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The Great

BIG
Book of

Boys’ Brigade Games

The Great Big Book of Boys’ Brigade Games has been compiled from a wide variety of sources.  Please note that all of the material contained herein has been provided by others, or has been compiled from material on World Wide Web sites.  It is not our intent to incorporate any copyrighted material in this document.  If is brought to our attention that any material contained here is copyrighted, and that copyright states that the material is not to be reproduced, we will immediately remove it from the documentation.  

The language used is Australian Boys’ Brigade eg. A ‘Group Leader’ is a No1.Section boy appointed as leader of his group, ‘Section’ means all the Anchor Boys or No.1 Section or No.2 Section boys in the group.  

These games are arranged in order of appropriateness for each ‘Section’ as a guide only.  Games listed in a section are often suitable for older or younger boys with or without modification.  Races, Relays and Tag games are grouped together in each Section, as are Wrestling Games for No.2 Section.  The only other groupings used are, Night Games, Outside Games (need a very large space) and Water Games (very wet games or games for a pool, lake or river).  American Indian Games have been added to the No.1 Section Games while it’s assumed each of the Anchor Boy games would usually be played inside a hall but some, depending on numbers may need to be played outside.  How many Games are there – 893 overall, Anchor Boys – 298, No.1 Section – 495, No.2 Section - 100.

When You Run a Game:

1. Know the game well and the area you need before teaching it.  

2. Have all the necessary equipment on hand.

3. Remove all possible hazards from the game area.

4. Have the full attention of the boys before trying to explain the game.

5. To introduce the game, name it, demonstrate it, ask for questions, then start it.

6. Play, but don't overplay a game.  A successful game will be more in demand if it is stopped while it is still being enjoyed.

7. Occasionally a game may go badly, if it does then stop it, explain it again and then try the game once more.

8. Always insist on fair play.

9. Be alert to overexertion.

Games Are …
Through Games, A Boy …

•
 Body builders
•
 Develops new interests

•
 Building blocks
•
 Is taught respect for the rights of others

•
 Friend makers
•
 Learns fair play

•
 Lessons without teachers
•
 Learns new skills

•
 Mind stretchers
•
 Learns to follow the rules

•
 Most of all games are fun
•
 Learns to wait his turn




Choosing A Game:


•
 Know and understand the game


•
 Be prepared to teach the game.


•
 Take into consideration:

· Physical arrangements 

· Equipment needs 

· Number involved 

· Abilities of the participants


.

REMEMBER, WHEN YOU PLAY A GAME …

KEEP IT SIMPLE

MAKE IT FUN

MAKE IT SAFE.
4No.2. SECTION GAMES

1.
Banana Duel
4
2.
Battle Ball
4
3.
BB Knowledge Baseball
4
4.
Bear in a Pit
4
5.
BenchBall - Variation
4
6.
Bottle Steal
4
7.
Bowline Stroll
5
8.
Bowline-Sheet Bend Draw
5
9.
Boys and Indians
5
10.
Bridge
5
11.
British Bulldog MAT
5
12.
Cavalry Charge
5
13.
Cavalry Charge - Variation
5
14.
Chair Soccer
5
15.
Chalk Circle
6
16.
Dodgeball
6
17.
Dog And Bone (Snatch The Handkerchief)
6
18.
Dog Fight
6
19.
Fire
6
20.
Gladiators
6
21.
Hand Push
6
22.
Hat Ball (Roley Poley)
7
23.
Hit The Bucket
7
24.
Horse and Rider
7
25.
Kneel To Your Superior
7
26.
Light The Candle
7
27.
Loaded Mousetraps
7
28.
MortBall
7
29.
Mount Ball
8
30.
Murder Ball
8
31.
National Grid
8
32.
Nose Breaker
8
33.
Prisoner's Base
8
34.
Progressive Push
8
35.
Pull Stick
8
36.
Race - Shatter The Squad Leader
8
37.
Race - Stretcher
8
38.
Relay - Bandage
9
39.
Relay - Fireman’s Drag
9
40.
Relay - Push-up
9
41.
Remote Knot Tying
9
42.
Ring Catching
9
43.
Rooster Fight
9
44.
Rooster Fight - Variation
9
45.
Rope Rush
9
46.
Scrimmage Ball
9
47.
Scrum
9
48.
Shooting
10
49.
Shooting Gallery
10
50.
Snapper Fishing
10
51.
Spider’s Web
10
52.
Stool Kicking
10
53.
Strength Struggle
10
54.
Swat the Fly
10
55.
Take The Hat
10
56.
Three-Man Tug-O-War
11
57.
Timber Hitch Tug
11
58.
Tournaments
11
59.
Trench Attack
11
60.
Tub-Tilting
11
61.
Twist Stick
11
62.
Two Sided Ten Pin
11
63.
Under the Bridge
12
64.
Wrestling - Feet
12
65.
Wrestling - Hand
12
66.
Wrestling - Indian Leg
12
67.
Wrestling - Kangaroo Sumo
12
68.
Wrestling - Leg
12
69.
Wrestling - Line
12
70.
Wrestling - Mounted
12
71.
Wrestling - Sock
12
72.
Wrestling - Stick
12
73.
Wrestling - Stick - Variation
12
74.
Wrestling - Sumo
13
75.
Wrist Pushing
13
NIGHT GAMES
13
1.
Bomb Mission
13
2.
Chalk Chase
13
3.
Showing The Light
13
4.
Spotlight
13
5.
Steal the Can
14
6.
Whistle Blow/Fox Hunt
14
7.
Will-O'-The-Wisp
14
OUTDOOR GAMES
14
1.
Blind Compass Walk
14
2.
Compass Course
14
3.
Cross The Pit
14
4.
Foreigner
15
5.
Hoot Hoot Hoot
15
6.
Jumble Bail
15
7.
Kick It And Run
15
8.
Quiet Or I’ll Whack You
16
9.
Race - Chariot
16
10.
Race - String Burning
16
11.
Race - Tent Pitching
16
12.
Race - Tent Striking
16
13.
Race - Tripod Lashing
16
14.
Race - Water Boiling
16
15.
Relay - Bow Saw
16
16.
Remote Knotting
16
17.
Spud
16
18.
Treasure Island
17
WATER GAMES
17
1.
Relay - Marathon Obstacle
17



No.2. SECTION GAMES (boys aged 12 to 18)
1. Banana Duel 

Two boys stand back to back, each with a soft banana in his pocket. On the signal to begin both draw out their banana and try to peel it one-handed trying to be the first to turn around and squash it in the other boy's face. 

