


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 1s essentially team-work.
Two kindred spirits working together can usually carry the Patrol with them. It 1s 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 1dea 1s 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 1s 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 1s 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 yoursel?.] Your Scouts won’t%ae 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 1deas, the gear, and the opportunity, and then to organise the activity, whatever 1t might
be, so that every Scout in the Patrol 1s fully committed. A busy Patrol is a happy Patrol.

“Fine,” I hear you mutter, “we’ve heard all this before, but the fact 1s 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 1t” 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 1t 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 1s aﬁout 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 glifﬁculties 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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R el A B dagmidy & Ve =EAE § few 0 S o G dpre ¥ - —

. PATROL MEETING BLUEPRINT N°1

"TO THE RL.: ORGANISE YOUR MANPOWER SO THAT ALL
* THESE PROJECTS ARQE COMPLETED 1IN 45 MINUTES.

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

TWO MATCHES, TWIGS, AND A SHEET OF NEWSPAPER. THUE
TASK 15 TO SPREAD THE NEWSPAPER ON THE FLOOR £ BOIL
WATER IN TUE SHELL WTHOUT BURNING THE PAPER.

THE ANGEL RISE: one

PLAYER 31TS iIN THE XKNEES
BEND POSITION, AND HIS

PARTNER GRASDS KRANDS
AND STANDS ON HIS KNEFES.
BY THAROWING THEIR WEIGHT

FORWARD BAOTH PLAYERS
TRY TO MAINTAIN BALANCE.

CODE, MESSAGE:

GUVF YF GUR IVAARE | CROSS-BEARINGS' taenor

THESE CLUES WiLlL GIVE “ou A
i LETTER . JQIN THE FIRST
) CLUE-LETTER TO THE
SECOND, AND THE THIRD
TO TiE FOURTH & ~OU
Will HAVE A CROSS-
B BEARING QM A CERTAIN
\ FEATURE OF GILWELL

CLUE ONE 3 THIS LETTER J
MAY BE TAKEN NEAT OR
WITH A PAIR OF VOWELS.

¢ CLUE TWO: A LNE O.F
! PATIENT PEGPLE.
I

CAMPING CLHUE THREE: A BIRD,

FIELDS

CLUE FOUR : IF THIS
OME ATTACKE YO0U, THE
ANTIDOTE (S AMMOINIA.

FROOTNOTE : TWO ESSENTIALS
BRE MISSIMNG FROM THIS
SKETSH-MAR, WHAT
ARE THEY ? .
*
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- .
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A B ey, . S W
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DATROL. MEETING BLUEPIZINT Nez

(6@ MINUTES FOR THIS ONE)
—START WITH A GAME -*BLIND SPIDER! \!.'\ \@U

FOR EACH MAM A ROPE MADE FAST QVERHNEAD ONE MAN
BLINDFOLDED TRIES TO TAG OTHEAS, WHR BROS GUT WHEN
TAGGED, AR WHEN THEY LEAVE GO OF THEHKY RAPE, EACH
MAN IS ALLOWED ONE MINUTE AS “SPIDER"

'LINES ACROSS"; TWO BASE-LINES ADE LAID QUT 1§ FEET
APART, SCOUTS WORK IN PAIRS T SEE
WHICH PAIR CAM PRODUCE A LINE QF NATURAL MATERIALS
(GRASS, REEDRS, hONEVSUCKLE ETC.) WHICH CAN BE STRETCHED
BETWEEN BASE-LINES CLEAR OF 7HE GRXWD WITHOUT BEEAKING,

"PENDULUMS: COUTS COMPETE IN PAIRS TG RiG UP

PENOULAMSE THAT Wikl SWING THROUGH
AN AL OF AT LEAST SIX FEET FOR LONGEST PERIOD.

TRO ITY: ALL HANDS SET To WaRK TO

pA L ACTW ERECT HIGHEST POSSIALE FLAG-
STAFE WITH SCOUT STAVES. WHEN FLAGSTAFF IS FIXED
N POSITION AN IMPROVISEDR FlI—AG. SRo0LD BAE AROKEM

REHEARSATL :  TRY THIS oLn CAMPFIRE \reu.:
“BE PREPARED' BE PREPARED' sHouUT, SHOUT, SHOUT!
TENDERFOOT, SECOND CLASS, FIRST CLASS scouT!
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DATROL, MEETING BLUFPRINT  No3

SCIENCE SECTION: S3-MAN CHARIOT
1. MAKE. A CONVECTOR STOVE Z ¥
BY PLACING A CANDLE UNDER ‘D¢ GREAT FuN
AN INVERTED PLANTROT. N -y TS
TAKE TEMPERATURE REAOIMGS | ’}\ ‘
& MAKE A QRAPH TO SHOW RISE. 4=

