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N – S – E - W
One end of HQ is North, opposite is South, & other 2 are East & West. The corners are NE, NW, SE, &SW as appropriate.
Shout a compass point & Scouts have to run to correct place in room.

Additional calls:

	Call
	Action
	
	Call
	Action

	Compass spinning
	Arms out and spin around
	
	Compass broken
	Run haphazardly around room

	Compass on hike
	Walk around room
	
	Lost compass
	Fall to floor & be still


Sixteen Point Compass Game

A circle is marked on the floor and sixteen cards are prepared each giving one of the sixteen compass points.  These cards are placed face down on a table.  Each of the sixteen players takes one of the cards at random.  The umpire finds the player who has picked up the North card and places him anywhere on the circle. On the words, "This is North -- Fall in," the others take up their appropriate places in the circle.  After the players have become thoroughly proficient the umpire should take any player (say ESE) place him anywhere in the circle and say.  "This is ESE--Fall in." 

Dutch Compass Game

The fifteen players stand in a circle, 10' to 12' in diameter. 

The umpire stands in the centre of the circle holding a staff upright with one end on the ground. On the words, "Fall In," players take up positions on the circle (facing inwards) to represent the compass points, the umpire indicating where a space is to be left to represent North. He commences by calling a compass direction say ESE and simultaneously releases his hold of the staff. The player occupying the ESE position on the circle must catch the staff before it has fallen. If he succeeds he returns to his place and another direction is called. 

When a player fails, he goes to the North space on the circle and the place he left becomes the new North, all of the players immediately picking up their new compass points. The umpire calls new direction. 

Compass Relay

Line up teams in relay formation, parallel to each other. Opposite each team a compass is drawn on the floor, the points indicated but only the North lettered. The leader calls out a point. No. 1 man in each team steps out and places a pencil on the compass, pointing in the given direction, before the leader has counted six. If correct, the player falls in behind compass; if incorrect, he goes back and falls in at the further end of his team. Another point is called and the No. 2's step out. The first team to fall in complete behind the compass wins. 
Compass Game

Everyone stands spread out around the room and was told to orient themselves to 'north'. North could be real north or a convenient wall or corner in the room. Everyone except for the caller and the referees closed their eyes (blindfolded if you don't think the honour system will work). The caller then calls out a direction, like 'east' and then everyone turns (eyes still closed) and points in the direction of east. The referee the goes around and taps the shoulder of anyone not pointing in the right direction. They are out. The game continues until one player is left. It gets interesting when you start calling headings and bearings. 
This is a good game as it only discriminates by your sense of direction, which improves as you play
Search & Order

Equipment: 2 packs of Map Symbols Flashcards

Randomly spread the 2 packs around the HQ. Scouts have to collect 1 set of cards and arrange them in the order given on the answer sheet.
End Of Meeting Reading - Our Spiritual Compass

For Scouts on a hike or canoe trip, a compass is an important tool. Because it gives you a stable reference point (magnetic north), you can set a course and follow it. As long as your compass is accurate and you don't damage it, it will serve you faithfully. If you trust it. 

Our faith or spirituality is something like that. We have a point of reference that does not change, God. And we have a compass, so to speak, in our relationship with God. It's something we have learned and continue to learn about, just as we learn to use a compass properly.

We use our spirituality and faith to get us through this grand journey we call life. If we are prepared to trust the things we have learned about God and creative living, our spirituality can guide us through the joys and temptations of life. We can use it to show us what service we may give and what potential dangers to stay away from. We can use it to guide us in our friendships, in our work, in what we say to people and about people, and in how we treat our natural world.
Points of the Compass
Equipment - None 

Game Description 

A Leader stands in the centre of the room (whichever way they are facing is always 'North') 

The Leader calls out a compass point and Cubs have to run to the correct point in relation to where the Leader in facing. 

To complicate things the Leader can call a compass point then shout another compass point before the Cubs get there, or can even change the way they are facing, thereby moving North 

Any cubs who go to the wrong point are out. If they all run the same way the last one there is out

Compass Points

        • 8/16 Poles or a piece of chalk 
This game will be found excellent practice in learning the points of the compass. 
Eight staves are arranged in star fashion on the ground all radiating from the centre. One staff should point due North. One Scout now takes up his position at the outer end of each staff, and represents one of the eight principal points of the compass. The Leader now calls out any two points, such as S.E. and N., and the two Scouts concerned must immediately change places. Any one moving out of place without his point being named, or moving to a wrong place or even hesitating, should lose a mark. When changing places, Scouts must not cross the staves, but must go outside the circle of players. When three marks have been lost the Scout should fall out. As the game goes on blank spaces will occur. These will make it slightly more difficult for the remaining boys. To make the game more difficult sixteen points may be used instead of eight. When played indoors the lines of the compass may be drawn in chalk on the floor. 

