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Activity Summary 
 



This is a brief overview of most of the activities provided for the scouts at the NSW 
State Rally 2015, which was held at Glenfield Scout Activity Centre over the 
weekend of 30 July to 2 Aug. 
 
Each activity base was tasked to run an activity program to fill 3 hours, covering all 
three levels of the scout award system wherever possible. 
 
State Rally is run annually by Scouts Australia, NSW Branch. 
 
Details are usually available on the NSW State Scout section website –  
www.patroltent.com 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Compiled and photographed by  
Ian Moggs 
Scout Leader 
1st Picnic Point 

 
(www.scouts.cubstuff.info) 
 
 
 



RAC 1 
 

Theme : Sci Fi 
 
 
Entry to the RAC was through the TARDIS 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Scout patrols spent 90 minutes on each of the 2 activity bases.



Badge-work it was possible to cover -  
 
Activity 11a - Predator 
Proficiency Badge - Communication 
C- Activity 
Activity 11a - Lost in Space 
Proficiency Badge - Communication 
A- Investigate 
B- Skill 
 
Activity 12 - Armageddon 
Adventurer Construction 
1a-Sketch and explain how to construct a major project 
1b-Assist & test a scout to pass Explorer Construction Planning 1 
3a (part) - knots and lashings in Adv.Campcraft 1b 
3b - assist scouts with knots and lashings for a major project 
3c (part) - Demonstrate tensioning ropes with/without pulleys 
Adventurer Campcraft Knots and Lashings 
1a (part) - Teach Explorer Knots and Lashings 
1b ii-v - Hunters bend, Fisherman/prussick knot, Japanese and Phillipino lashing, 
alpine butterfly 
Explorer Construction 
1c - Sketch & explain making a 3M braced footbridge with handrails 
1d - Assist a scout to pass Pioneer Planning 
1b i,ii - How ropes & pulleys work & how they move heavy objects vertically and 
horizontally 
3b i,ii - Double Sheetbend, bowline on the bight 
Explorer Campcraft Knots and Lashings 
1b i,ii,iv - Bowline on the bight/double figure of eight, sheepshank, round turn and 
two half hitches 
1b v,vi - Diagonal lashing, figure of eight lashing 
Pioneer Construction 
1a - sketch & explain construction of a 5M flagpole with min 2 material lengths 
3a,b - Demonstrate Scoutcraft knots and Pioneer lashings, know 2 types of anchorage 
Pioneer Campcraft Knots and Lashings 
1a - Know scoutcraft knots 



1b i,ii,iii - Square, round and prussick lashingsPART ONE - 



CONSTRUCTION 
The Information sheet 
The Award Scheme 
 



 
Activity One – Planning 
 
Scouts were shown this bridge model (about a metre long) and then tasked with 
planning how they would build it as outlined on the table on the next page. 
 

 
 
 
 
 
 
 



 
 
Page 2 was blank for the required sketch(es) 
 



Lashings 
 
Given three poles and ropes, 
scouts had to construct a 
triangular frame that could be 
used to transport an item or 
small person. 
 
 

 
 
 
 
 
 

 



Activity Three - Knots 
 

 
 
 
 
 
 



While the provided sheet covered all the 
campcraft knots for all three levels of the 
award scheme, it was found that most scouts 
still had trouble remembering their Scoutcraft 
knots, so most of the available time for this 
base was spent refreshing their knowledge of 
those knots so they would be able to 
effectively complete the upcoming challenge 
on the next base. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 



Activity Four : Sled Pull 
 
Now putting these skills all together to do something, the scouts (re)learned how to tie 
a truckie-hitch, and then used it and other knots to create a system to pull a heavy and 
dangerous load across a track. 
 

 
 
 



 

 



PART TWO – COMMUNICATION 
 
The first part of this base was a 
wide game requiring the use of 
SILENT communication through 
the use of hand signals. A page 
of suggested hand signals was 
provided. 
 
The game was run in a similar 
way to capture the flag, with a set 
of leaders as watchers, and others 
as the Predator.  
 
Scouts were out if caught (heard 
communicating) by the 
Predators. 
 
 
 
 
 
 
 
 
 
 

 
 
 



 
 
 
 
 
 
 
 
 
 

 
 

 

 
 
 
 
 



The second part of this base had four sections, the first of which was to research the 
answers to this set of questions about communication This was provided as the fill-in 
activity to do while waiting for their turn at the other parts of the base. 
 