2,. CARNE A CANDLE, FEOM A
TURNIP, INSERT A SMALL
PIECE OF ALMOND IN PLALE
OF THE WK, LIGHT IT
{YOU WILL FIND THAT 1T
WiILL BURN QUITE weErL)
AND EAT IT! Easy il

F, TRY FQLOING A SHEET OF
PABER IM HALF NINE TIMES

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

; /{{;‘a A
A

O
IR
v

MURDER MYSTERY, The munrdened Scouler is found like
s, The ke of the CQH Boom =il is the ondy ey i existonce
-8 found jin the pockel of Kis jackal. The window is Fxzcrely
Shullered orn e insicle. Above Mo door - whieh s locked—
is a fanlight opering inwands for six ihcher onty. The gen
is on mﬁffaaﬂ. On the lobdle is the Sooculerns bulfon - fole
bactge, The muenderen Had only ten mirnles in whizh Lo
commilt e erime.  How did he oo it? The door 13 nol
d‘e.ff- locking.
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o
aligned with vertical fines an
sides of lea-chest.

Fmsf Slgi‘llr
Boink 'A"ng

CARRYING OUT A PLANE ~TABLE SURVEY

YOU Wikh REGQUIRE — A TEA-CHEST COR AOX, A DRAWING
BOARD, PAPER, TWO ORDINARY PINS, PENCIL £ RULER.

TO CARRY QUT THE SURVEY, YOU MUST FIRST ESTIMATE
MAIN DIMENSIONS OF FIELD & FIX SCALE TO SUIT DPRAWING
FAPER (E.G. \F FIELD 15 100 YDS. SQUARE £ PAPER 22'SQ.-
THE MAXIiMUM SCALE WOULD BE 5 YD3: | — LEAVING RQOOM
FOR A ONE-INCH MARGIN ALL ROUND)

NEXT, DECIDE ON FOSITION OF TwO SIGHTING POINTS NEAR
CENTRE OF AREA & WITH SOOUT STAFF MEASURE ACCURATELY
DISTANCE BETWEEN. MARK POINT"A’ OM PAPER WITH PIN,
SET UP YOUR PLANE-TABLE AT POINT"A" £ TAKE A SIGHT WITH
SECOND DIN ON POINT YBY wITH RULER DRAW LINE FROM ST (3N
TUROLEH 2" PIN £ MALRKE OFF DATUM LINE TO SCALE THLUSE FRX NG
ACTUAL POSITION OF POINT "B" ON THE DRAWING PAPER.

NOW, WITHOUT MOVING DRAWING BOARD, TAKE SIGHTS ON
OTHER FEATURES (TENTS, TREES, GATE ETC) MOVING SECANG
DIN ‘TO GIVE YOU AN ACCURATE. READING, AND NOT(NG DOWN
NAMES OF FEATURES. WITH RU.ER RRAW LINES FROM
PoiNT AT TRROUGH THE PIM-PRICKS .

WHEN ALL FEATURES MAVE BEEN PLOTTED FRCKM POINT A
MOVE PLANE-TABLE TO POINT*RY £» TAKE SIGHTS FROM THERE
TTRRTING BY TANING SIGHT ALONG DATUM LiNE TO POINT R
WHERE TRHE SIGHTING WUNES CROSS IS THE PASITION OF EACH FEATURE
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YOUR FIELD-SKETCH Wikl
LOOK SOMETHING LIKE THIS:

pPine lnees, [/
~_Gale

APPLETRER
CAMP

LATER YoU LOOLD ZLABQORATE YOUR LGRAWING AND RUB OUT
THE PENCIL LINEZ AND ROUGHKH NOTES, OR, BETTER STILL,
TRANSFER THE BN PRICKS TAQ A CLEAN SHEET OF DRAWING
PAPER AMD MAKE A FINISHED DRAWING IN GREATER BETALL.

A PLANE-TABLE SURVEY PLAN OF THE SUMMER CAMPSITE,
FRAMED 1M NATUBAL woaD GRAWH OM THE SPOT, WOULD MAKE
A NOVEL WALL-DECORATION FOR THE PATROL CORMER oR
DEMN, AND SHOULD BE GOCO FOR A LAT OF RAINTS iN ANY
PATRCL COMPETITION.