2. Battle Ball

Two teams form lines short distance apart.  A heavy medicine ball is tossed back and forth in attempt to make catcher of other team miss the ball . Every boy missing is eliminated from the game until one of the teams is declared winner.

3. BB Knowledge Baseball

A list of BB Knowledge questions is made up beforehand and divided into three columns for the three ranks in the group. Four chairs are placed to represent four bases, also a chair for a pitcher's box if desired.  The fielders are placed as in baseball and a Boy comes up to bat.  The pitcher asks him a question according to his level or rank.  If he fails and the catcher answers it, it is a strike.  If the catcher fails also, it is a ball. If he answers correctly he is allowed to ask a question of the baseman. These questions to basemen start at first and go right around the diamond in order as different men come up, but start at the first baseman every inning.  If the baseman "muffs" the Boy goes to first.  If he answers correctly it constitutes an out. Boys advance around the bases by being forced, but if a man wants to steal he can obtain permission from the umpire to put his own question to the next baseman. If the baseman fails the runner takes one base, but if he answers correctly the runner is out.  In like manner if a baseman wants to try a put out a runner he can put a question to the runner.  If the runner answers correctly he advances one base, if not he is out.

4. Bear in a Pit

Circle is formed, boys joining hands.  Boy 'It" in centre of circle attempts to climb over or under clasped hands of those forming circle.

5. BenchBall - Variation

Equipment: Two benches, 1 or more balls, Marking equipment 

This Game is basicly the same as Bench Ball although when the goal gets the ball he has to try and hit the team in front of them below waist height.  If the ball hits their legs then they have to go and be a goal on the bench opposite them as well as the goal(s) on the bench.   This means that there can be multiple 'goals' on the bench at one time.   The team members are able to bend down and cover their legs with their arms but are not allowed to crouch down. Rest of rules are the same as "Bench Ball"

Variation: There's yet another version whereby no 'goal' is initially chosen and the two teams start facing each other.  They then try and hit each other below the waist as above.  Whoever is hit has to then be a 'goal' on the opposite bench (behind the opposing team).  If their team then throw the ball to the goals (over the heads of the opposing team) all the 'goals' are freed to return to their team.

6. Bottle Steal

Aim  - To get 3 bottles into your bucket before the other teams.

Equipment Needed - 3 long chairs for the teams to sit on, 3 buckets, 7 bottles

Boys - 6 or more (3 equal teams)

Divide boys into 3 equal teams.  Place the three long chairs such that they are basically the points of a triangle. All chairs must face toward the centre of the hall.  Teams sit on the chairs, and the team numbers itself. The bucket is placed in front of the boys.  In the centre, the 7 bottles are placed close to each other, standing up.  When a number is called, the appropriately numbered boy from each team races to the middle and takes one of the bottles.  A boy may only pick up one bottle at a time. Boys are not to knock the rest of the bottles over.  The boy must return the bottle to his bucket successfully before returning for another bottle.  The rest of the team can hold the bucket still, but are not permitted to touch the bottles, especially if they fall out of the bucket.  The winner is the first boy to have 3 bottles in his bucket.  With 7 bottles, a team will win very quickly.  Once the teams are warmed up, you can take one of the bottles out, such that there are only 6 bottles in the middle.  When there are no more bottles in the centre, boys may steal bottles from the other teams buckets.  Team members at the seats cannot interfere with the game play.  Keep reducing the number of bottles in play until it is impossible to win.

7. Bowline Stroll

Everyone in the Group needs a 2-metre rope. Boys tie a bowline around their waist. They then tie the other end of their rope to a central loop (about  25cm. in diameter, supplied by the judge.) They then must travel a set course as fast as possible.  No one may be dragged.  Proceed safely.

8. Bowline-Sheet Bend Draw

Each participant needs a 2-metre rope. Groups form into pairs facing each other. On "go" each Boy ties a bowline around his own waist, the first one done then ties his rope to his partner's with a sheet bend. The two partners then lean back and raise their hands. Scoring: the number of seconds used subtracted from 120. Add a bonus of 5 points for each correct knot.

9. Boys and Indians

Two lines are drawn about 10 metres apart, the space back of one being the stockade and the space back of the other being the Indian 'village'.  The neutral space between the two is dangerous to both, but of course each is "safe" in his own territory. Each party makes raids into the neutral territory and captures members of the other team, bringing them bodily into their headquarters.  At the end of 5 minutes the team that has captured the most of the other boys wins.  A captured boy is out of the game.

10. Bridge

The Boys stand in single file, No. 1. facing his Boys. No. 2. bends at the hips and puts his arms around the hips of No. 1. Nos. 3, 4 and 5, etc., take the same position as No. 2, forming a straight line of Boys, bend forward at the hips, and holding the hips of the Boys in front of them. Team No. 2, then, in a manner similar to " A Foot and a half " takes along jump and jumps astride the back of one of the Boys. Other members of No. 2 follow suit until the men are piled up three and four high. The object of the game is to try and upset the Boys who are endeavouring to bear the burden.

11. British Bulldog MAT

Aim - To get all boys on the mats in the centre of the hall.

Equipment Needed - As many gym mats as you can find.  Boys - 4 or more boys (1 person starts off by being "in")

One boy is selected or volunteers to be "in". This boy stands on the mat and has the job of getting another boy on to the mat.  The other boys all stand at one end of the hall. Their aim is to get to the other end of the hall without being wrestled on to the mat.  Game is started with the boy in the centre calling the name of one of the uncaptured boys. That boy is required to attempt his run within 5 seconds. If he does not run, then the boy in the middle can leave the mat and catch the named boy.  Other boys cannot run until the named boy starts to run.  A successful wrestle to the mat requires the boys back to touch the mats.  There are two variations we play. The first one says that once a boy reaches the other end and is safe, then he is not allowed to help other boys that are being wrestled to the mats. If he wants to help, then he must not cross the safe line. The second variation says that even if a boy reaches the safe line, he can still help the other boys by leaving the safe zone.  The winner is the one boy that is still not captured.  Remember, all boys must have one foot on the mat, while a name is being called, and can't leave the mat until the named boy starts to run.

12. Cavalry Charge

Two teams formed as horses and riders; one team attacking the other, attempting to dismount as many riders as possible of opposing team. After a time limit, whichever team has had the more riders eliminated loses.  A rider unmounted cannot remount, but is eliminated from the game.

