUNCLIMBAAQLE,
HOW  wolLD Yy Do T 2

3 caEeT AM APPARATUS

mINUTES ArzER  aEt/«®
*SET” wiLL CHI»E Ftvm
SEPARATE ANO DiS iHCT
norms, rrz*ecv *uoers
A7 A RANGE Q zo yAnDS.
FTE TI4AT THE APPAAALS
fAUST @K SELF-PIPE RATING.

4 SEL T A SPOT ~t OPEN GAOUNR ABOUT H: YARBS

-FDKWn A WELL. @f20WN TREE AHIZ OK TH4T SPOT SET UD

' — . . <H ACHOQAGe O ANY
K1HD GUAILAH1EEO TO
RES ST THE CO?'tBttED
PULLING POWER QOF ALL
THRE MEMRERS OF THE

HEXT, USIhQ THE YEEE
AS A 1tOLb FAST, NOU?tT
AT 11 tPRO Vi REO TNCILE
BETIdEEI'4 THE TREE A#40
cue a cuocece, Axo

5& YOU HAVE FAJLEO
A BUDGE T @Y DDR-Eel

PULL, USE YOUR TACKLE YO UAUL THE A&CHO PACE
QUT QOF THE GROUND
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BLUEPRINT NO.I2

S UG UL A GADGET THAT WILL g PRODUCE FIRE WITH FLINT
AUTOMATICALLY SWITCH ON £ STEEL
THE ELECTRIC LidGMT WHEN 3
THE DOOR IS OPEHED AND  Odr Pk
OFF WHEM |IT 18 CLASED

FEmrke
OGN ik
M%f ez

ﬁz

P LEARN HOw TO MAKE ‘THE
ALPINE SUTTERFLY KHNOT

THE ELINT 15 SIMPLY A
PEBBLE , BROKEN WITH A
HAMMER TO GIVE A SHARP
EDGE . (LoOk QuT FOR FLY-
ING SHRAPNEL WHEN YOU
HIT 1T WITH THE HAMMER?)
THE 57EEL 12 AN LD FPurE.,
FOQ TINDER, MIX TEASED-=
QUT SISAL WITH ORDINARY
{"O0" GAVGE) WIRE wOOL.
HOLD THE AS SHOWH
£ STRIKE SHARPLY DOAWM-
WARDS WITH THE FLIMT.
YOU'LL BE SURPRISEODS

I.THE CHICKEN GAME 5 SO0OD FUM IN ITSELF AMD ALSO MAKES
AN EXCELLENT STUNT FOR THE CAMPFIRE

A" {THE CHICKER) KNEELS 1M FRONT
OF "B" wWHO KREPS HIS KMEES APART
£ ELASWS 1IN TO SIDES wWITH FOGE ARME

HOQIZOMTAL. O STAMNOS BEHMO I
"BY wWiTH HANDS AT EITHER SInE arF .
HIS #EAD,

THE CHlckEM MAKES SLLWKIMG
NOISES £ BoBS wyP £ DOWH
BETWEEM "R'S"™ KMEES, ol
- TRIES TO CATEH Him By
BRIMGING HANDS SHARPLY
TOLETHER | IF 8" MISSES,
T CATLLBES YIM (N THE
SAME FASHION ,
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A'CDAZY I11JVE NTION S &

A COMPETITION TO SEE WHO CAN PRODUCE
THE CRAZIEST LIST OF "INVENTIONS | SHOULD LIKE
TO SEE.... ARD AERE ARE SOME Ta SET THE BaLL ROLEING
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RUNS
A LONG  JumP,
JIMPS FARTHEST

AMD SO0 dmM,

AUSTRALIAN STICK GAME

THE FIRST MAN PLACES & SHORT BATOMS . IN LINE,
BUT ANY DISTANCE APART TO ST HIMSELF. HE THEN
DOWN, STEPPIMG BETWEEMN TUHE STICKS AMD TAKES
OTHER PLAYERS FOLLOW, THE MAN WHE
RCORING A PUNT., THE FIRST MAM
GUMPS LAST 1M AM EFFORT TO BEAT MIT EIAST EFFORT,
TiLt ALL PLANEAS HAVE HAD A oo

