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Compiled by Darren Dowling

Challenge &Team Building Exercises

Atomic Bucket:

Four Scout team judged on time to complete. A bucket half full of water sits on top of a 30 cm high post. Two Scouts. using two staves as a stretcher, must move the bucket 15 m to the top of a post 120 cm high. The other two Scouts reverse the procedure. An upset bucket means game over! 

Baseline Compass Course:

Four Scout team; judged on accuracy. Set up a three leg course that leaves a given peg on the baseline and returns to a different peg on the baseline. 

Bell Ring:

10 Scout team; judged on time. Given no equipment, ring a bell hung 3.5 m above ground. You must ring the bell with your hand. 

Birthday Line-up:

Have the Scouts line up in order of their birthdays (month and day, year isn't necessary). The trick is, they CAN NOT TALK AT ALL. You'll find they resort to sign language, nudges, someone might try to start directing, etc.

Blindfold Bowline-Reef:

Four Scout team; judged on time to complete correctly. Scouts are blindfolded and forbidden to talk. All four first tie a bowline on themselves, then numbers one and two Scouts tie together their ropes with a reef knot while numbers three and four do the same. 

Bridge Building:

Use one tabloid newspaper to build a bridge that will span one metre and hold the largest load possible. You have 25 minutes. Supply patrols with newspaper, paperclips, staples, glue, objects of varying weights

Bucksaw:

Four Scout team with troop saw (two-man crosscut saws not permitted); judged on time taken to cut through a timber 15 cm x 15 cm. Two Scouts hold the timber, two Scouts use the saw. Scouts may change places.  Your PLs may benefit from a few tips: put the two heaviest Scouts on the log to anchor it; don't try to cut through a knot; avoid pushing on the saw, which only makes it bind. Use a 75 cm saw so you can get good strokes, and put in a new blade. The troop saw probably needs one anyway. 

Can Race: 

One Scout; judged on distance travelled in two minutes. Given two large juice cans, move from point A to point B without letting your feet touch the ground. 

Candle Swap:

Mark out an area about 6 meters in diameter and place in the centre, about one metre apart, two jam jars, one containing a lighted candle. Provide Patrols with sisal. Instructions: Working from outside the area, reverse the position of the jars in relation to each other. If the light go out, your failure will be complete.

Fast Compass:

Four Scout team with compasses supplied by troop; judged on the number of correct readings in three minutes. Lay out a circle with about 20 numbered pegs around its perimeter. In turn, each Scout goes to the centre of the circle and is given a compass reading. He writes down the number of the peg in the direction he has been given.

Football Kick:

Four Scout team; judged on score. Give each Scout two chances to kick a football through a hulahoop standing vertically 10 m from the kick line. 

Giant Knot:

Six Scout team; judged on time. Given a 10 metre rope, tie a clove hitch to a post in the middle of a 7 metre circle. You may not enter the circle.  To give the Scouts an idea of how to do it, place a pencil in a block of wood and give the PLs a piece of string with which to work out the best method. Then have them try their solutions in full scale. The Giant Knot might be a round turn and two half hitches. Or it might challenge Scouts to secure two 10 m ropes to the pole. Look up the fisherman's knot. 

Group Knot:

Have the Scouts stand in a tight circle, with their hands in the centre. Then the Scouts grab others' hands at random. The puzzle is then for the whole group to work together to get themselves untangled. Sometimes you'll find that the group has actually formed several smaller circles. This may get frustrating if you've formed a troublesome knot, but let them keep trying.

How High the Hill:

Six Scout team; judged on accuracy. Scouts estimate the height of a hill. They may climb it to do so. What do your patrol leaders say about the best way to make the estimate? 

How High:

Three Scout team; judged on accuracy. Use various methods to estimate the height of a pole. 

How Wide:

Six Scout team; judged on accuracy. On a field, draw two lines 20 to 40 m apart to represent the banks of a river. Using various methods, Scouts estimate the distance between the lines. 

Keep the Ball Up:

Using a beachball, have Scouts start hitting it around and trying to keep it off the ground. Then challenge them to keep it in the air for 20 hits, or 30 hits, etc. Encourage them to develop some strategy (such as establishing "zones", or an order, etc.) to try to keep the ball up for as many hits as possible.

Kim's Game:

Four Scout team; judged on number of accurate observations. You have a minute to view 25 items and three minutes to list them. 

Leaky Can Race:

Four Scout team; judged on the amount of water in the bucket after three minutes. Place a bucket 10 m away from a tub of water and give each team a small can with a hole drilled in the side near the bottom. Team members take turns to fill the can with water, race to the bucket to empty it, and return to give the can to the next Scout. 

Life Line:

Three Scout team; judged on the number of successful throws. Throw an 11 metre rope over a 9 m distance to land between two pegs set a metre apart. Each Scout has two throws. 

Log Hoist:

One Scout; judged on time. Throw a 10 m rope over a 2.5 m crossbar 5 m away. Run up and tie a timber hitch to a log (50 cm long). Hoist the log free of the ground and hitch the rope to a peg at your starting point. The log must remain clear of the ground. 