13. Cavalry Charge - Variation

Above game may also be played on a time limit, with one attacking the other in a bounded territory.  As soon as riders are dismounted, they and their horses must retreat a set distance outside of bounded territory before being able to return to the game.  Whichever team has greater number of mounted boys in bounded territory wins the game.

14. Chair Soccer

Played like ordinary soccer except the boys must stay on the chair.  The goalkeepers can use their hands but everyone else must use only their feet.  Every three or four minutes allow 10 seconds for chairs to be moved.  

15. Chalk Circle

Equipment:  Chalk. 

Split into teams of equal number, size, strength.  Each Team is assigned a home corner or area.  A chalk circle is drawn in front of each teams base.  The teams are numbered/named. The teams are each given one piece of chalk. (i.e. only one boy can have the chalk at any one time).  Object of the game is to attack the opposition chalk circle and plant chalk crosses (X) in the circle.  Of course, the opposition are at the same time attempting to attack your circle too. You will need to attack and defend.  The Leader calls two teams. On his whistle the game begins.  The attacking boys will need to protect their chalk carrier or pass the chalk around to get past the opposition’s defence.  The defence can stop (by pulling away, carrying away etc.,) the attacker from drawing X’s in their circle. Defence are not allowed to erase X’s from their circle.  When the whistle blows to stop, the X’s are counted and the team with the least X’s won the round.

16. Dodgeball

Equipment:  2 to 4 balls, about 30 beanbags 

Form into 2 teams one team stands behind two marked parallel lines.   The other team goes to the end of the hall with a bucket of beanbags.   On a start signal, the team has to transport as many bean bags to the opposite end of the hall, running down the middle of the two lines, the other team attempt to hit them below the knee by throwing the balls at them.  When hit, the boy is out and the beanbag he is carrying is discarded.   Each boy can only carry 1 beanbag at a time; beanbags have to be carried, not thrown.   The winners are the team who get the most beanbags to the end. 

17. Dog And Bone (Snatch The Handkerchief)

To play this game, form two squads of Boys and line them up about 15 metres apart. Halfway between them place an Indian club or stick, on which rests a handkerchief. An umpire should be appointed, who must take his stand close to the club or stick. When he says the word " Go," a boy from each side dashes from the line, runs towards the stick, and endeavours to snatch the handkerchief before his opponent does so. The one who fails must pursue the other back to his line, and try to " tag " him before he reaches it. If the successful snatcher regains his line without being " tagged," his pursuer becomes his prisoner; but should he fail, he becomes the prisoner of the other side. The game continues until the whole of one side has been captured by the other. If this end cannot be reached within a reasonable time, the side having captured the greater number of prisoners wins.

18. Dog Fight

Opponents face each other on hands and knees.  A strap or two towels tied together are placed behind rear of head of boys.  Object is to pull opponent across a line by backing up and moving opponent forward by strength of neck.

19. Fire

Two parallel chalk lines are drawn about 30 metres apart, the two teams forming on these lines facing each other. The idea is to throw a tennis ball, indoor baseball or basketball at the opponents. If a Boy is hit he is out of the game. If he catches the ball, however the thrower is out.  The Boys throw in turn. Each team alternating, beginning with leader of that team.  It is the duty of the leader to shout "Fire!" This is the signal for his team to dodge as far back of the line as they wish, and for the other team to throw the ball. After each throw the team that has been dodging re-forms on the line. No one may throw or dodge before the captain shouts "Fire!" The best distance varies greatly with the sort of ball used.

20. Gladiators

Equipment:  2 buckets, 2 batons, 2 Balaclavas.

Split the Section into 2 teams and number off the boys.  A number is called and the two boys, one from each side with that number come forward to be the gladiator.  A bucket is placed on their head and they are given a baton.  Blind the gladiators before placing the buckets on their head, a balaclava with the holes at the back should be suitable. The objective is for them to be guided by their team towards the other gladiator and to hit them on the bucket with the baton.  Leaders may place the gladiators anywhere they wish, within reason.   

21. Hand Push

Flat of hands against opponent in attempt to push him backward off balance.

22. Hat Ball (Roley Poley)

All Boys taking part place hats or caps in a row.  A throwing line is drawn or is marked 5 to 7 metres from the hats. A soft bail and a supply of marbles, pebbles, or small sticks are provided. These latter are called "babies."

One Boy is chosen "it"; the others line up each behind his own hat.  "It" throws the ball at the hats.  Each time he throws and misses, a "baby" is placed in his hat. When the ball lands in a hat, the owner of the hat takes the ball, while all the other Boys run away.  As quickly as possible he throws the ball at one of them.  If it hits the Boy, a "baby" is placed in that Boy's hat and he becomes "it" for the next game.  If he misses, a "baby" is placed in his own hat and he becomes "it" for the next game.

As soon as any Boy has five "babies" in his hat he is "put through the mill," that is, he must stand with his back to the boys and each boy is allowed a certain number of throws at him with the ball.  This number may vary from one to five according to the number of Boys playing.

Where hats are not available, small holes are dug in the ground and the ball is rolled into them.  The game then continues as above.  This version is called Roley Poley.

23. Hit The Bucket

All that is required to play the game is a pail, a tennis or rubber ball, and a piece of wood about eighteen cm long. Any number can play, but to start you must decide who is to occupy the bucket first. Then turn the bucket upside down, and the chosen boy, holding the piece of wood in his hand, mounts it. The rest of the boys have to try to hit the bucket with the ball, whilst the one on it has to defend it and prevent the ball from hitting it. When the pail is hit, the boy who hit it takes the place of the one on the pail. If the one on the pail loses his balance and falls off, the boy who threw the ball last takes his place. By the way, the ball must be thrown from the spot where it falls after the defender has hit it.

24. Horse and Rider

Boys form a circle two deep; front boy in circle acts as horse, rear boy as rider. When boys are mounted, ball is passed around or across the circle by riders, horses attempting to make them miss.  If a rider fails to catch the ball, any horse can hit a rider with ball.  In case rider is hit all boys change places, horses thereby becoming riders.  If missed, they continue as before.

25. Kneel To Your Superior

Two boys stand facing each other, and lock fingers of both hands, and see who can make the other kneel down by pressing his wrists downwards.