NOTE THAT IN CARRVING OUT THIS PLANE-TABLE

SURVEY YOU HAVE APPLIED THE PRINCIPLE OF

TRIANGQULATION, WHICH IS THE BASIS OF ALl
MAPMAKING AND CARTOGRAPHY.
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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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DESERT ISI...Z-'LND PROJECT

AV ANAVA

MARK OUT AN IMAGINARY ISLAND AROUT
4 YARDS [N DIAMETER, AND *"MAROQN"
YOUR PATROL ON IT FOR 30 MINUTES
WITH ANY GEAR YOU CONSIDER NECESSARY
TO COMPLETE TUE PROUEC,T ONCE
YOU ARE “MARCONED" NOBODY May QUIT
THE ISLAND TiILL ALl THE JOBS ARE DONE

@
Zuitd & small fine :azfm 2

.&.‘: Z
otk m 85 inla oae Aald
A@;{ aztdq;or& polalae Logeliom

d'kaaazﬁa;f Lag. m,&zo»ms

@ Tny sending the saa:nmwm&agw(ﬁwmw)

B Builct Miis spripp . loaaset
Line- thrower &
Aol -Aaleran

Fk»mg - &z -"_\
_ Cremv-dan

Fourr Staves are sheer-lashedt
Lo make he Liring -Bar which
/5 gpaare.loshed (o e Cross-

Ban, This is mowunlez felween OPEN THE LAY

The coeoa-lin “beanings! An OF THE ROPE
olx  biegrele mnﬂ—gxgﬁc proviren | BT AT AND SLIP
Jhe sppip - mechanism

END *BY THAROUGH TO MAKE
THE EYE "¢". O8N LAY
AT A" AND SLIP END YA
THEREQOUAH

Rl
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Patrol Gear Check List

FOR EACH SE{;SSE}%" > )  iar
One &nolli - ¢ [ cine. whppe i o
' Cafauﬁf}l%: cxigr c%mba ati épﬁgn Cornctage.
One Jaxet SCafy (manr xR ownens siin.
One fength. Biinctcond = Q. (whiaped) for wre as
lashings wnX Soult Slaves .

IN THE PATQﬁL CHE?T”.ESOXE S W .
One Heayis ine - o, 1O

Two Ame? rees 7

O Boairn Dividens {or W.f_ms‘).

One Lulerm or Stpaiphi-Lage.

One /2/E Tape Measure.

Onz - 1% Q.8 Map of Dislmcl. One Streel Plan

One Praclce Finst Avat Kil, clearly marked FOR
PRACTICE ONLY ", {(Incluae sciSsors, spelk luwerers,
SOIRLS, rolfer Banxopes, dressings, soao et}

Twa sels Signalling Fags. one "Hana Axe.

One Canborunaum Stone. Bolle of doilec Linsecex Ol

Ocaa lfengths sisal, cora. string, ledgpping Luine ek,

Two Tertr s Gals. Tiva Lope Grommels or @uorls.

Chalk, cragons, pencds,  candy, envcloper ok,
Neew/es oltan ., (o dnarﬁ:‘& Malcshiesr

Plasien of Pars. Emply oo bing.  Jam Jars

¥} BOOKS & RECORDS Ty THE WALL OF THE DEN
Dalrol Attenange SE TS TR NMaddoe foars.
& Sub Book. =

ﬁ Reconx Chant

Palrot Accownt Bk || FESH P EL ghonours List”

Palrof .(o;% Jook. ARG miiic Seoul Charls

Seowds ~ . = o nelety

"PL's A;::gndda;‘gﬁf ' t&ﬂaﬁ' 4{:‘:‘%}}.
Secnel s Book of Rules.

Porérails of H-M the Queen,
Book's firam (ke Pairol Series 8P & the Chief Scoul.
Cricra/l's Terndern/ool, Secand

¢ Repfigas ?‘ Gunly Bacge

& Linst Class Books. & Palrol Jipr,
Proficiency Badge Boaks 'Eaté%: Boara® forr wp-
SCowl S Praver  Sook. Lo-

: 2 irnuile mt&‘mg&“
Scowl s .s‘ang ook .

from “The Scoedl” ele

CRECK ALL GEAR FREQUENTLY!
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PATROL BLUEPRINT N°7

@ WITH SCOUT STAFF & KNOTTING
QOFE aNLy, INVENT A COUNTER-
SOISE BACKREST, THE STIRRUP
ROPE SHOULO BE ADJIUATABLE

@ WoaKING THRAUVGHOUT FROM
GROUND LEVEL, TRY PUTTINA
A HIGHWAYMAN'S RITCH OM TO
A BRANCH OR BEAM WELL
OUT OF REACH ABWE YOUR
HEAD. 1T CANM BE DOMNE.

