Indoor Fitness Activities

Everybody Up

This initiative exercise is a useful way to introduce the idea of group cooperation. Ask two Scouts of about the same size to sit on the ground or floor facing each other with soles of their feet touching, knees bent, and hands tightly grasped. From this position they try to pull themselves into a standing position. If they succeed, askanother Scout to join them and try standing with threeScouts, then four, etc. As the group grows, each playermust grasp the hands of another person and must maintainfoot contact with the group. An expanding groupwill find that thinking is required to come up with asolution that allows large numbers (50 or more players)to get Everybody Up

.Variation: Ask the Scouts to sit back-to-back and try to stand as a pair, trio, etc. To avoid possible shoulder dislocations do not allow interlocked arms.

Human Ladder

This activity helps develop trust and teaches participants to be responsible for each other’s safety.

Equipment: Six to 10 smooth hardwood dowels about 3 feet long, 1⁄2 inch in diameter.

Procedure: Pair the Scouts and give each pair one “rung” of the ladder. Each person holds one end of therung. Several pairs, each holding a rung and standingclose together, form the ladder. A climber starts at oneend of the ladder and proceeds from one rung to thenext. As the climber passes by, the pair holding thatrung may leave that position and go to the front end ofthe ladder, extending the ladder length indefinitely.

Note: The direction of the ladder may change at any time (make a right-angle turn, for example), and the height of the rungs may also vary.
SCOUT’S PACE RELAY.

The Scout’s pace is an old Scoutcraft skill, requiring him to learn to run and walka measured mile within a few seconds of 12 minutes.Use a quarter-mile track, or measure a mile on backroads at the camp. In the Scout’s Pace Relay, there areeight legs of 220 yards each. In patrols with fewer thaneight Scouts, some must run twice.If you are using a quarter-mile track, each patrolstations four of its members at the start, the rest at thehalfway point around the track. If you are on camproads, one Scout would be placed at every 220-yardmark. (In that case, of course, all patrols would needeight members.)

Scoring: The patrol finishing the race closest to exactly 12 minutes (without using watches to help) scores 10 points; second place scores 8 points; third, 6 points; fourth, 4 points; and fifth, 2 points.

Snatch the Hat

Scouts form In 2 lines facing each other across the room or open space.  Tall Scouts are opposite each other, grading down to the little chaps on the far end of the lines.  A Scout hat is placed In the center of the field or room, and at the word "go" a Scout from each team runs out to the hat. Turns are taken by starting at the "tall" end of the line and so on to the end--then begin again.

The object Is to get away with the hat and bring it across your own line without being tagged by the opponent.  If you touch the hat you may be tagged and are out of the game.  Or if your opponent gets away with the hat you are out also.  Eliminate until one team is wiped out.

This one of the very best Scout games, either for Indoor or outdoor work.

Three Deep

The Scouts form in a double circle, that is, each Scout has another fellow back of him.   There is also a Scout who is "it" and one that he is chasing whom we will call the runner.  If the runner can get in front of any of the "two deep" units forming the circle he is safe and the third or rear man of that unit becomes the runner.  Thus it will be seen that the man who is "it" has to chase several runners before he Is lucky enough to tag one, thus making him "it."

Fire

Two parallel chalk lines are drawn about 20 yards 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 Scout is hit he is out of the game. If he catches the ball, however, the thrower is out. The Scouts throw in turn, each team alternating, beginning with the tallest Scout of each team, who is the captain of that team.  It is the duty of this captain 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.

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.  Scouts 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 Scouts throwing in turn, the teams alternating.  The object Is to eliminate all the Scouts in the opposing team.