26. Light The Candle

Equipment: For each team - 3 Poles, 2 ropes, Pieces of twine, 1 match, 1 candle, 1 brick 

The teams are given the poles, ropes, twine and match.  The candle and brick are placed some distance up the hall.   The objective is for the team to lash the poles together with the match at the front, strike the match on the brick and light the candle. 

Variation:  Light the match - This is easier, the candle is lit and the objective is to light the match. 

27. Loaded Mousetraps 

Divide the Section into teams.  First person in each team must carry a loaded, well oiled mousetrap to a certain line and back and then pass it on to the next person who carries it to the line and back again. This process is repeated down the team. If the trap springs (this will occur often), that boy must start again.

28. MortBall

Equipment:  A soccer ball, Something to use for goals 

From Tallest to Shortest number the Boys off into 2 Teams.  The two teams go to opposite sides of the room and create a goal for themselves using chairs, or boxes.  The teams line up tallest to smallest, and are all given individual numbers, 1234567 for one team and 1234567 to the other team, thus ensuring fair pairing off.  The teams stand in their goal, as if they were all the keeper with their arms linked.   A ball is then placed in the middle of the room and a number is shouted.  That number boy runs from the team towards the ball and has to score like in soccer in the opposites goal.  The boys left in the goal have to defend the goal with their feet only, they are not allowed from the goal.  If the ball goes over the boys in the goal, its a no goal.  The ball has to go between the two chairs below boy height. If either boy who has been called seems to be unlikely to score, another number is shouted and those two numbered boys have to come and help their existing team mate/s.  As many numbers can be called during and at the begging of the game.  When a goal is scored all boys return to their teams in the goals, and the game is started again.   The Boys in the goal have to remain linked at all times, if they break the link (Apart from when a boy leaves due to the calling of their number), a penalty is rewarded to the opposite team.  The original boys are only allowed in goal during a penalty, if you are called out when the penalty takes place you have to stand behind the penalty taker.

29. Mount Ball

Boys form two deep; heavier boys act as horses, lighter boys as riders, run around circle, returning to place, the rider passing ball that he has carried to the next rider, so continuing.

30. Murder Ball

Equipment: Medicine ball or similar, 2 floor/gym mats 

Divide Section into two teams and the ball is placed in the middle of the pitch.  Each team to get the medicine ball onto the opponent teams mat at either end of the pitch.  The rules are, there are "no" rules but look out for undue rough play.  It may be best to set sensible ground rules before play commences;- No jumping on top of a boy already on the ground,  No neck holds No running tackles etc

31. National Grid

Equipment:  Maps, A number of 6 figure grid references where a height exists.

A six-figure grid reference is called followed by a number.  The boy whose number is called runs to the map and finds the height at that grid reference.   A time limit of 30 seconds is applied to each grid reference.

32. Nose Breaker

You need two teams, which sit on opposite sides of the hall.  The boys are numbered.  When their number is called the two boys come out, on hands and toes, bodies parallel to the floor.  The object is to sweep the hand of your opponent away so he/she collapses on the floor.

33. Prisoner's Base

A line is drawn and the two teams are drawn up in line facing each other across this. The idea is to pull the other fellow across the line. When so captured he is out of the game. Several Boys can attack one and it is not an unusual spectacle to see the biggest Boy in the Section hoisted bodily over the line. Care must be taken not to step over the line.

34. Progressive Push

Equipment:  Chalk to mark the areas 

Divide the boys into 2 teams.  The hall is divided up into 8 equal sized sections, 4 down one side and 4 down the other.  Each area is given a number 8 down to 1 with number 1 being next to number 8.   Everyone starts in number 8.  On a start signal everyone tries to push others into the next lower area.  Once any part of the body touches the lower area then that boy must move into that area.  Boys can't move back into a higher numbered area.   Each member of the team gets the number of points of the area they are in.  The winners are the team whose average score is highest.

35. Pull Stick

Both opponents in sitting position, feet touching stick grasped between them.  Object, to pull and raise opponent from sitting position.

36. Race - Shatter The Squad Leader

Equipment:  1 Chair per squad

A Squad race.  The chairs are positioned at the far end of the hall on the line.  The Squad Leader gives each member of his Patrol a piggyback to the end of the hall, around the chair and back.  First squad finished wins. 

37. Race - Stretcher 

Equipment Needed: 2 poles, 1 sleeping bag or blanket per group balloon and bucket optional.

On signal groups rig stretcher with equipment provided. Put member or balloon or member with water bucket on stretcher and race a course.

38. Relay - Bandage 

Equipment Needed: 1 large bandage per group

Group lines up. On signal first member runs to judge and ties requested bandage...repeat. First group done wins.

39. Relay - Fireman’s Drag 

Half group as fireman and half as victims. First fireman runs up to first victim and drags back to other fireman, next fireman rescues next victim and so forth...

40. Relay - Push-up

Simple Relay where each member has to run to the opposite end of the hall, do 5 push-ups then run back.

41. Remote Knot Tying

Equipment:  A Staff, 2 short Knotting Ropes, A chair, A Long Rope.

A suitable item to tie a knot to is required such as a chair or one boy sits in the circle holding a staff vertical.  The objective is to fasten the required knot or hitch around the chair/staff without entering the circle.  The circle should be large enough so that the boys can't throw a loop over the staff. If there is a boy in the centre, he can't touch the rope except for keeping it above him.  Only the equipment provided may be used, staffs and poles can't be used to move the rope within the circle.   The first team to tie the knot wins.   The following knots and hitches are possible:-  Clove Hitch, Highwayman’s Hitch, Rolling Hitch

42. Ring Catching

One Boy, whom we will call the "Thrower," is armed with half a dozen rope quoit rings, about four or five cm in diameter, which he throws to another Boy, who has to catch them one by one on his staff. The " Thrower " must deliver the rings fairly quickly, only giving the " Catcher " time to come smartly back to the " engage " position, after catching or missing each ring. The rings should not be thrown from the same spot each time ; but the " Thrower " should never approach within three metres of the " Catcher." Short throws, high throws, and long throws should be all given, in order to make the game more exciting. The pole should have a piece of leather slipped over it to protect the hands from being hurt by the rope rings. Of course, the range and other distances can be made to suit local conditions.

43. Rooster Fight

Boys hop on one foot with arms folded, shoulder each other in an attempt to make opponent place other foot on the floor.

44. Rooster Fight - Variation

A stick thrust between elbows and under knees, hands clasped in front of lower legs.  Without stick, place hands under knees, clasping ankles.  Object is to butt or shove opponent off balance.