Compass Skills Patience
        • Sets of cards with compass points printed on them 
This game is played the same way as the patience relay (described earlier). This time the boys have to place the cards at the correct compass position for that card. Suggested order for laying down cards: North, South, East, West, North East, South East, South West, North West. NNE, SSW, NNW, SSE, ENE, WSW, ESE, WNW. 
Refinement: 
Replace some directions with bearings (eg. 270 is East) 

finished wins. 

READING THE MAP.

This is a test in map-reading and remembering the map read. The Scoutmaster or Patrol-leader in command takes his patrol into a strange town or an intricate part of the country and through them he wishes to find out particulars about the neighbourhood; so he shows the Scouts a map of the district and appoints to each a place to be visited, showing the route on the map, and pointing out churches, inns, etc., to be noted on the way. Each Scout should have a fixed distance to go and a certain number of points to be noted. Then they start off, and as they return the Scoutmaster or Patrol-leader takes down their reports. The winner is the Scout who brings in the best report in the shortest time.

COMPASS POINTS.

This game will be found excellent practice in learning the points of the compass.

Eight staves are arranged in star fashion on the ground all radiating from the centre. One staff should point due North. One Scout now takes up his position at the outer end of each staff, and represents one of the eight principal points of the compass. The Scoutmaster now calls out any two points, such as SE and N., and the two Scouts concerned must immediately change places. Any one moving out of place without his point being named, or moving to a wrong place or even hesitating, should lose a mark. When changing places, Scouts must not cross the staves, but must go outside the circle of players. when three marks have been lost the Scout should fall out. As the game goes on blank spaces will occur. These will make it slightly more difficult for the remaining boys. To make the game more difficult sixteen points may be used instead of eight. When played indoors the lines of the compass may be drawn in chalk on the floor.

Map Sign Relay
Equipment 

1 Set of Map Sign Cards per Patrol, 1 Sheet listing the Map Signs per Patrol 

Game Description 

The Map Sign Cards are various map symbols drawn onto 30mm cardboard squares, the Listing Sheet is just the desriptions of the Symbols written out down the sheet. 

Place the Map Sign Cards half way down the hall in front of each Patrol and place the Listing Sheets at the far end of the hall. 

Each Patrol member in turn runs down the hall, picks up a sign on the way and places it on the floor against the Listing Sheet so that the symbols match up with the order on the sheet. 

If the Scout decides two of the symbols are wrong then he can swap the position of two cards.

Card Dash
Equipment 

· Two Packs of playing cards or Cards with Map Symbols 

Game Description 

At the end of the hall a "finish" line is marked. At the other end of the hall the cards are laid out on the floor face down. 

A card number or map symbol is called, and the teams search for these cards. Once a card has been looked at, it MUST be placed face down on the floor again. The first to find two matching cards and run across the finish line wins points for their team.

Card Dash II - A Variation on Card Dash.

Equipment 

· Two sets of cards about the size of dominos, one half showing map symbols and the other half matching descriptions - the more the better!!! 

Game Description 

Make up two sets of cards. One half with map symbols and one with descriptions. 

All cards are placed face down at the end of the hall. In relays, each player from each team runs down to collect two random cards. After each player has been once the teams have to match symbols with descriptions. 

At the end, all un-matched cards can be returned to the end of the hall and the relay run again. The winning team is the patrol that has matched the most symbols and descriptions.

National Grid
Equipment 

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

Game Description 

1. A six-figure grid reference is called followed by a number. 

2. The Scout whose number is called runs to the map and finds the height at that grid reference. 

3. A time limit of 30 seconds is applied to each grid reference. 
OS Map Symbols Game I
Equipment – 1 set of 12 basic map symbols, 1 Explorer map per team

Place the symbols around the room. Have to collect the symbols and name them [using map legend]
OS Map Symbols Game II
This set of cards is designed to teach Cub Scouts & Scouts the symbols used on the Ordnance Survey Maps in the UK. 

· Cut out all the map symbols from the 2nd, 3rd and 4th sheets, and place them around the meeting hall. 

· Split the Pack/Troop into even groups (the sixes are ideal for this, as they give a mix of age and ability). 

· Running as a relay race, the Leader calls out one of the symbols from the first sheet, and the first Cub/Scout in each six must try to find it. 

· The first six to return with the correct symbol earns one point. 

If you have access to a laminator, its a good idea to laminate both the symbols and the score sheet, so that they may be used more than once. Non-permanent OHP pens may be used for marking laminated sheets, and then wiped off with a damp cloth later. 

For the Cubs & Scouts to get the most from this game, it should be played at least two or three times, so that they become familiar with the symbols.
Cub Mines
Separate worksheet.
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