® 1N THE LOG~BOOK ‘
TABULATE THE iy s e
PERSONAL MEASURE- 772 W i P AN
MEMTS OF EVERY 7
MAM IN THE PATRAQL..
CHECK |M THREE
MONTHS' TIME.

@ THIS MORSE PRACTISE "LAMPY IS MADE wITH FAIRLY
STIF® CARTRIDGE PAPER WITH A STRIP OF LIGHT GAURE
TiM INSERTED TQO ACT AS

A SPRING. SOULARE OFF

2
THE DIAGRAM OGN A DRAWING E;;f Jﬁ,@,
BoARD £ DRAW iIN THE .&a.fa’.:?mﬂue
CIRCLE £ "BARS" ON PANEL pa{}u ?/h
3 ONLY. WITH A SHARP

fron A sixdeeze
KNIFE CUT OUT ALTERNATE
STRIPS (SHEWN WHITE) THEN
FOLD BACK ALL PAKELS (N

+

PR —— 1

A strip of LisAL N)
oo, eﬁz’ é!.‘f ¢
tnremled dehind

Vs panel Lo

ack as Sprmng

L Rl e e

ORDER AS NUMIEREG & USE THE TOO MANEL (3) ™

MADK OUT PANELR 2 BEFORE APPLYING BLACK INOIAN
INK . SEAL ALL EXCEPT NORTHR £ SOUTH EDGES QF 3
WITH CELEPRAMNE OR QUMSTRIP

e e i i o e 2 o e T Vvt T i g o
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[{BLUEPRINT N38 |
- A MANTELDIECE TOTEMS ?@;%

D\ Aezrpe polaloe, asicel

white candboardt, o melal

lenl pep & some gamﬁ%;‘l
e

Hayve walen colours & bmeshes

bandy. are
%rh&ar?ibmﬁﬁibxx
lanl o ”
oloms ﬁl;?imﬁﬂﬁ,’ga&m
Lo recume e card o ithe

g

i T g
Do w '
His Mncfmayw cocoa
and biscuils stowld be
Jemed & @ m&mg ‘
e Palrol in - Duneif
conpened Lo seuss —
wetl, angifing pou like,
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JBout with [OfF line (weighted) is lethenent by ankie bo stake
on Shoré mope, Jinllered moundt Aim wikin mactius of /2/2.
anre o rmber of artic/er. Plagens men i anat colfest

em one al a time wilkowul being semuek by He Jackslag.

DIVIOE PATROL INTD
Tw TEAMS, GIVE
TEAMS B METAL
TENT PESGS E 24FT
OF 91SAL EACH &
TELL THEM 7o PES
OUT TUHE GREAT
BEAR £ MARTH
STAR, PAVIMG DUE
ATTEMTION TD THE
CORRELST PAOPOR~ ]
TIONS OB THE
COMNSTELLATION

S A

INGH OF ™iE sisaLl | o #hje Loaands

TEN MIN. COMB| | LEARN THE 4STRAND SAILMAKERS WHIPDING

£ using EvERy | | #71A8 fois bim. mabe Ecarry ence Auy Lo
<lip bops oper sinancr & Lié sk regy!
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L =y T e | PANORAMIC
2 ) Wy Il =2 SKETCHING
S TR ./,/ gt e A W DE GAMES | v, 77

Hazer v 7 ’
774 camp SITES i tdP0L] FOLLOW STREAM

VISIT

HISTORIC BUIWLOINGS

[y szmisa ol TR (TS 8O

w 405 Ll Blom Jaapgigier —v o
wﬂ&a\ EXPLORE POSSIONE - .
Ll

TR } R e L

] SMELTERJT

e

WILD A
oo

B i G 2 MONKEY
YAE G o : ; o= | MONKE .
e A . Al
3 %ﬂrﬂz/ TN DS TANCE [

N inreaview R

oy
o

AR L e | G

1 aly

iy,

)
)
y

e,

)
"

SPEND A NIGHT IN
A_QUTCH D?.ﬂ-...—

a FEa
AN

JLINE-THRO
S o

RN

e

gl

LCOAKING

NTURING IN THE CO

ADVE

g
(Taez suavey]

— Ay
= o :ﬂn....-n. - . 3
s [T SwARMING | o Lﬁ
% DRRINGCYRY 5% | TR 4 G2

EUr

UNTRY

£ LOOK FOR "MASONS MARKS"

BUILD A
BRUSHWOOD
SHELTER.