45. Rope Rush

A long rope, 30 metres or more, is placed an equal distance between two teams. Opponents rush, attempting to carry as much of rope over opponents' line as possible.  After a time limit, whichever team has greater length over opponents' line wins.

46. Scrimmage Ball

Played with soccer ball, basketball, or light medicine ball.  Boys must keep one hand behind back, and can use but one hand on the ball.  Rules otherwise the same as in soccer.  Playing area adapted to number on a team.

47. Scrum

Two teams of Boys form up in line and stand face to face across the middle of the room. The Boys grasp one another round the waist in order to make each line compact.  When the whistle is blown, the opposing teams lean towards one another, and push steadily with their heads -and shoulders until one line is driven back six metre from the starting place, This is done three times, and the winning team is the one which gains two "scrums" out of the three.

48. Shooting

A fairly large circular area is marked out and all the Boys but one take up their positions inside it. The remaining Boy is "armed " with a tennis ball, with which he endeavours to "shoot" the Boys inside the area.

Each Boy who is "shot" comes outside and helps in the "shooting," but only one tennis ball is used throughout the game. The Boys inside the area, by rushing from one side to the other, dodging or jumping, can delay being hit for some time, and when their numbers become few, the fun is fast and furious. The Boys who are "shot" should arrange themselves round the circle, so as to pick up the ball quickly as it flies across the area. The game may be arranged as an inter-group contest in this way: One group takes up its position inside the area, and the leader of the opposing group commences " shooting." For each Boy he hits he is allowed to have one of his own group to assist him, the Boy who is hit retiring. The time taken to kill off the whole of the opposing group is noted, the winners being the group taking the shortest time.

49. Shooting Gallery

The teams line up as in "fire."  One team about-faces and may or may not bend over as agreed upon.  The other team tries to hit one of them in the back with a soft ball thrown underhand.  Boys who get hit or who miss their throw are out.  After each throw both teams about face and the other team throws the ball, the Boys throwing in turn, the teams alternating. The object is to eliminate all the Boys in the opposing team.

50. Snapper Fishing

Give each group four 1.5-meter poles, several lengths of cord and a mousetrap. Mark out "river banks" 5 meters apart. Each group places its mousetrap on one riverbank and cocks it, then lines up opposite it on the other side of the river. On signal, the Boys lash together their poles to make a "fishing pole" and start angling. The first group to catch its snapper wins. 

51. Spider’s Web

Equipment:  You need a rope suspended from the top of the building.  

Draw a circle centred around the rope.  Attach a boy to the end of the rope using suitable knots (or a climbing harness).   Boys go into the circle and the spider attempts to catch them.   If they are touched or go outside the circle then they are out.  The spider should only use his arms to catch the boys (i.e. No kicking).

52. Stool Kicking

All the boys join hands and form a ring round some object, which will fall over if touched, such as a footstool stood upright. The boys all swing round the stool and each one has to do his best to make one of the others knock the stool over as they swing round, at the same time avoiding knocking it down himself. When a boy knocks over the stool he stands out, and the game goes on until only one-boy remains.

53. Strength Struggle

Two Boys face each other about a metre apart, stretch arms out sideways, lock fingers of both hands, and lean towards each other till their chests touch, push cheat to chest, and see who can drive the other back to the wall of the room or on to a goal line.

54. Swat the Fly

Two boys are blindfolded and given swatters made by rolling newspapers into the shape of a bat.  The boys lie on the ground and each boy places his free hand on a base about five cm square, from which base they must not take the hand during the game.  The aim is for the boy to hit an opponent, preferably on the head, but being blindfolded he must judge his whereabouts by hearing his movements.  The one who makes the greatest number of hits in a given time wins.

55. Take The Hat

A hat is placed on the floor. One Boy from each group comes forward. Both lean over towards the hat, each placing his right hand over and his left hand under the arms of his opponent. The thing to do is to remove the hat with the left hand and get away with it before the other fellow hits you on the back with his right hand. The one who succeeds in doing this takes his unsuccessful opponent prisoner. The game is continued until one group has made prisoners of all, or half, of the opposing group.

56. Three-Man Tug-O-War

Equipment Needed: 1x 3metre rope, 3 hats or erasers per 3 boys

3metre rope is made into a loop. 3 boys grab to form a triangle. Place a hat... about 2metres from each boy. On signal they tug until one gets his hat.

57. Timber Hitch Tug

Equipment: One 2metre pole, two lengths 10metre rope, preferably no smaller than 9mm. 

Teams compete against each other in a tug of war variant that tests their knot tying abilities.  Assume 5 or 6 max per team; number off opposing team members to match for size/weight.   The first pair each ties a timber hitch about a metre from opposite ends of a short pole (min. 100mm diameter). A 5-10 metre length of rope should be used.   The middle of the pole is marked with tape or string.  The pair have 30 seconds to tie a satisfactory timber hitch around the pole.  If one or other can't tie the knot the other team gets a point.   Assuming both tie a knot successfully then they take the strain on the rope and a leader checks the position of the mark on the pole with a chalk mark on the floor.   The two contestants now start the pull.  If one of the knots comes off the pole when the load comes on the other team get a point.   At ten second intervals add another pair of boys (matched for size/weight) at either end of the rope. If the rope comes off one end the opposing team get a point or if they pull the mark on the pole over their team's marker.  If neither team has won after a minute then each team gets a point.   After each bout the next pair of boys has to tie the knot and the system repeats until all boys have had a go at tying and there have been as many pulls as there are team members.

58. Tournaments

Each of the bigger boys chooses a small one and gives him a " piggy-back." These mounted knights divide into two companies who challenge one another to combat, either in separate duels or in a general melee. The " knights " try to pull each other to the ground, and the " horses " may assist by putting their weight into the pull or by charging their opponents. When a rider's foot touches the ground he may not take any further part in the game. The tournament is finished when all the riders of one Section have been unhorsed.

59. Trench Attack

Two lines of boys form 1 metre apart.  Behind each line a chalk line is marked about a distance of 1 metre.  One line attacks, attempting to break through opponents and cross line behind them.  (Boys may hold tackle, or use any method, besides blows, of preventing opponents from crossing their line.)

60. Tub-Tilting

Two Boys are mounted on upturned tubs, about 3 metres apart, and armed with long bamboo poles. Each pole has a boxing glove on one end, and the Boys have to knock one another off the tubs with the poles. The boxing glove, of course, prevents any damage being done. If tubs cannot be obtained, chairs can be used instead.