 
 
. Fortunately for the scouts, the answers could all be located within the information 
found on the laminated pages on that area (as found on the several pages following). 



 
 



 
 



 
 



 
 



 
 



 
 



 
 



 
 



 
 



 
 



 
 
 



 
 
 



 
 



 
 



 
 
 
 
 
 
 



 
The second was a communication exercise requiring one scout to describe a “flux 
capacitor” that they were looking at (but unable to touch), with the rest of the patrol 
attempting to locate the correct pieces and construct an identical device. 
 

 
 
 
 
 
 
 



The Patrol Leader was hidden 
away in here 
 
 
 
 
 
 
 
 
 

 
 
 
 
Trying to describe this, 
one piece at a time 
 
 
 
To the other scouts in the 
team via UHF-CB radio 
 
 
 

 
 
 
 
 
 



So all except the radio 
operator could crawl into 
there 
 
 
 
 
 
 
 
 
 
 
 
 
To select what they 
thought was the corrct 
piece needed from the 
assorted pile of parts 
here (One pice at a 
time per person). 
 
 
 
 
 
 
 
 
 
 
 
 
With this sort of progressive result  
 
 
 

 
 
 
 
 



The third communication activity involved the use of “hand-held” GPS recovers to 
locate an item hidden in a nearby area. 
 
 

 
 



 
 
 
 
 
 
 
 
 
 
 



The GPS Receivers were 
attached to long sticks – as 
much to stop them 
“inadvertently” being placed in 
pockets as for appearance. 
Each GPS unit did of course 
contain coordinates for a 
different container of rocket 
fuel. 
 
 
 
 
 
 
 
 
 
These scouts have found theirs 
and are returning it to base. 
 
 
 
 
 
 
 
 
An internal view of the fuel bucket – 
there is a marble loose in the bucket, 
which has the potential to impact on the 
mouse-trap, setting off the explosive. 
 
 
And one from the top – showing the 
explosive (a party popper whose string is 
attached to the mousetrap). 
 

 
 
 
 
 



The final activity on Rac 1 required to scouts to send a (one-word) message to another 
team using morse code – though rather than lights or sound, this challenge involved 
them using vests with either dots or dashes on the back to create the letters. 
 
 

 
 
 
Once the message was transmitted (and decoded) it was time for the other team to 
send their word for the first team to receive and decode. 



 
 
 
 
 
 
 
 
 
 
 
 



 
 
Of course the scouts on both teams were provided with a chart showing the morse 
code for each letter so that they could code and decode their messages. 
 
 
 
 
 
 
 
 



RAC 2 
 

Themes : Horror and Crime 
 
Each of the bases was designed to to take about 1.5 hours, so arriving patrols were 
assigned to only complete 2 bases (they did not have a choice of which two bases they 
completed). 
 
Badge-work it was possible to cover -  
 
Activity 2.1 - The Walking Dead 
Proficency Badge - Outdoor 
B 1,2 - learn a new skill; organise or participate in patrol talk or activity 
Adventurer Campcraft - Navigation 
4 a,b - Run and orienteering course; plan with a topographoc map incl. Naismith's rule 
4 c,d - back bearings, triangulation, resection, help scouts pass Explorer navigation. 
Adventurer Campcraft - Camp Activity 
6 a,b - Instruct scouts in requirements of Explorer Campcraft 6b, 8 i,ii,iii 
Adventurer Campcraft Knots and Lashings 
1a (part) Teach Explorer - Whipping, Back splice and eye splice. 
Explorer Campcraft - Navigation 
4 a,b,c - Pioneer level skills, care of maps, orientate map by compass & physical 
features. 
4 d,e - Direction by sun & stars, navigate between 2 pts over 1km in bush 
4 f,g - Use of GPS and compass; assist a scout to pass Pioneer Navigation 
Explorer Campcraft - Camp Activity 
6 a - Assist a scout to pass Pioneer Camp Activity 1-4 
6 b i,ii,iii,iv - Camp sanitation, drinking water precautions, food storage, environment 
care 
6 c i,ii,iii - Patrol gear for a weekend trip/camp/hike, menu & food list, participate in 
activity 
Explorer Campcraft Knots and Lashings 
1 h iii - West country or sailmakers whipping 
Pioneer Campcraft Navigation 
4 a,b - Principal comapss points and degrees, use and care of a compass 
4 c,d - true and magnetic north; how to set and follow a bearing. 
4 e - How to read a map - scale, legend, date, grid references, contour lines 
Pioneer Campcraft - Camp Activity 
5 a i,ii,iii,iv - Hygiene, bedding, insect protection, how to pitch/strike.dry/store a tent 
6 b Personal equipment for a weekend camp 
6 c,d - prepare a menu and food list, select and lay out a patrol camp site 
Pioneer campcraft - Knots and Lashings 
1 a - know the scoutcraft knots 
 