IND (AN
SMOKE
SiGNALS

. h,,

-SIDE
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PATROL MEETING BLUEPRINT 3°10

AT Thaow wifk ?‘_‘ AOLERE
”, QP S a
O prisl q;b %}fag-&%kg o
Mﬂmﬁng anm,
arffik e

PANORIAMIC hid lmi‘ THE fréz'{:uingﬂimz. cuT a
" . & T OF STaUT
SKETCHING CARDTARS E 10

£ SQUARE IT AFF INTA QONE
INCH SQUARES WITH BLACK
TUREAD., ATTACK THE
FRAME Ta A SMALL PLY-
Woan ORAWING B0ARD

WiITH HINGES OF ELEC-
TACIAN'S TAPE £ FROM

THE BOTTOM OF THE

FEAME SUSPEMD A

OO QOF STRIMG, VIR
DRAWINMG PAPER SHOULD

BE SQUARED OFFE TO
CORRESPAOND wITH THE
FRoamE, 10 U5 THE. FRAME,
HOLD iT AS SHEWN WITH THE
STRING KEPT TAUT WHILE You
SIGUT PROMINENT FEATURE S
OM THE LAMDECARPE £ pLOaT
THEM OM THE PAPER BEFCAE
BEQINMNING To Damy (M DETAWLE.
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MAKING A PANORAMA b BEGIN wiTh Sky-
R Lo \‘ R LINE. PLOT KEY
POINTS & SKETCH

IN QUTLINE

NEXT, REPEAT

WITH MICDLE

i DISTANCE AMD

B THEM FQREGROUND

f TQ GIVE SKELETON

_RFRAMEWORK FO®R
B DRAWING

OF FARMS, TOWMS
AND QTHER  MAN- | ——F—

MADE FEATURES & |t
SKETCH IN LIGUTLY, Z ﬁ

OMITTIMNG DETAIL

PIN-POINT POSITION —
—___

SKETCH DISTINCT-
IVE FEATURES, £4.
CHURQCH, POWER
STATION , TREES IN
FOAREGQROUND ETC
AND ADD MAMES
A% Sl-lﬂ‘w‘g-{.
INDICATE VIEW -~
POINT, DATE TIME
AMND WEANTHER
CONDITICNS, AnD
SIAMN IN GOTTaM
RAGHT RAND CORN-
ER WITH PATROL

FOWER STATONM
BIRDAAMPTLH-
BUSy Road

THAZE ARCHES

i THE weacon

TAY wann
LWVER OGN

AN

I N D B, S i L L o, Tl Tha e T e

. il
A=y =4 T
PANCRAMA GM GORE'S Kitls ‘¥ B SIGMATURE

L A AL A S A A g o T TR it
T o
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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 Palral with yourr Secondl and rurn
Mis Mecling on a comperitice basis

4 IMPROVISE A FRAME THAT
WiLL TAKE A 28 POUND
LOAD. WiTH REASONABLE
COMFORT.

2 (N ORDER TGO LOWER A &0
FOOT FLAGSTAFE 1T WLy,
BE MNECESSARY TO ATTALH
A HEAVY ROPE TQ 1T AT
A NMEIGHT OF 40 FEET .
MO LADDERS OR SPARS
ARE AYAILABLE AMD TUHE
FLAGSTAFRF 1S OUNCLIMBAJLE,
HOW wWOULD YU DO T ?

3 ERECT AN APPARATUS
WHICH, FIVE TO TEN
MINUTES AFTER BENG
"SETY WiILL CHIME FIVE
SEPARATE AND DISTINCT
NOTES, CLEARLY AUDIBLE
AT A RANGE OF 20 YARDS.
NOTE THAT THE APPARATUS
MUST BE SELF-OPERATING.

4 SELECT A SPOT IN OPEM GROUND ABOUT 4 YARDS
FROM A WELL-GQROWM TREE , AND ON THAT SPOT SET UP
O AN ANCHORAGE OF ANY
R KIND GUARANTEED TO
RESIST THE COMBINED
PULLING POWER OF ALL
THE MEMBERS OF THE
PATROL.