61. Twist Stick

Two opponents hold stick at full height over head.  Stick is lowered in an attempt to twist it in the grasp of the opponent.  With pencil or chalk upper edge of stick can be marked so that the judge can tell in which direction stick is twisted.

62. Two Sided Ten Pin

Aim - To knock down the opposing teams pins, leaving at least one of your own pins standing. Good game for individual and/or team play.

Equipment Needed - 1 ten pin or cardboard tube per boy, two large balls (start off with 1 and introduce a second ball as the game evolves).

Boys - 4 or more (2 equal sides of at least 2 people)

Set up two teams of equal numbers. Send each team to one end of the hall.  Each team places all their pins in a straight line along the end of the hall, and boys stand in front of their pins.  Teams throw the balls and try to knock down the pins/tubes of the opposing team.  A pin is knocked down by a ball hitting a pin, whether it be a direct hit, or rebound off opposing boys or walls. If a boy accidentally kicks a pin over, it is classed as being knocked over.  Once a pin is knocked down, the boy may stay in the game and help defend the other pins, and attack opposing teams pins. Discretion needs to be applied if there are a number of boys on each side, as it may become impossible to knock down the final pin.  Boys must not cross a half way line at any time (defending or attacking).  Court size is up to you.  4 or 5 per side is a good number with no one needing to leave the field for effective game completion.

63. Under the Bridge

The two teams face each other on parallel lines as in "Fire" and each Boy spreads his feet about 18 cm apart.  Each Boy rolls a basketball at the other team in turn, the teams alternating.  If the ball goes between a Boy's legs, that Boy is out of the game.  He can do nothing to stop the ball as it goes "under the bridge."

64. Wrestling - Feet

Two boys stand facing each other with their hands behind their backs. They have to stand on one leg, and each tries to push the other over with the leg he is not standing on.

65. Wrestling - Hand

Opponents place right feet together, clasp hands and attempt to pull each other off balance.

66. Wrestling - Indian Leg

Two boys lie flat on back, arms clasped at elbows, facing opposite directions.  Inner leg is raised to greatest height, and attempt made to pull over opponent in hooking knees

67. Wrestling - Kangaroo Sumo

Same as for Sumo Wrestling but when called those 2 boys cross their arms and hop to the middle of the ring.   The object of the game is to either knock the opponent over or knock them from the ring, without putting the other foot on the floor or uncrossing the arms. Towards the end it is entertaining to call out more than 2 numbers. 

68. Wrestling - Leg

This is a trial of skill between two Boys.  They lie on their backs side by side with elbows locked and heads pointing in opposite directions. Together they count three.  On the first and second count they bring each inside leg up to a vertical position.  On the third count they vigorously lock legs and attempt to roll the other fellow up onto his shoulders and thence completely over. 

69. Wrestling - Line

Two teams form in line facing each other on opposite sides of marked chalk line.  Boys pair off, each attempting to pull or force opponent over to his side of line, thereby making him a prisoner. Continue until one team is eliminated, or the game can be played on a time limit, team having greater number of prisoners declared winner.

70. Wrestling - Mounted

Two couples mount as horse and rider. One rider attempts to dislodge other by pulling or pushing, horse assisting rider.

71. Wrestling - Sock 

Aim - For a boy to successfully wrestle the sock off his opposing boy.

Equipment Needed - Boys with 1 sock on. The other sock must be removed, Around 6 gym mats to create a playing surface. Arrange mats in as square a shape as possible.

Boys - 4 or more boys

Two equal teams are proposed. The boys in each team number themselves from 1 through to the highest number in the team.  All boys sit around the mats, with their feet up against the mats to make sure they don't slip apart.

The convenor calls out a number. The appropriate boys from each team enter the 'ring' and attempt to wrestle the sock off the opposing boy. Ensure that boys are wrestling for the sock, and not generally wrestling each other.  Some boys believe a longer sock is harder to remove. This has not really been proved, so boys are allowed to where short or long socks, it doesn't matter.  Place a time limit, so that the boys don't dance around each other. Make sure boys know the rules such as no pile driving or dangerous wrestles.

72. Wrestling - Stick

Opponents grasp stick with both hands and attempt to wrestle, pull or twist stick out of opponent's grasp.

73. Wrestling - Stick - Variation

Equipment: Rope to mark a circle with and a pole. 

Two boys enter the ring and both hold the stick with both hands, one in between the other boys hands.  The aim of the game is to push the other boy out of the ring or make them let go of the stick with both hands.   You may let go of the stick with one hand at a time.  No biting, kicking, head butting etc! 

74. Wrestling - Sumo

Make a circle on the group and line the group up in height, strength and build order.  The smallest two enter the ring.  First they ponce around a bit acting hard, and then on the cry 'yoshi!' from the judge, they must try to push the other boy onto their backs or out of the ring.  Winner stays on and plays the next biggest challenger.

75. Wrist Pushing

Two boys half facing each other, each put out the wrist nearest to his opponent, at arm's length, pressing it against the other wrist, and trying to turn him round backwards.

NIGHT GAMES

1. Bomb Mission

Equipment:  Balloons, Whistles, Torches 

This game needs to be played in an area with hiding places.   Create a number of equal teams, each team will be sent off to a different part of the playing area.   A number of Squad Leaders are given the task of either handing out the Bombs (balloons) or discharging them (popping).   The team who is carrying it so it can be identified later marks each balloon.  The thing that makes this game harder is that the Squad Leaders hide themselves so that the boys have to use there sense of hearing and sight to find them.   The disposal units have a whistle and the people who hand the balloons have torches.  These are sounded at 1 minute intervals so that they can be found.   At the end of the game the team who has disposed of the most balloons are the winners. 

2. Chalk Chase

Aim - For two boys to mark a trail for the remainder of the boys to follow, but make it back to base without being caught.

Equipment Needed - Lots of chalk.

Boys - 4 or more boys (2 boys are selected as the chalkers)

2 boys are chosen (the chalkers) and are given chalk. They leave the base (in our case the church) and start marking a trail of arrows for the rest of the boys to follow.  The chalkers MUST make an arrow mark at least at every 30 seconds. Chalkers are not permitted to give incorrect instructions.  Chalkers can lead the boys in a circle, if they can afford the time.  The chalkers are usually given 2 minutes or so head start, at which time the rest of the boys are set loose.  The chalkers win if they make it back to the base without being tagged.