Activity 2.2 - Knotty Horror 
Adventurer Campcraft - knots and Lashings 
1a - teach and test explorer campcraft knts and lashings - round turn and 2 half hitches 
1 b v - Alpine Butterfly 
Explorer Campcraft - Knots and Lashings 



1a - Assist a scout to pass the Pioneer lashings 
1 b iv - Round turn and 2 half-hitches 
Pioneer Campcraft - knots and Lashings 
1 b i,ii,iii - Square Lashing, round lashing, prussick square lashing 
Pioneer Water Activities - Knots 
4 b ii - Anchor bend 
 
Activity 2.3 - It's a Wrap! 
Proficiency badge - Entertainer 
A Investigate parts 1,2 or 3 
B Skill - Parts 1 or 2 
C Activity Parts 1,2 or 3 
 
Activity 2.4 - Zombie Alert! 
Proficiency Badge - Bushcraft 
B 3 - make a shelter for 2 people using natural materials or whatever is available  
Adventurer Construction 
1b - Assist and test a scout to pass Explorer Construction planning 1 
3a - Knots and lashings in Adventurer Campcraft 2b (ii-iv) 
3b - Assist scouts with knots and lashings for a major project 
Adventurer Emergencies 
2a,b DRSABCD, teacg and test CPR 
4 a ii,g - Control external bleeding & sprained ankle 
4d - Lead a mock emergency 
Adventurer Citizenship 
2b ii - Set up and run a mock emergency covering min 3 tasks from P or E 1st Aid 
Explorer Construction 
1b - Sketch and explain construction of a camp table or similar 
1d - Assist a scout to pass Pioneer Planning 
Explorer Emergencies 
2a,b,d - Approach an unconcious person, check breathing, control external bleeding. 
4 a,c.i,ii - Take part in a mock emergency, make inprovised stretcher, carry patient 
500M. 
Explorer Citizenship - Energencies/First Aid 
2b - Demonstrate understanding of DRSABCD Principle 
Explorer Campcraft - Fire and Fuel 
b Light, maintain and extinguish a fire in wet conditions 
Pioneer Construction 
1b - Sketch & explain constrcution  of a scout chariot 
3a,b - Scoutcraft knots, Pioneer lashings, 2 types of anchorage 
4a,b,c - take part in erecting a flagpole, scout chariot or similar 
Pioneer Emergencies 
2a,b - Check for danger, check breathing. 
4a,b,d - Control bleeding (arm/leg), treat nosebleed, minor burns and scalds 
5b - Assist in carrying a patient on a stretcher 
Pioneer Citizenship - Emergencies/First Aid 
2b i,ii,iii - Response from injured person, find and check pulse, place in recovery 
position 
Pioneer Campcraft - Fire and Fuel 
c - Learn how to light a fire in dry conditions 



 
 
The initial base was a Campcraft construction base, with the aim being to build a 
scout-walker that looked like this. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Using 
the 
suppli
ed 

materials 



 
 
And the basic knots/lashings skills that are a part of 
the Campcraft target badge. 
 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 



 
And then, using 
the ropes they 
attached, to 
“walk” the frame 
with a scout on 
it. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Rac 2’s second activity base was in three parts, involving voodoo dolls, pentagrams a 
rope escape ladders. 
 
Firstly, the Voodoo Dolls  

 
 
Which may have looked like a simple craft 
activity, but was really a sneaky way to give 
the scouts practice at whipping a rope-end. 
 