NEXT, USING THE TREE
AS A HOLDFAST, MOUNT
AN IMBPROVISED TACKLE
BETWEEN THE TREE AND
PPN S A A5 YOUR ANCHORAGE, AND
€ Aot 4 onad— AFTER YaU HAVE FAILED
10 BUNCE {T BY DIRECT

PULL, USE YOUR TACKLE TO HAUL THE AMCHORACE
GUT OF THE GROUNMD
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BLUEPRINT NO.I2

S RG UP A GADGET THAT WILL @ PRODUCE FIRE WITH FLINT
AUTOMATICALLY SWITCH ON £ STEEL
THE ELECTRIC LiGMT WHEN

THE DOOR IS OPENED AND Q& fle > Sémike.
OFF WHEN |IT 18 CLOSED MR
Ll SAarw
@ LEARN HOW TO MAKE THE L
ALPINE SBUOTTERFLY KNOT
Japm'é!
T il
finger
Tonater -

THE ELINT 13 SIMPLY A
PEBBLE, BROKEN WITH A
HAMMER TG GIVE A SHARP
EDGE . (LoOk QUT FOR FLY-
ING SHRAPNEL WHESN YOU
T 1Y WITH THE HAMMER!)
THE 27TEEL 1S AN OLD FiLE,
FORQ TINDER, MIX TEASED-
OUT SISAL WITH ORDINARY
{"00" GAUGE) wirRE WOOL.
HOLD THE AS SHOWN
E STRIKE SHARPLY DOH~NM-
WARDS WITH THE FLINT.
YOU'LL BE SURPRISEODS

[.THE CHICKEN GAME 5 GOOD FUM IN ITSELF AND ALSO MAKES
AN EXCELLENT STUNT FOR THE CAMPFIRE c

A" (THE CHICKEM) KNEELS IN FRONT
OF "B" WHO KREPS HIS KNEES APART 8
£ ELBOWS 1IN TO SIDES WITH FOGE ARMEG

HORIZOMTAL. "CY STAMNOS BEHINO
"B" WITH HANDS AT EITHER SIBE aF R
HIS HEAD,

THE CHICKEM MAKES SLUWCKIMG
NOISES £ AcBS uyP £ DOWH
BETWEEM *gR'S™ KMEES, “ar"
- TRIES TO CATCH HiWm By
BRINGIMNG HANDS SHARPLY
TOLETHER | IF 8" MISSES,
T CATCHES HiIM (N THE
SAME FASHION ,
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WCRAZY INVENTIONS %

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

Clrmidy, &
G fogls g6

lir- sraxlbing on piErlioanl
[ o I

efescopic fn{ﬂhﬁ
pan ,rﬂn aww/o'
mwt’mg n

nolemends siec Rern

DATROL MEETING BLUEPRINT Ne13
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Palrol Meeling Eﬁzepﬁ]}z& N

AUSTRALIAN STICK GAME

THE FIRST MAN PLACES & SKORT BATOMS . IN LINE,
BUT ANY DISTANCE APART TA SUIT MIMSELF. HE THEN
RUNS DOWN, STEPPIRG BETWEEN THE STICKS AMO TAKES
A LONG JUMP, OTHER PLAYERS FOLLOW, THE MAN WHO
UUMPS, FARTHEST SCORING A POINT, THE FIRST MAM
GUMPS LAST IN AM EFFORT TO BEAT Mz FIARST EFFOAQT,
AND SO dM, TiLL ALL PLAYEAS HAVE HAD A& Co

THRAW NG A LOBLINE
MOLD THE <OIL
1IN LEFT HANKO
& WEIGHTED END
IN RIGHT SO THAT
IT HANGS AT
ARMS-LENGTH
JdUST CLEAR OF
T™™E CRAUND.
SWING LIKE

A PENDULAM
IM LIME WITH
A YARDSTICK IS USEFUL FOR TARGET, ARM 7 | A5,
MEASURING DISTAMCE ALONG £ LINE MUST, -
AN IRREGOLAR COURSE, 17 1S MOVE AS ONE 'UNIT - DO NOT
SMPLY A Y-STICK, MEASURING ALLOW LINE TO KICK OP JN
EXALTLY 30" ACROSS THE BACKWARD SWING. THROW
PROMLGE ., TURM T AX You waLK WITH QOO0 FOLLAOW -TUROUGH
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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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PATROMMECTANCIBLIE PRNTIIE

25 UP A MORSE S1ANALL- * USE THIS CODE TO SEND AHD
ING ARM WITH COUNTER - RECEIVE SEMAPHORE O

WEIGHT DEVICE, SO THAT MORSE MESSAGES. NaTE
IT CAN BE CPERATED BY TRAT QNLY LETTERS A 1o

REMOTE CONTRQL. £ ARE USED. AA IS F;

 BE1E H%_:J)f:_l"
LT[N]

3 ¢ (ER MR R
EBEX oIV IWIXI[Y
R Z ] o] (70| [5xs8) [y
] A (8B [c o]

"East :'ug.j‘ "