3. Showing The Light

A Boy makes his way across fields, in the dark, and on hearing his leader's whistle, shows a light from a torch for five seconds. He remains there, but hides the light, and the rest of the Boys estimate how far away and whereabouts he is. Then they set out to where they think the light was shown and each one tries to get there before the others. The torch - bearer hands over the torch to the Boy who first reaches him, and then it is that boy's turn to go away and show the light.

4. Spotlight

Aim - To spot as many boys as possible with a torch.

Equipment Needed - Torches, A gas lamp

Once person is selected as being "in". They become the defender and must guard the lamp and spot attackers before they reach the lamp.  All other boys scatter into the bush. It is their aim to get within a certain distance of the lamp without being spotted by the defender. You should set realistic boundaries so that there is an equal chance of reaching the lamp as there is in being caught.  Alternatively, you could select more defenders and more of them can go out into the darkness to find the attackers.  It is a good tactic for the defender to not sit in the middle of the circle but to one side, so that the attackers do not know where he is. This can make it hard for the defender though, because it is hard to see on the opposite side, because the lamp restricts his view.  A new defender is selected once everyone makes it home.

5. Steal the Can

Aim - To steal the can from the base of the opposing team.

Equipment Needed - Torches, 2 shiny tin cans, A gas lamp

Two equal teams are chosen and each team along with their lamp and their tin can walk in opposite directions so that both teams are sufficiently separated.  Boys set up their lamp, and place their tin can very close to the lamp.  Each team splits up into attackers and defenders.  The defenders will defend their tin can, while the attackers attempt to steal the opposing tin can.  Defenders are not allowed with a 5 metre (negotiable) radius of the lamp/tin can.  If an opposing team boy is tagged, they must return to their base before making another attack run.  If an attacker enters the circle but is discovered before he is able to escape with the tin can, he cannot be tagged until he leaves the circle.

The attacker can use this time to wait for another attacker to arrive, to take a breather, or to wait until commotion causes the defenders to turn away from the attacker.  Once an attacker is on his way back he can pass the can on to another teammate, but he must not throw the can.  If he is tagged before reaching is base, then he must hand the can back over, at which time it is taken back to the original base. The tagged attacker must return to his base before starting another attack run.

6. Whistle Blow/Fox Hunt

Aim - To track down the boy with the whistle.

Equipment Needed - 1 whistle, Torches (if played at night), boys may wear camouflage clothing to help with hiding, 

One boy is selected as the fox, and is given the whistle. He has 3 minutes head start to go and hide before the rest chase him. If the fox is happy with his location before 3 minutes is up, he may blow the whistle to tell the others to start.  The fox will obviously find a hiding place, but is not confined to that one spot. He is free to move around.  After the three minutes head start, and the rest are chasing, the fox must blow the whistle once every minute regardless of how close the chasers are.  The single whistle blow must last for one second and be sufficiently loud. In fact a loud whistle can sometimes put the chasers off with echoes.  The chasers need to find the fox as fast as possible. The fox with the most whistles at the end is the overall winner.  Once a fox is found, another boy has a turn at being the fox. 

Note: We found boundary limits were not necessary, except where safety considerations needed to be highlighted and enforced.

7. Will-O'-The-Wisp

This game should take place across country at night. Two Boys set off in a given direction with a lighted lantern (or torch). After two minutes have passed the group or Section starts in pursuit. The lantern bearer must show his light at least every minute, concealing it for the rest of the time. The two Boys take turns in carrying the light, and so may relieve each other in difficulties, but either may be captured. The Boy without the light can often mingle with the pursuers without being recognised and relieve his friend when he is being bard pressed. They should arrange certain calls or signals between themselves.

OUTDOOR GAMES

1. Blind Compass Walk

For each group, set an appropriate number of small marked stakes in the ground about 1.5 meters apart in a north/south line. Give each Boy an orienteering compass and a paper bag, and stand him beside one of his group's stakes. Boys from one group set their compasses between 45 degrees and 135 degrees, while those from the opposing group set theirs between 225 degrees and 315 degrees. The boys then put the bags over their heads so that all they can see is the ground and their compasses. 

On signal, Boys spin around three times then follow the bearings on their compasses for 100 steps. They turn and follow a back bearing (arrow pointing towards instead of away from them) for 95 steps. Only Boys who finish within 10 steps of their marker score. The winning group has the highest score. 

2. Compass Course

Equipment Needed: Compass course, cards, and compass per group

Each group is given a compass and one card. On signal they start. They use all 3 courses. The Group with most courses right (closest) wins.

3. Cross The Pit

Equipment Needed: 3 poles, 6 ropes per group

On signal, group rigs up an a-frame with guy lines on top. Boy on frame tries to "walk" it across the alligator pit while his group steadies it with the guy lines.

4. Foreigner

You need a leader to play the Foreigner and a place where there are two trees with enough space between them that you can mark out a very deep, fast-flowing river, too wide to jump. Hand each group a long rope, and stand them at one tree across the river from the other tree and the Foreigner. The Foreigner doesn't speak or understand a word of English. Groups must somehow direct him to catch the end of the rope they throw to him and tie it around his tree with a round turn and two half hitches at a height that will enable them to cross the river safely once they've attached their end of the rope to their tree. The first group to communicate successfully and cross the river wins. 

5. Hoot Hoot Hoot

This can either be an indoor or outdoor game, though it's better for outside, since some tackling can be involved on occasion, unless specifically prohibited. 

You need a well-marked playing field, divided into two sections, about 50 meters deep (smaller sizes OK if you are indoors, but the playing size should equate to at least a basketball court sized area, with well-defined playing area borders, since stepping out-of-bounds means being called "out").  The two teams assemble in their respective ends of the play area. Teams choose which side is going to go first. One member of the selected team takes the deepest breath possible, and ventures into the other team's territory. If this boy runs out of air while in the other team's territory, the boy is "out" and has to sit out the rest of the game.  Since breath-holding is a quiet endeavour, it would be far to easy to "make a mistake" unless there were some way of telling whether a boy remains on just one breath while in "enemy territory". So, just to avoid confusion, the boy has to continuously say, "Hoot, hoot, hoot...." rapidly and without pause the entire time he or she is in the opposition's side of the play area. The "H" sound takes more air than most, and so limits the time available quite dramatically. Any pause indicates the boy is taking another breath. If this happens, he or she is "out". Since you lose less air when you are doing this quietly, everyone else has to be absolutely silent. If the boy's team makes noise in order to cover for the boy, both the boy and the noisemakers are "out".  Stepping out-of-bounds at any time is another way to be called "out". People who are "out" have to observe the remainder of the go from the sidelines.  "It" attempts to tag as many of the opposition's boys as possible. All who are tagged by "It" are "out" UNLESS "It" runs out of air before crossing to his or her own territory.