A YARDSTICK IS USEFUL FOR
MEASURING DISTANCE ALONG
AN IRQEGULAR COURSE, 17 1S
SAMPLY A Y-STICK, MEASURING
EXALTLY J0" ACROSS THE
PROMOE. TOAM IT AS YOU WALK

THROWING A LOELINE
MOLD THE <QiL
IMN LEFT HARDO
& WEIGHTED END
IN RIGHT S0 THAT
IT HMANGS AT
ARMS- LENGTH
JUST CLEAROF
THE GRAUND.
SwIMG Like

A PENDULAM
IM: LIME WITH
TARGET, ARM
£ LINE MusT -
MOVE AS OME "UNIT - DO NoT
ALLOW LINE TO KWK QP JN
BACKWARD SwWiMG. THRMW
WITH GOOD  FOLLO W -THRQUGH
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PATROL MEETING BLUEPRINT 15

THE PROBLEM : WORKING THROUGHOUT FROM THE BANK

ERECT A& BEACON IN THE MIDBLE OF
THE DUCK POMG, AND WHEN |T (5 SECURED N POSITION

[NOT UMTIL) LIGHT (T FROM THE ShORE. THE BEACON
MUST BE AT LEAST 1O FEET ABOVE THE LEVEL OF THE POND

phk
» 2

«/m@

éﬁ' Maifal Mﬂg @ﬁ

@l peps Matches ©*

HOTE THAT oMLY GEAR SHOWHMN N THE ELUEDmHT LAY
BE USEQ , FPLUS NATURMAL MATERIAL EQR WIMDLIMG

FO THE AL . F N BOwa 18 AVANLABLE , ROPE QUT A J8 A7 ovant
CHECLE Qi THE GQRAUND AND WORE FRAM TS B8 s s TER
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BATROLYREETWEYBEIERRINTIIS

oG UP A MORSE S1AMALL- * USE THIE CODE To SEND AND
NG ARM WITH COUNTER - RECKEIVE SEMARDHIRE o6

WEIGHT DEYICE, SO THAT MORESE MESSMAGES. NATE
IT CAN BE GRERATED BY TRAT ONLY LETYERS A To

REMOTE CONTRAQL E ARE USED,. AA IS5 F

 RAAEE ] ﬂ%
e IECK [T (M 1[N]
fBE]GIRISIT]

*Easl :'n.gh;r'

88 1§ L; DA iS5 1, AMD SO
OM, [READ "BASTiNGS" FIAST
FOLLOWED BY "MORTHIMNGS®
AS 1M QRID MAP REFEREMNCES)

TRY PUTTING A CLOVE-HITSH
ROUND A TREE, WORKIMNG
FROM A RADIUS OF J YARDS.

* THE FLYING PINEAPPLE : mGS 1 £ 2 £40w HOow T cart,
THE LINE OHF THE FIRET TWO FINGERSE OF YOUR LEFT HAND,
HOLD THE LINE BETWEEM YOUR FINGERS ANC LAY THE TURMS
ALONMGEIDE EACH OTHER WORKING BACK FROM THE FINGERTIRS,
MW LAY BACK AMOTHER SET OF TURMS ON TOP OF THE FiRST,
THEH WORK TOWARDS THE PALM WITH & THIZD “SET TRAMSFER
THE PINEAPRTLE TO VWUR THOMB AmD
WRAP ALONMALLY, TAKING JAQE THAT
EACH TURN CROSSTS ITS FORERUMNER,
DO NOT REMOYVE YOUR THUMS TikL THE
OPERATION 1S COMPLETE. TO TUROW @
THE PIMEAPPLE,, MOLD THE END
PROTRUDING FROM THE WOLE AMD
BOWL OVEQARM A5 1M CRICKET
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DATROL MEETING BLUERINT‘W

SCOoUT STAFF
COUNTERBPOISE
GATEWAY

THE ORLGINAL FEATURE OF THIE GATE 1R THAT
CLAOSES OPF QM

T
ITSELF LIKE A VENETIAN BLIND
A8 IT 1§ RAISED,

THEREBY GIVING MAXIMUM CLEAR-
GATEWRAY.