88 (§ L; DA iS5 1, AnD SO
ON, [READ "EBASTINGS" FQAST
FOLLOWED BY "NMORTHINGS®
AS M GQRID MAP REFEREMNES)

“Norihi)

TRY PUTTING A CLOVE-HITSH
ROUND A TREE, WORKING
FROM A RADIUS OF 3 YARDS

"-“l. i - N

*’ THE FLYIMG PINEAPPLE : mGS 1 £ 2 £H0W MOW TD <att,
THE LINE OR THE CIRST TWO FINGERS AF YOUR LEFT MamD,
HOLD THE LINE BETWEEM YOUQ FINGERS AND LAY THE TURNS
ALOMGSIDE EACH OTHER WORKING BACK FROM THE FINGERTIRS.
NOW LAY BALK AMOTHER SET OF TURMS OMN TOP OF THE FIEST,
THEN WORK TOWARDIS THE PALM WITH & TRIRD "SET. TRAMSFER
THE AINEAPRALE TO VWOUR THOME AMD
WRAP CHAQOMALLY, TAKING CAQE THAT
EACH TURN CROSSTS ITS FORE RUMNER,
DO NOT REMAOYVE YOUR THUME TILL THE
OPERATION IS COMPLETE. TO THUROW @
THE PIMEAPPLE, MOLD THE END
PROTRUDING FROM THE HOLE AND
BOWL OVEQARM AS 1M CRICKET
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DATROL MEETING BLUERINTT?

SCOLT STAFF
COUNTERPOISE
GATEWAY

THE ORWGINAL FEATURE OF THIE GATE 3 THAT IiT
CLOGES OP aOM ITSELF LIKE A VENETIAN BLIND
AS IT 1§ RAISED, THEREBY GIVING MAXIMUM CLEAQ-
ANCE 1M TRE GATEWAY.

GEAR REQUIRED:! MIME SCOLT STAVES, FIWWE PICKETS
FOUR  BATONS,

OME LOG, X SCAEwW EYES, Sisal.

TwD STAVES ARE SHEER-LASHED TJ MAKE THE GATE-PAOST,
AND THREE TO MAKE THE TOP BAR OF THE GATE,

NaTE
THAT STAVES SHOUKD BE G'VEM A QOO0 VERLAP  AND
LASHED 1M TwWOo PLACES,

DRIVE SMALL WEOGES INTQ
THE LASHINGS TO TIGHTEM,

THE ToP BAR 15 SQUARE-LASHED TO THE ROLLER -BAR
®). TAE LIFT-ROPE IS SECUREQ AT @) THEM PASSES
THRAUGH SCREW-ENES Te (£) AND (S TIEQ-OFF AT

AS THE CATE RULES, THE TENSION ON THE ROPE INCREASES
AND THE BARS ARE DRAWN TOGETHER.
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PATROL BLUEPRINT N°18
YMADAME GUILLOTINE"! THIS 1§ A SPORTIMG VARIATIOM
OF THE OLD "SLEEPING PIRATE" daMeE, THE PATROL SiT
AT THE FAR EMD OF
THE QUARTERDECK £
CREEFS OME RY OME N
AM ATTEMPT TO PULL
THE TRIP-LINE £ SO
UPSET THE CONTEMTS
OF. THE aiLLY OVER
THE HEAQ OF THE
VICTIM  wWho MEAMWHILE
TRIES Ta PICK THEM
OFE wWiTH A WATER-PISTAL
- N . o
HOLD A COMPETLTIOM
TO SEE WHO CAN STAND
LONGEST ON OME LEG
wWiTH EXYES $UUT AMD
ARMS FOLDED

-~ - i

THANDSPAN COMPASS"!
HERE 1S A MEW SORTOF
"SELE-MEASUREMENT"
WHICH Wil §MABLE
YOU TO USE YOUROWK
HAMDSPAN Ta TAKE
RELATIVE BEARINGS
OM DISTANT OBJELTS. THE
I1IDEA 1§ TO FIND THE NUMBER
QF- DEGRERS CINTAINMED M .
vouRr S$PAN (THUMS T FIRST
FINGER] AT FULL ARMS-LENGTH.
TO DS THIS, SIMPLY COUNT THE
HUMBER OF TIMES YOUR SPAMN
WILL GO RQUND THE ROOM [N
WHICH YOU ARE STAMDING, OR
ROUND THE LANDSCAPE IF
YOU ARE WORKINMG QLT OF
nagas. PwIoE 360° pYy THIS
NUMBER £ You WILL 6f LEFT
WITH THE ANGLE SUBTEMDED
BY YIUR HANDSPAN: EG.
360° PMVIDED BY 20 4ANDEPAMS

= 48*
T W R T W T S L el W R S W T L L MR R e
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"THE OWLS REQUEST THE PLEASURE..."