 
 
 
 
 
 
 
 
 



Moving onto the second activity, the scouts had to negotiate the intricacies of the 
dreaded pentagram of the Occult  
 

 
 
– using navigation by compass  via a provided set of  directions 
 
 

 
 
 
 
 
 



 
to find parts of a puzzle at the marker points. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



The Final part of this Activity base required the scouts to (learn to) make a full size 
rope ladder similar to the supplied model  
 

 
 
using one lng rope and a quantity of short poles. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



after which the ladder was attached to a pulley rope and raised to an overhanging 
branch spo the souts could try climbing the ladder they had just made. 
 
 
 
 



Activity Base Three on Rac 2 gave the scouts the chance to basically complete the 
requirements of the Entertainer Proficiency badge. 
 
Firstly they watched a presentation on the various stages of creating a film, including 
who and what who was involved,  

 
 
 
Then they planned a performance as a patrol, and created a story-board for their play 
or film,  

 
 



 

 
 



 
 
 
which was followed by the opportunity to don costumes and select the necessary 
props. 
 

 
 
 
 
 



 
 
 



 
 
 
A couple of rehearsals followed, and then finally their performance was filmed using 
available cameras (including those built into tablet PC’s) 
 

 
 



 
 

 
 



 
 
 
 
If time permitted, they had the chance to watch some (or all) of the films that were 
made during their activity session. 
 
 
 
Each film had the initial storyboard frame included as a “slate” enabling easy 
identification in the review process. 
The films were all due to be added to a website or facebook after the Rally for all to 
be able to view them later as well. 
 
 
To assist in idea-seeding, there were several props and resource pages available. 



 
 



 
 



 
 



 
 



 
 
 
 
 



The final base on RAC 2  had been overrun by Zombies. 
The scouts had a choice of 10 activities, from which they could randomly choose any 
5 to complete as a patrol. 
This map shows the approximate layout. 
 

 
 
Each of the activities comprised a task page 
attached to the inside of a tower, with a low 
door that one patrol member (PL) was to enter 
and read the challenge. 
 
Five of the challenges were particularly aimed 
at badgework, and five were just for fun, but the 
scouts did not know which were which. 
 
All required them to complete a task 
successfully, sometimes using materials they 
had to go and request from a zombie/base, after 
which they would be given a flag to show it was 
done. Once they had 5 flags, they were to return 

to the start point 
and would be 
provided with 
materials to build 
a flagpole upon which they could raise their flags. 
 
 
 

 
 
 



A range of award-scheme badge-work was able to be covered. 
 
 

 
 
 
 

 



Base 1 - Acid Flares 

 
 
The materials provided to the 
scouts were pre-made rockets as 
shown here (right side), while a 
leader was on hand at the launch 
pads to assist, guide and provide 
the required vinegar and tissue-
twist of Bicarb-soda. 
 
 
 



This pic shows a rocket ready to go. The 
scouts had to pour in the vinegar, insert and 
hold the tissue-load of soda, and gently wedge 
the cork into place. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Once ready, the whole patrol shook their 
rockets, QUICKLY placed them on the launch 
pads, and stepped clear of them. 
 
 

 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 



Base 2 –  Zombies v’s Aliens 
 

 
 
Another “fun” base, this sent the scouts to find a friendly zombie and they would be 
directed to a firing range at the 
back of the area where they were 
given a chance to fire corks at 
pictures of Aliens. 
 
 
 
 
 
 
 
 



The “gun” was 
made from a length 
of pvc pipe 
(conduit) and a 
tight-fitting stopper 
on the end of a 
length of dowel, 
which provided the 
air pressure as it 
was used to fire the 
cork they wedged 
into the firing end 
of the pipe. 

 
 
 
Of course eye-protection goggles 
were also provided. 
 
 
 
Plenty of ammo was also 
available. 
 
 
 
 
 
 



Base 3 – First Aid 

 
 
 
 



There were enough things wrong with the 
“injured” scout to keep them busy for 
several minutes, under the watchful eye of 
an assessing leader. 
  
 
 
 
 
 
 

 

 

 
The scouts had to carry their injured 
patrol member to the first-aid station 
before they could start treatment using 
the resources available there. 



Base 4 – Making a carrying frame 
 
Somehow I missed the info page for this activity, but it would have been similarly 
themed and believe it was to lash three supplied poles together into a triangle  
 

 
 
as demonstrated by these scouts completing the exercise. 
 

 



Base 5 – Shooting Range 
 

 
 
 
 
 
 
 



Admittedly these two scouts could probably get a bullseye with no effort at all, but for 
the real effort they had about 3 metres between them and the targets. 
 

