
Additional Activities
To be used in

Scoutmaster’s Junior Leader Training

Activity One

 Shows the “Big Boss” type of leader. Have the patrol leader or one scout give all the 

instructions.

Night Crossing 

This game will give a good assessment of the verbal communication skills of a patrol 

leader and the listening skills of the patrol.

Equipment: Enough blindfolds for everyone except the patrol leaders; about a dozen 4 

inch diameter cardboard cylinders, 18 – 24 inches long (such as tubes that come inside 

rolls of carpet or PVC pipe).

Procedure:  Blind fold the entire patrol, except the patrol leader.  Set up the cylinders at 

irregular intervals across the course.  It is the patrol leaders job to coach his patrol across 

the course without bumping over a cylinder. The patrol leader cannot get on the course.  

If a cylinder is bumped over, that scout must start over. Once a scout has successfully 

navigated the course, allow him to take off his blindfold. All members can be on the 

course at once, or one at a time. This can be a timed event or it can serve as a team 

building exercise.  Rearrange the course for each new patrol. 

Stepping Stones

Give everyone in the patrol, except the patrol leader a “life support capsule”  (6” square 

piece of plywood or a carpet square). Each life support capsule must be in contact with at 

least one scout at all times.  The capsules can be touched by more than one scout.  If a 

capsule loses contact with a scout it is taken away.  The patrol must get from point A to 

point B, about 15 – 20 feet without touching the ground, using life support capsules as 

stepping stones. If anyone touches the ground, the patrol must start over.



Peppermint Candy Toss

Equipment: 3 peppermint candies for each member of the patrol.  One receiver dish (cool 
whip dish etc.) Masking tape to mark off 1’ increments up to 6’ from the dish. 
Procedure: Each member of the patrol may be given 3 practice throws from any distance 
(determined by the patrol leader).  When the game starts each member will have three 
candies to toss at the dish as determined by the patrol leader.
Scoring:  1point – each peppermint in the dish from 1’

2points – each toss from 2’
and so on up to 
6pts – each toss from 6’

Ball Carry

Equipment:  multiple short pieces of PCV pipe – either whole or split lengthwise, with or 
without elbows and tee’s, a marble, golf ball, or tennis ball to match the pipe.
Procedure:  Members of the patrol get to pick their piece of pipe.  The ball must be keep 
moving forward and must not drop to the ground.  The distance covered should be at least 
twice the length of the total length of pipe being used.

Activity 2:
Teaches the co-operative style of leadership skills.
All of the games in Activity 1 may be used again or others may be used but with group
cooperation skills.

Activity 3 
Everyone is unique and a good leader learns and appreciates the special qualities and 
abilities of all members of the group.

Black out fun
All of these activities require the blindfolding of each player.
1. The players must correctly identify a sudden, sharp noise or series of noises, such 

as items being dropped, striking a match, pouring water, etc.
2. The players walk a prescribed number of steps, turn around, and walk back to the 

exact starting place.
3. Open several small cans, each with different contents, such as ground coffee, 

onions, cloves, mint, etc.  The players must identify the contents by smell.
4. Before the scouts are blindfolded they are shown several objects that are about 15 

feet away.  Once they are blindfolded, they must try to find and pick up the 
objects they have just observed.



Bagged object
Place an object in a cloth bag and let each scout place one hand in, feel the object, then 
write a description of it, naming the object if possible.

Foggy Harbor
The group must maneuver an “oil tanker” (one member of the patrol) through the 
“harbor” without bumping into the other “ships” (the other patrol members).  The oil 
tanker is blindfolded and moves on his hands and knees.  He is not to touch any of the 
other ships, which remain stationary and are distributed throughout the harbor.  Ad the oil 
tanker nears a ship, the ship must give a warning signal such as a foghorn.  The oil tanker 
then approaches more cautiously and tries to maneuver through the harbor without 
colliding.

Activity 6
Group problem solving

Punctured Drum
This is a summer time game, best suited near a swimming pool.  The object is to see 
which patrol can fill a large plastic garbage can with water until it overflows, by using 
either a bucket, if dipping from a lake or pool, or a garden hose. Oh, yes.  The can has 50 
or 60 holes at various points around the sides.  The patrol must plug the holes as the can 
fills.  No foreign objects are allowed.

The Floating Disk Maze
Equipment:  25 carpet squares, disks, laid out in a 5 X 5 square.
Procedure:  “In front of you is a maze.  You need to get to the other side.  The maze is 
programmed in such a way that participants traversing the maze can only do so following 
a certain pattern.  When someone steps on the wrong disk/carpet they are immediately 
returned to where they originate, outside the maze.

Every participant may attempt the maze as many times as they want.  However, a 
participant’s third attempt can only be done when 2 members of the group give up their 
sight.  And a fourth attempt can occur, by anyone, with the loss of sight of 4 members.  A 
fifth … six sightless members.

The patrol leader holds a map of the maze but must not share its contents.  The map 
holder’s job is only to inform the group when they have mis-stepped.

Change up
Please find on attached sheets.

Twist’n’Turn
Please find on attached sheets.



Activity 8  
Trust and Teamwork  “Building the Team”

Full House
Please find the game attached.
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