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KNOT GAMES
The Rope Pyramid

We had a pyramid shaped board with a tag for each scout. Any scout could challenge a scout on the line above him and if they tied all the eight knots correctly, first, the tags were switched. You could only challenge once a week. The top three could be challenged by anyone. The top three got to be so good that they could tie the knots behind their back. 


Knots Galore

Give the team captains a 24-inch length of rope. At the signal, the captains tie a knot in one end of the rope, the second player ties one near the first, and so on down the line. There should be one knot for each player on the team. After all the knots are tied and the number checked, it goes down the line again with each player untying a knot. First team to finish wins. 


Rope Throw Rescue

Each den (or team) has a coil of rope. Adults representing drowning victims are in the water. Each Webelos in turn throws the rope to the drowning person who grabs it and then lets it go. The player recoils the rope and hands it to the next player. Repeat until all den members have cast successfully. Can be played on land, too. 


Save My Child

You will need 6 pieces of 4-foot long rope per team, a blanket (for indoor game) or a wagon (for outdoor game), and a broom handle or stout stick. The object of the game is to tie the ropes together to have a rope long enough to throw to someone out about 15 feet away and pull them to safety. One boy sits on the blanket or in the wagon and waits for his team to tie the ropes together using square knots or sheet bends. Once the rope is thrown to the waiting boy, he must tie a bowline in the end while the other boys tie a clove hitch around the stick. All pulling must be done on the stick and not the rope. The first team to pull the boy to safety with all the knots properly tied wins. 


Knot Step Contest

Line up the Webelos at one end of the room. Each is given a 6-foot length of rope. Call out the name of a knot. Each Webelos ties the knot. Judges check the knot. Each Webelos who tied the knot correctly can take one step forward. The process is repeated until a Webelos is across the finish line. 


Square Knot Relay

Divide the den into two teams. Give each boy a piece of rope. At the signal, the first boy runs down to a rope lying on the ground, ties his piece to the end using a square knot or sheet bend, and returns. Each boy repeats in turn. The first team to successfully tie all pieces of rope together using correct knots wins. 


Friendship Circle Closing

Each den member is given a 3-foot length of rope which he ties to his neighbor's with a square knot so that a circle is made. Boys pull back on the line with their left hands and make the Cub Scout Sign with their right. The Den Leader says, "This circle shows the bond of friendship we have in Cub Scouting. Now please join me in the Cub Scout Promise." 


Drop the Knot

The group sits in a circle with their hands behind their back. One person walks around the outside with a piece of rope. They select someone, place the rope in their hands and say a knot. They then continue around the circle. The challenge is for the knot to be completed correctly before they return to the same place. If the knot is not finished or not correct, the person tying it changes place with them and goes around the circle with the rope. The game can be adjusted according to the knotting skills of participants - either by the range of knots that may be specified or if they are more competent with their knots by requiring the knot to be tied with hands kept behind the back. 


Knot Dodge

Two teams are numbered off. The leader of the game calls out a number and a knot. The person with the corresponding number from one team has to go to a designated point and tie the knot. The person from the other team with the same number has to go to another point and try to hit the person tying the knot by throwing a ball (or a beanbag) at them. So the person tying the knot has the double challenge of tying the knot correctly while also dodging the throws. We used to play this on a basketball court. A length of rope was tied hanging down from the stand behind the backboard, and the knot was tied with a second length of rope onto the first. The person tying the knot would signal they had completed it by swinging on the joined ropes. The person throwing the ball had to throw from behind the free throw line (with older scouts who can throw harder and more accurately this may even need to be inside the center circle). They can go anywhere to retrieve the ball after a throw, but cannot throw it again until they have returned to the free throw line. 


Human Knot

Up to twelve people stand in a circle. Each would first put in their right hand and hold with another one (not adjacent to you). Then put in the left hand hold with another one (not adjacent to you). You must get the group untied without letting go of hands. 