 
 
The other scouts had to guide and advise how and where to adjust their aim to get a 
successful shot. 
 

 
 
Oh, and yes, the water was coloured. 



Base 6 – Sherlock Holmes Mystery 
 
Sherlock Holmes was waiting nearby this base, 

 
 
 
 
 
 
 
 
 
 
 
 
 

 and advised the scouts to look for clues such as this 
one that were around the fence-line. 
 

 
 
 
 
 



They then had to solve the mystery – no I am not including the whole set of clues – 
after all, it is supposed to be a mystery (and they may want to use them all again 
somewhere, so we don’t want all the scouts to have already read it all here). 

 
 
 
 
 
 
 
 
 
 
 
 
 



Base 7 – Static 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 



Along with the task-card was a box 
containing packs (one per patrol) 
containing 2 balloons and 10 strips 
of tissue.  
The pieces of tissue do not show too 
well in the pics, but were about 8mm 
wide. 
 
 
 
 
 
 
 
As the scouts had generally seen others already doing this activity, there was a 
tendency for them to keep doing the same thing – rubbing the balloons on each others 
hair rather than trying different shirts to see which material was most efficient at 
creating the necessary static. 
 
 

 
Once the zombie guts were all stuck 
to the balloon(s), they had to 
transport them to the leader at the 
entry point (equipment store) to get 
their flag, after which they were also 
allowed to burst the balloons before 
throwing their rubbish in the bin. 



8 – Shelter 

 
 
There was plenty of bush on the edge of the base area, with plenty of material 
available for making a bush shelter. 
 

 
 
While I was there, no scouts were completing that task. However for examples, see 
the bush shelter base in the RAC3 section. 



Base 9 – Fire and Fuel 
 

 
 
 
 
 
 
 
 
 



The scouts were provided with a couple of matches and a striker, so if they were 
efficient at preparing their fire they would have no trouble getting it going.   
Of course many patrols could not succeed with even the 2 matches as they did not 
take enough care with finding/preparing fine enough kindling, so they were also 
provided with a small amount of rope end that would work as tinder and a spark-stick. 
All the materials were stored in an eclipse-mint tin as shown here. 
 

 
 
With plenty of raw 
materials on the ground, 
it was only a matter of 
being able to 
successfully light the 
initial tinder and 
kindling for a patrol to 
get a useable fire going. 
 
Of course – 
extinguishing it before 
leaving was the final 
step in the process. 
 
 
 
 
 
 
 
 



Base 10 – Zombie Masterchef 
 

 
 
Oddly enough, the correct 
type of brains for this 
base looked just like the 
ingredients for damper 
twists…. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
They even had the 
optional flavour bonus  of 
including “flies” in their 
meal 
 
 
 
 
 
 



The preparation table in use 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
A couple of fires were 
already burning (it was 
probably a good thing 
they did not have to 
reply on the fires started 
as part of the fire and 
fuel base). 
 
 
 
 
 
 
 
 
 
 



RAC 3 
 

Theme : Animation 
 
Three bases were provided, with the first (Base A) split into three activity bases. 
On this RAC, scouts progressed through all three bases. 
 
Badge-work it was possible to cover -  
 
Activity 3.1 - What's Up Doc? 
Adventuer Citizenship - Emergencies and First Aid 
1 - Recognise 8 Emergency situations and how to respond 
2.1 - teach and test 8 types of emergencies, Teach and test correct CPR  
4.8 - Demonstrate how to treat a patient with and eye injury 
5 - lead your patrol in dealing with two mock emergencies 
Explorer Citizenship - Emergencies/First Aid 
1 - Recognise 10 different situations classed as emergencies 
2.1 - How to approach a patient, Identify if a patient is breathing. 
4a,b - Assist in 2 mock emergencies, patient in touch with a live wire. 
Pioneer Citizenship - Emergencies/First Aid 
1 - Recognise 5 different situations classed as emergencies 
2 - Dangers to self and others, check breathing, blocked airway, open airway. 
5 - assist in one mock emergency. 
 