GEAR REQUIRED:
LR BATOMS,

AMCE 1M THRE

MIME  SCOLT STAVES, FIWE OICKETS
OME LOG, &iIX SCAEW EYES, SISAL.

Ted STAVES ARE SHEER-LASHED T MAKE THE GATE-POET,
AMD THREE TJ MAMGE THE TOP BAaR oF THE GATE, RATE
THAT STAVES SROURD BE G'vEM A QOO0 GVERLAP AnD
LASHED 1M TwWio PLACES, DRIYE ESMALL WEOQEY (WTD
THE LASHIMGE TO TIGHTEM,

THE ToP BAR 1S5 SQUARE-LASHED TO THE ROLLER -B3AR

). THE LIFT-ROPE IS SECURED AT @) THEM PASSES
THRAOUGH SCREW-ENES 1A (F} AMD (15 TIEQ-OFF AT (&)
AS THE CATE RIEES, THE TENSION ON THE ROBE INCREASES
AMD THE BARS ARE DRAWN TOGETHER.
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PATROL BLUEPRINT N°138
AMADAME GUILLAOTINE"! THIS (§ A SPORTING VARIATIOM
OF THE OLD "SLEEPING PIRATE" Gdame, THE PATROL 34T
AT THE FAaR EmD afF
THE UARTER DECK £
CREES OME RY OME 1M
AM ATTEMPT T3 PULL
THE TRIP-LINE £ SO
UPSET THE CONTEMTS
OF THE aiLLy OvER
THE HEAD OF THE
VIETIM  wWHO MEANWHILE
TRIES Ta PLK THEM
OFF WiTH A WATER-PITAL
- e -
HOLD A COMPETITIOM
TO SEE WHO Cart STAMD
LOMGEST OM OME LEG
WiTH EYES SUUT AMD
ARMS FOLDED

- - -

HANDSEAH COMPASS":
HERE 1S A MEW SORTOF
"SELF-MEASUREMENT"
WHICH WIiLL EHABLE
YOU TO USE YOURODWK
HAMDEPAN Ta TAKE
RELATIVE BEARIMNGS
OMN DISTANT QBJECTS., THE
IDEA 15 T FIND THE NUMAER
OF- DEGRERS CONTAINED (N S x=ln
vour £PAN (THUME Ta FIRST
FINGER] AT FuLl ARMS-LENGTH.
TO D& THIS, SIMPLY COUMT THE
HUMBER OF TIMES YOUR S5PpAM
Wiklh O RQUND THE ROOM [N
WHICH YaU ARE STAMDING, OR
RAVDND THE LANDSCAPE IF
YO ARE WORKIMG OUT OF
oaaes. MVIDE 300° pY THES
NUMBER £ woU WILL B8 LEFT
WITH THE ANGLE SUBTEMDED
By YIUR HANDSPAN: Ed.
360° MYIDED BY 20 AANDIEPANS

= 8"
L . o T, il e o, T . T R B e L T N
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"THE OWLS REQUEST THE PLEASURE..."”