Round-Robin Knots

Take the basic eight knots (overhand, square, clove hitch, two-half hitch, bowline, taut-line hitch, sheet bend, and timber hitch) and see who can tie them in 60 seconds or less. Good game that enforces the ability to tie knots. 


"Champ-Not"

All the boys form a circle, each with a length of rope. The instructor calls out a knot, and the boys tie it, then drop the rope at their feet when finished. The first one to correctly tie the knot drops out, then the remaining boys go for it again on signal. This process continues, using the same knot, until only one boy is left, who is then declared the "champ-not" for that knot. (The beauty of this game is that the boy who needs the most practice gets the most practice.) 


Knots & Lashes

Give each patrol three staves, and three lengths of rope about 10 feet long. On "go," they have to lash the three staves in a triangular shape (using square lashings), then use the resulting structure as a platform to carry a patrol member a certain distance and then back to the finish line. Lots of fun - requires them to know how to lash, and know how to lash well enough that the structure doesn't come apart while carrying one of their buddies! Also requires teamwork, planning, etc. 


Giant Clove Hitch

Put a pole in a ten foot circle. (In a gym, a volley ball net pole in the middle of the Center basket ball circle works fine.) Hand each end of a thirty foot plus rope to two scouts, and tell them to tie a clove hitch on the pole, without stepping into the circle, and without letting go of the rope. 


Blind Knots

Tie 8-10 different knots and put them in bags of textile fabrics, one in each bag. See if anyone can recognize all of the knots without opening the bags. You can let them put their hands in the bag or just touch on the outside. 


ORIENTEERING MAP GAME

by Barb Stephens, Pack 114, Mid-America Council 

Obtain or make a suitably detailed map of a park. It should show a lot of tree and equipment detail. Scatter 10-15 "control points" on readily identifiable features shown on the map. These could be trail intersections, field corners, trash cans, etc. The key is to use points that can be found both on the map AND actually in the park. After doing this "desk work," verify by going to the park and locating each "control point." 

Make physical markers that will be placed/posted at the "control points." These can be 3x5 index cards. Put a different letter on each card, and a different "code number" and a trivia question on the back of the card. The letter serves to uniquely identify each of the "control points"; the "code number" must be recorded when the "control point" is located; the trivia question must be answered. 

These physical markers should be placed at the "control" points just prior to the event. Mark the "control points" on the map using the same letter as the corresponding physical markers. On the back side of the map, list the "control point" letters along with a physical description of the "control point" so the contestants can verify each location. 

Distribute a map and pencil to each pair of contestants (2 scouts or parent/child) with instructions to write the code number and the answer on the back of the map by the "control point" letter and physical description. 

Rules: (optionally, set a time limit & deduct points for each extra minute used) 

1. Map shows location of each control point to find 

2. Visit the control points in ANY order 

3. At each point: 

a. record the code number 

b. record the answer to the trivia question 

4. You score points for each control point you find AND each trivia question that is correctly answered. 

Make a map on one side of page and a list for answers on the other side. Here is a sample back side of our map. 

Map Reading Adventure

Sample Back of Map

	Letter
	Control Pt Desc.
	Code#
	Trivia Answer

	A 
	North side of Shelter 
	_____ 
	__________________________________ 

	B 
	Bottom of Baby Swing 
	_____ 
	__________________________________ 

	C 
	Tree next to See-Saw 
	_____ 
	__________________________________ 

	D 
	Water Pump 
	_____ 
	__________________________________ 

	E 
	5th step of Slide 
	_____ 
	__________________________________ 

	F 
	Top of Monkey Bars 
	_____ 
	__________________________________ 

	G 
	Circle Swings 
	_____ 
	__________________________________ 

	H 
	Merry-Go-Round 
	_____ 
	__________________________________ 


NON-COMPETITIVE GAMES

Compiled by Barb Stephens, Pack 114, Mid-America Council

TIPS ON FORMING A CIRCLE:

Ask participants to form a fingertip circle. Bend the arms, putting the hands at shoulder height, then turn the palms away from the shoulders. Join fingertips with the two participants on either side. This puts just the right amount of space between players! 