Activity 3.2 - Caveman Taz 
Proficiency badge - Bushcraft 
A - Investigate - the origin of map making and current method of making a map 
B  - Skill - make a shelter for 2 people using natural materials etc 
C - Activity - Prepare and light a cooking fire in the open incl precautions etc. 
Adventurer Emergencies 
Lead your patrol in dealing with 2 mock emergencies 
Different types of extinguishers and when to use etc 
Explorer Emergencies 
participate in 2 mock emergencies, understand basic principles 
Know what types of fire extinguishers should be used/not used on. 
Pioneer emergencies 
1 - Recognise 5 different situations classed as emergencies 
5 - assist in one mock emergency. 
 
Activity 3.3 - Fireman Sam 
Proficiency badge - Fire Awareness 
A - Investigate - one of items 2,7,8,9 
B- Skill - One of items 1,2,3 
C - Activity - one of Items 1,2,3,4,5 
Adventurer Campcraft 
b - show how to make sure a campsite complies with fire regulations in your state 
c - explain the three principles of how to survive a bushfire & give 3 examples. 
d - Explain and demonstrate the use and differences between 2 types of portable hike 
stoves. 



Explorer Campcraft 
b - Light, maintain and extinguish a fire in wet conditions. 
Pioneer Campcraft 
b - Explain what you can do to keep a fire under control to protect yourself/other 
scouts 
c -Learn how to light and extinguish a fire in dry conditions. 
 
 
 
 
 
Base 1 – What’s Up Doc? 
 

 
 
Each of the bases provided the leaders with a check-card to ensure the scouts were 
covering all the necessary steps of the process for their emergency scenario. 
 
 



 
 
(Since this was an electrocution, the Danger check also included ensuring that the risk 
of others being electrocuted was eliminated, and while it was not specifically noted in 
the info card this was being included in the activity).  
 
 
 



The tell-tale signs in the set-ups for 
this included a power cable. 
 
 



 

 
\ 



 
 

 
Various patrols in the middle of the DRSABCD drowning scenario 

 

 
 



 
 
 
 
 
 



 
The scouts who had been treated for eye injuries were noticeable around the rally, as 
they usually left the “blood-stains” on their faces after they had finished. 
 

 
 
 
 
 
 



 
Base B – Caveman Taz 
 

 
 



A selection of additional info sheets ere also provided for info while at the base. 
 

 
 
It relates to the history of mapping as listed in the badge-work list. 



 



 



 
 
Each patrol was provided with 2 longer and 2 shorter lengths of bamboo, along with 
4-only pieces of string.  
Each patrol was to build a shelter which was to include the use of the provided 
materials – not all remembered to use them. 
 

 
 



Here are some samples of shelters being built on the base. 
 

 
 
 
 
 
 
 
 



Base C – Fireman Sam 
 
 
 
 
 
 
 
 
 
 



Mock fire extinguishers ere available to be able to discuss which type are usable for 
which type of fire, negating eh need to carry heavy extinguishers into the bush 
location. 
 

 
 
 
 
 
 
 



 
This set of cards was provided as a part of the Fire Awareness Badge, and the patrol 
would make use of the mock extinguishers shown above in completing the task. 
 

 
 
 



Another set of cards started the patrol on the Fire and Fuel task. 
 
 
 

 
 
 The third Card (investigate) is shown on the next page, along with the pieces needed 
to complete the task. 
 



 
 
 
 
 
 
 
 
 
 
 



 
Getting their fire ready. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
This part of the base 
involved the use of 
a hexamine (hexi) 
stove –  
 
 
 
 
 
 
 
 
 
 
 

 
but to make it more 
interesting, the scouts 
had to make their own 
billy 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 



 
 
 

And then cook an egg on in their billy on a hexi 
stove. 
 
 
 
 

 
 
 
 
Then they could eat their freshly cooked 
hard-boiled egg. 
 
 
 
 
 
 
 
 
 
 



 
 
Another item available was a fire-
fighting back-pack extinguisher,   
 
 
 
 
 
 
 
 
 
 

 
 
 
Which also doubled as a source of water in 
which to boil an egg….. 
 
 
 
 
 
 
 

 
 
 
At the end of their fire-efforts 
which usually involved 
digging a hole in which to set 
the fire, it was necessary to 
return the ground to the way it 
was before they started. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 
 
 
 

 
 
 
 
 
 
 
 
 

See you at Next year’s Rally. 
 
 
 
 

Feel free to use the ideas in the booklet as a  
starting point for your own activity bases. 

 
 
 
 
 
 
 
 