There is a very slight possibility that "It" will run out of air through poor planning. However, the best way of ensuring "It" runs out of air on the wrong side of the line is for "It" to be prevented from returning. Therefore, the side being invaded needs to capture "It" for long enough to ensure he or she runs out of air. (Tackling "It" to the ground and knocking the breath out of "It" is not encouraged.)   Capturing "It" is not, however, risk-free. If "It" cannot be held until running out of air, and he or she manages to get back across to home side, every boy who touched "It" in the failed capture effort is "out". A small but squirmy "It" can take out several of the opposition this way...

Team strategy is fairly important in this game, since you want to preserve a few of your stronger and fleeter boys till the end, if at all possible.  Everyone has to take a turn at being "It" - no exceptions allowed. Each boy takes this in turn until the entire team has gone across and returned (or been captured). After everyone has had a turn, the team circulates the responsibility again. You do not have to use the same sequence each time; however, so you can "target" opponents you need to get "out" as quickly as possible, using specific boys from your side.  The team that runs out of boys is NOT the winning Team. After a team wins, the game can be played again.

6. Jumble Bail

Equipment: Three soccer balls, three rugby footballs, three basketballs, and three volleyballs.  

Object of game to get majority of balls over opponents' goal line.  Soccer balls can only be dribbled, footballs can only be punted, basketballs can only be thrown, and volleyballs can only be batted.  None of the balls may be carried.  Game starts with balls being piled up in centre field.   All teams line up behind their respective goal line.  All start with a rush when signal is given.  Interfering with opponents in possession of ball is allowed.

7. Kick It And Run

Boy takes up his position in the clearing and the rest seek cover as near as possible. The Officer acting as umpire rolls a football into the clearing. The Boy in- side the clearing immediately kicks it outside and rushes out to "tag" any other Boy he can find and catch; but directly the ball is kicked back into the clearing, he must return and kick it out. NO Boy may be " tagged ", while the ball is lying still in the clearing. The umpire watches the ball, and directly it comes to a standstill inside the clearing he blows his whistle to indicate the fact. While the One Boy is returning to kick the ball out, the others may change their position or seek fresh hiding-places. The Boys who are caught wear a handkerchief around one arm, and then help their captor to catch other Boys; but they must not kick the ball, and must return to the clearing each time the whistle is blown. The winner is the Boy who is caught last. In an open field the clearing is indicated by a white mark on the grass or corner posts, and Boys have to elude capture more by dodging than by seeking cover. As a variation, successive groups may " hold " the clearing and endeavour to capture the rest of the Section in the shortest possible time. The Group-leader only is allowed to kick the ball out of the clearing. The winning group is that which takes the shortest time. In this variation the Boys who are caught do not take any further part in the game, and for this reason it is not so suitable for a cold winter's day.

8. Quiet Or I’ll Whack You

A couple of ropes, each about 3 metres long, are tied to a heavy weight or driven into the ground with tent pegs.  Each boy holds the loose end of one rope. One boy has a tin with a pebble in it, while the other carries a cushion or pillow. Both are blindfolded. The game is played as follows: The first boy rattles the pebble in the tin, at the same time running round the weight, and the other boy tries to find him and knock him with the cushion. Both boys, of course, have to keep their own rope quite taut as they run round to prevent themselves from tripping.

9. Race - Chariot 

Equipment Needed: 3 poles, 3 ropes per group

Groups line up next to equipment. On signal they assemble a travois (A-frame). Place boy on it and carry him around a course and back.

10. Race - String Burning 

Equipment Needed: 1 axe, 1 piece of wood, balloon and string, fire box, 3 matches per group

On signal group properly splits wood, prepare shavings and lights fire until string burns and balloon falls.

11. Race - Tent Pitching

Equipment Needed: 1 tent per group

On signal group sets up tent. After checked by judge, take down, Group up, line up and give yell.  First done wins

12. Race - Tent Striking

Equipment Needed: 1 or more tents per group

On signal groups race to see who can strike one or more tents. First group with tent down and lined up wins.

13. Race - Tripod Lashing

Equipment Needed: 3 poles, 2 ropes per group

On signal the group assembles a tripod. One member must be able to suspend himself from a rope attached at top.

14. Race - Water Boiling 

Equipment Needed: 1 axe, 1piece of Wood, Pot, 3 matches per group

First group to build fire and boil water wins

15. Relay - Bow Saw 

Equipment Needed: Per group = 1 saw, log and supports

Groups line up facing logs from 10 metres away.  Bowsaw is placed along log. On signal, first boy runs up and saws off 2cm slice...repeat until all have done at least once.

16. Remote Knotting

Stake out a 3-meter radius circle around a tree for each group, and give them a 15-meter rope. Two Boys from each group hold the rope at either end.  Without letting go and without entering the circle, they must tie a clove hitch around their tree. Also outside the circle, the other group members can give advice and raise the rope if necessary. 

17. Spud

All boys are numbered, from one up to highest number of boys.  One of the boys tosses ball in air, calling any number when it reaches its greatest height. Boy called must recover the ball and hit one of the boys.

18. Treasure Island

A treasure is known to be hidden upon a certain island or bit of shore marked off, and the man who hid it left a map with clues for finding it (compass directions, tide marks, etc.). This map is hidden somewhere near the landing-place; the groups come in turn to look for it-they have to find the map, and finally discover the treasure. They should be careful to leave no tracks, etc., near the treasure, because then the groups that follow them will easily find it. The map and treasure are to be hidden afresh for the next group when they have been found. The group wins which return to the starting-place with the treasure in the shortest time.

WATER GAMES

1. Relay - Marathon Obstacle 

Of course, this must be set up according to the location and equipment available, but here are some examples. Make it a timed relay in which one boy from each group starts off. He swims to a raft or dock, enters a canoe or rowboat, paddles it in a certain manner, jumps out or capsises it and stays underneath to sing for 10 seconds, pushes or tows the craft back to the dock. Or, he picks up a passenger from dock or raft, paddles around a buoy, jumps out into the water and climbs back in, etc., etc.
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