COOPERATIVE MUSICAL HOOPS

This has the same basic rules as the traditional game of musical chairs except no one is ever out. Spread hula-hoops on the floor and play lively, fun music. As you remove the hoops, let the group know that no one is out. Let them figure out that they must share the hoops in order to remain playing. It's fun to see how many people can share a hoop. 

PEOPLE TO PEOPLE

Everyone has a partner except for the leader. The leader chants body parts for partners to touch. For example: "head to head" or "elbow to elbow." After doing a few of these the leader calls out "people to people," at which time everyone, including the leader, must find a new partner (thus there's a new leader). The game continues in this fashion. 

GROUP JUGGLING

Players form a circle. The leader gives each member a number. Consecutively numbered people should not be near each other, but across the circle from each other. The players must then toss a ball starting with person #1 up to the last numbered person who returns the ball to person #1. As the players get used to the pattern with one ball, add another, and another, etc. 

For smaller children, whose coordination is still developing, use stuffed animals to toss. Lower elementary children can use medium to large nerf balls, while junior high and above can use tennis balls. 

Another variation for older kids: when doing multiple balls, use balls of different sizes and/or texture. 

HOOP CIRCLE

Have players form a circle and join hands. The leader has a hula- hoop resting on his arm (and is holding hands with those beside him/her). Without breaking hands, the leader must pass the hoop to the next person and it continues around the circle with each player stepping into the hoop and then over his/her head and on to the next person. 

Once this concept is learned, see if you can get two players through the hoop together, then three and so on. Some little kids have actually gotten five in at a time! 

MOONBALL

Players begin by forming a circle. Toss a beach ball or balloon ball (balloon with cloth cover) into the circle and see how long the group can keep the ball in the air (count number of hits). If the ball hits the ground, start again and try to improve your record. 

Help teach problem solving: When the ball hits the ground, ask the group what they think will help them do better. Then try their suggestions. 

ZOOM

Have players form a circle. Players must get in the zoom position (leaning into the circle, one foot in front of the other, both hands on the front knee) - "assume the zoom." Begin by passing the word "zoom" around the circle (verbally). You can't "pass" the "zoom" until you've received "it." Record the time it takes to get the word all the way around the circle. Ask for suggestions on how to improve your time. Try to beat your previous time. Incorporate any reasonable suggestions. 

HUMAN KNOT

Ask a group of ten or thirteen people to form a tight circle. Have each person extend both hands into the center, and grasp the hand of two different people. When this is completed, the group must then untangle the knot they have created. 

Physical hand-to-hand contact may not be broken to untangle the knot. Grips may change and palms may pivot on one another, but contact must be maintained. If time is running out, the problem can be simplified by breaking one grip and asking the group to form a single line instead of a circle. 

ALL ABOARD

The goal is to get a group of twelve to sixteen people on a two-foot square platform without anyone touching the ground. Rules: 

1. Each person must have both feet off the ground.

2. Everyone in the group must remain on the platform for at least 10 seconds.

3. Participants can not lay on top of each other, forming a dog pile, as a solution to this activity.

Variation: use hula-hoops instead of platforms. 

BLIND HEIGHT ALIGNMENT

Blindfold each member of the group, and instruct them to align themselves according to height. Group members are not allowed to talk to each other, and blindfolds must remain in place throughout this activity. 

BLIND SQUARE

The object of this game is to have a group of at least eight participants form a perfect square while blindfolded. After participants have put on blindfolds, place a rope that is tied in a circle, in each person's hands. Participants must then form the rope into the shape of a square. When they believe the square has been formed, the participants place the rope carefully on the ground and remove their blindfolds. All participants must have at least one hand on the rope at all times. 

Variation: after successfully forming a square, try a triangle, or another shape. 
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