Log Pull Relay:

Six Scout team with a 3 m rope; judged on time. Teams are arranged three Scouts at each end of the course. The first Scout ties the rope to a log and pulls the log to the other end of the course to be pulled back by the second Scout, and so on. The timber hitch is a fast knot to tie but, if they make it a single, they must keep on the tension at all times. 

Loop-de-loop:

Have the Scouts stand in a circle and hold hands. Start one hula hoop (or innertube, long loop of fabric, etc.) hanging over one pair of joined hands. Each person in the circle must pass the hoop/loop over him/herself and on to the next person - WITHOUT letting go of hands. I generally do this with 2 or 3 loop/hoops going at the same time in different directions.

Make an Oven:

An oven can be created using two terracotta flowerpots. The pots are placed one on top of the other, opening to opening. When food is placed inside the pots are then sealed with mud and the pots are placed in the fire. Have your Patrols experiment with this idea by making some brown bread or scones.

It is also possible to make a simple oven using bamboo canes, a tin foil tray and a turkey oven bag. The bamboos are placed in the ground and the tinfoil tray is fixed to the bamboos so that it can contain charcoal. A further tray is placed above  the charcoal tray. You should now have a small tower structure. The turkey bag is placed over the bamboos and you have your oven. As the turkey bag is clear you can see your food cooking. Have your Patrols experiment with this idea.

Matchbox Squash:

Hold a ten minute Patrol competition to see how many items can be crammed in a matchbox

Nail Balance:

The challenge is simply to balance 14 nails on one single nail which is fixed upright in a block of wood. The nails must all be the same size - any length provided they have flat heads.

No-Match Firelighting:

Two Scout team with materials supplied by troop; judged on the time it takes to get a self-sustaining flame in kindling. Flint, glass, steel wool, etc., are permitted but no matches, lighters, or commercial scratch lighters. You need good tinder here. I remember a Scout who used the gauze padding from the cast on his leg! 

Oil Drum Ball:  

Three Scout team; judged on score. Give each Scout two tries at throwing a tennis ball into an oil drum placed 9 m away from the throwing line.

Poison Peanut Butter:

Draw two lines to represent the edges of the poison peanut butter. Hand group bandannas. Group needs to get everyone safely across using only the bandannas as safety zones. Variations include using too few bandannas for a continuous chain across or stating that once a bandanna has been placed on the ground, it cannot be moved. In the second case, be sure there are enough bandannas to make it across if placed strategically. (must plan ahead)

Pole Raising:

Six Scout team; judged on time. There is a 5 m pole in a 10 m circle with one end of the pole touching the edge of the circle. You have two 30 m ropes. Without entering the circle, erect the pole in the centre of the circle. 

Polystyrene Cup Relay:

Six Scout team; judged on time and the amount of water remaining in the cup. Place three Scouts at each end of a 30 m course. Hand the first Scout a polystyrene cup full of water. The team runs a relay race carrying the cup of water over the course. 

Postcard:

Give each patrol a postcard and ask them to cut it in such a way that it can be opened out to create an unbroken loop, which can pass over their bodies.

Six Knot Relay:

Six Scout team; judged on time taken to tie knots correctly. In turn, each Scout runs 10 m, ties a knot, and returns to tag off the next Scout. The six knots are the reef, bowline, sheet bend, clove hitch, round turn and two half hitches, and sheep shank. 

Small Cup of Tea:

Make the smallest cup of tea in the world. Light a fire on a £1 coin and boil a thimble full of water on it. Add 1 tealeaf, 1 grain of powered milk and 2 or 3 grains of sugar.

Stilt Race:

Two Scout team; judged on total distance travelled in three minutes. Supply stilts with step placed 45 cm off the ground. 

String Burn:

Two Scout team with wood and matches supplied by troop; judged on time it takes fire to burn through string. Stretch a wire 30 cm above ground and a string 45 cm above ground. The fire lay must be kept below the wire. 

Tire Obstacle Race:

Two Scout team; judged on time. Scouts travel through a series of tires suspended at different levels from stout rope. 

Tripod Chair:

Six Scout team; judged on time. Lash and erect a tripod from three poles 4.3 m long. Test by suspending a rope with a bosun's chair (bowline on a bight) from the top. One Scout must sit in the chair and remain clear of the ground.

Tyre Game:

You'll need two bicycle tyres, with different tread patterns, for each team. Organize each team into a circle, with the team members' hands tightly clasped. The tyres are introduced by the facilitator at opposite points of the circle by unclasping hands of two members and hanging the tyres on the arms, which should then be joined again by clasping their hands. The object of the game is for the team to pass each tyre in a different direction around the circle, involving two crossings of the tyres, and then finishing with each tyre at its starting position. The team which finishes first wins the game. Hands must not be unclasped, and thumbs cannot be used to support or move the tyres. Allow ten minutes planning and thinking time, (or for very large teams where a warm-up only is required, give instructions so that the game can start immediately). Obviously the game must start at the same time for each team. The trick is for the tyre to be moved up the arm, over the head, down the body, at which point the person steps out of the tyre, one leg after the other, and the tyre continues down the other arm to the next team member. The stepping manoeuvre when two tyres cross is the most difficult and requires some agility, so the planning and team selection is potentially very important. NB As a facilitator you must practice this game before using in a team building or conference situation, to prepare for questions and to demonstrate, if required.
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