GUEST NIGHT IN THE DEN — PATROL MEETING BLUEPRINT 19

o The PL: The wtea in Hus are rs Gal axck ool m
e Palrol pensonally inpiles a (b lo Fe Naeling ance
Kl e @ goac/ mamme Lo grie e lecls an
appelizer for Seoulng ~ plus, } curse, @ flex!

[— START WITH A GAME -

WITH A Comic TROPHY OF SQME S0RT FOR THE CUl-SCouT
TEAM WHO SCORE MOST DIRECT HITS THROYAH THE GOOWT

EACR IcouT MELPS M8 CuBs SCOWTS TEACH Gu@RS THE
GUEET TO MAKE A "myuil - BiGHwaxyMAN'S  HiToM
ROARER" ~-- SiMPLY A LATH

OF WOOD LIKE A 2" RULER

WITH A STRING ATTACHEDR

TO OME END, WHEM THIS

CONTRAPTIOM |5 WHIRLED

ROUND THE HMEADR IT AIVES

OFF A SCUND LIKE TRE

WHIRING OF THE WINMD IN .
THE TEREPHONE WIRES, THEM BOLO A RELAY RACE

THE PATROL SECOMD DEMONSTRATES] | FINALLY, A FIRE 1S LIT AnD
PLASTERCASTING, THEN EACH CUB FACH CUB ROASTS HI1E OwM
MAKES A CAST OF W3 OWM JALSALGE OM A STICK WHILE
BUTTONHOLE BADGE . COCOA (2 BREWED &y THE PL.
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DRESS REMEABSAL

. PREPARATION FOR THIS PATROL ME

BOTYTLES OF

M AGDITION TACH B0Y
A

POWERFUL ELEL TR

o
YOUR FIRST TASK WILL BC' T0O CONVERT YOLWZR POP SOTTLES

ETIMNG, WHAICH WILL
FOR & FORTRCOMING

YOU SHOULD ST9CK UP WITH
NT COLOVRS.

COMSIST OF A DRESS REMEADSAL
RE
WiLL REQURE A FAIRLY

CAMOFIRE STLNT,
POP QF DWFFE

?

BOTT-ES
MPORTAMT

1

IHBIBE THE FiRC-WATER
AFTEA BEAcCH

18 TO TAKE A NP AT A TIME

) ToOP OF TWE EBEOTTLE
AND THEREBY PRODUCING BEITWEEM YoU THE EiGAT

MOTES OF THE OCTAVE.

IF NECESSARY
IT &

BOT

0o MOT
OBVIQUSLY THE THIRSTIIER

1DEA
BUT THE WMOLE PRCCESS Wikl HAYE TO

TRNETRUMENTS.
THE
BE VYERY CAREFULLY RECLLATED.

MEMBERS OF THE PATROL WLl TENG TO PRAGUCE TUE
CaM BE TAPPED UR WITR WATER;

BLOWING ACROSS TAE
LOWER NOTES,

IMTO MUOSICAL
s P,

O HASTILY.

THAT THE VYARWQUE OLOURS SHOLLD BE RETAINED

SCALE,

M ORDPER UL TUE

ARRAMCE YOURSELVES
CHOQGSE AMY SIMPLE AR WHICH FALLS WITHIM THE EiGHT~

NEXT,

NaTE RANGE OF YouR PCP BOTTLE CGRLZAMN* AMD REUEARSE

TILL, YOoU ARE HNOTE-PERFELT

o ;
UM_...h._u
b
mmm
24 %
o
nE
et
mqm
iz
Pl.
uwm
mmu.
Yrr
£
TMW
mmz
£ E
5
__.___.w
43
W
a
AB
2
.uHM_..
.
1
w
L
<F

AMBER AS
IT CANMOT FAIL

r

HE gSWITLHRES

THE BOTTLES — AMD THE FACES ABQVE

)
YELLOW

CHERAY,

A SMASH tuT !

GREEM
1% PLAYED,
BUT IT AviL HNEFEO CAREFUVL REHEARSAL

GLOW QED,

EVERY TIME & SCAaUT BLOWS A MNOTE
THE TuUNE

oM HE ToRCA

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”.

C}(?bOS,)S'-BEAREVG: Clue One — T (tea): Clue Two — Q (queue): Clue Three — J (jay): Clue Four
— B (bee).
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 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 t11l 1t 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 1n the sketch and

you will find that i1t 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
straimming it.
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