GUEST NIGHT 1IN THE DEN — PATROL MEETING BLUEPRINT 19

o Jhe PL.: The wtea in Hrs ane 1y Gal aaxck Sl v
e Palrol pensonally invies a (o lo bhe Nacling ance
ezl et g goaas mamme Lo grie e lecbs an
appalizer for Seocelig ~ ples; gf oerse, @ ﬁaﬂ* 4

[— START WITH A GAME -

WITH A Comic TROPHY OF SOME S0RT FOR THE CUl-scouT
TEAM Wi SLOOF MOET DRECT HITSE THROYAH THE GUOLT

EACR SC0UT KHELPS HI8 SuS SCOUTSE TEACH Suls THE
GUERT TO MAKE A "mULk - HEGway MaAn'S  HToH
ROARER" - SiMPLY A LATH

OF wWOOD LIKE A iZ2" RULER

WITH A STRING ATTACHED

T AME EMD, WHEM THIS

COMNTRARTIOM 15 WHIRLED '
ROLNMD THE HEADR 1T QIVES
OFF A SCUND LIKE TRE

WHIRING OF THE wWIND IM .
THE TELEPHGMNE WIRES, THEM BROLG A RELAY &g

THE PaTROL SECOMD DEMONITRATES) FINALLY, A FIRE 8 LIT AMD
PLASTERCASTING, THEN EADN CUB EhACH CAMEB ROASTS HIT OwM
MAKES A CAST OF MV OWH AALEAGE OM A STICK, WHILE
BUTFTOMHOLE @ADLE . CoCOM 18 BREWED Sy THE BL,.
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. .y e

= T4 -
-‘.'."..p"'I T RO, T . L
) hou x;
ATt S PR

A A
A
..ff...vvd?d?“l“. G

L Ris

o u-ﬁﬁﬁ s

B g’

0 e
e A e, B N

DT ThES OF
TACH BOY

ETING, WilCH Wikl
-room.

FOR & FRARTRCOMING

YOU SHOULD STDCK UP WITH

nNT  COLOURS.,

M AGDITION

are X eowne us elccre«c

de

e*oui ¢

M PREPARATION FOR THIS PARTROL ME
COMSIST OF A DRESS REWMEARIAL

CAMPFIRE STtiH
POP OaF DIFFE

(92}
o
mm, E oy
u AT,
SEIAL N
Q_.”.__IAE
2 OEY
O g Zmau
~REPES
-] ru M
ou a
Spl 9N
Tmuw pa
RMAZMV,_T
SRR g g
L3N
bwSEFSZ
OQKaTU
OEg MMW
08 %t 4
ey
m ._ﬁ_%ﬁ
Gs 8
< — Q
Ve ol
zf£n oGk
St
Xew @0
ASH il u
FZT R
x
= L
54 mﬁwa
Sdd gq0
BRI
HMA SA&E
5% % Mg
Em OWJOE
Lgag« &

* QESM MW< UATE YO

BUT T°°

BE VERY CAREFULLY RECLL*Tzo.

00gTu®s
MPoRTAMT

WEGESBARC,
I'r =

1*
BT

WiTH wWATER;
THAT THE YARWQUET COLOURS SKHOULD BE RETAMMNED

NeJ**e

WER
CAM BE TOPPEDR WD

SCALE,

ARRANLE VYOURSELVES (M ORDER UL TUE

NEXT,

CHOQSE AMY SIMPLE AR WHICH FALLS WITHIM THE EiGHT-
NOTE RaANGE OF YOUR BPOP BOTTLE GRSAM* AMD QEUEARSE

TILL. You ARE HNATE-PERFECT.

YoU LINE L

WHEN Yau PERFORM AT THE CAMPFRIAE

POINTING UPwWAROS,

BLOWS A MOTE
THE BOTTLES — ANMD THE FACES ABQVE

THE READY BELOW THE BOTTLE

AMBER AS
IT CANMOT FAIL

-

HE SWITCHES

v THER Y, YELLOW,

A SMASH T !

GREEMN
BUT T A7LL HEED CARQERJUL REHEMNRSAL

EVERY TIME & Scaut
AN HE ToRdh
THEM - GLOW QED,
THE TUNE 1S DPLAYED.
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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”.

é:Ré)SS-BEARING: Clue One —T (tea): Clue Two — Q (queue): Clue Three —J (jay): Clue Four
- ee).
M(lssir?g 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 Ju%gle 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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