Orienteering Game


Camp Tamaracouta








1. Orienteering Game Guidelines





This game requires the following PC files:





Game Guidelines and Clue Placement Sheet: This document containing all the clues and administration guidelines


Individual Group Clue Sheets 1 to 6: Six MS Word files with the directions to all the clues


Secret Solution Sheets 1 to 6: The final clues to complete the game


Map of Camp Tamaracouta





This activity has been prepared by Greg O'Brien, member of the BeacoNorth District 





The objectives of the hunt are to find all the six locations in Tamaracouta following a Clue Sheet.  Then a Secret Solution Sheet is answered indicating the location of a final reward.  Materials needed include the sheets, pencils, containers for code words, compasses, ziplock bags, maps and rewards.





The reason for the individual sheets for each of six groups is as follows.  In order to have the groups work independently, one doesn't want them going in the same order through the destinations.  Neither does one want the groups to criss-cross the camp several times and lose time relative to another group.  Therefore there was some thought given to the sequence each group should follow.





A. Each clue is a clue to a location. A map of Tamaracouta is absolutely required, and it must be the one from Scouts Canada that has the legend with forts, buildings etc, in a keyed guide.  If this is not the case you have to amend the clues so that there are no references to numbers on a map.





At each location a tin/peanut butter jar contains a word completely unrelated to the location. You can construct a word puzzle with each of these prize words.  Then upon completing the course and returning with the 7 words, the hunt organizer hands each group a Secret Solution Sheet.





The locations corresponding to each are: 


1. Fort Simpson


2. Touchwood Hill


3. Moose Factory


4. Totem Poles near Moose Factory


5. Fort Chimo


6. Boy's Washroom at main wash-house


7. Knights of Tamara Stone Cairn





You can easily adjust the clues to give more or less difficulty and to relate to Scouts instead of Cubs.  The object of this part is to have them identify a location with a range of instructions from compass direction and map-reading to pop culture and word association. 





�
B. In the hunt place the following words (order is not important) at the locations:


How     Many     Stars    Are     There    In    Cubs?  Answer is 6.





You may choose your own "prize words" but they must be able to be combined in only one way so they all get it.  We asked a question that they all knew and that had a numerical answer.





C. Individual Group Clues, a different one for each group.  It doesn't matter who gets which sheet but it is the way to finally direct the groups to a prize hidden under the steps of the Cabins.  Each sheet took the answer from B, i.e. 6, and added and subtracted numbers to it as per the instructions so as to give a final answer of 1, 2, 3, 4, 5, or 6 corresponding to the number of the nearby cabins. The final Secret Solution Sheets answer the puzzle with the solution: 6 + 5 - 10 = 1 for cabin number 1.  The other sheets provide the answers by simply changing the last number to minus 9, minus 8, minus 7 etc. to give the answer Cabin # 2, 3, 4 etc.





D. Enclose the map and the Group Clue Sheets in a large zip lock bag so the weather won't interfere.  The prize words can also be kept in here. Issue leaders with a clue sheet with the answers provided so they can circulate and help any group that is heading dead wrong.





The cans with the prize words have to be placed sufficiently in advance to avoid having the kids see the placement.  While circulating, leaders might check that they haven't been "re-located".  Remind the kids to take only one copy of the word and leave the other copies for the groups to follow.





The time taken to run the game for all 7 locations ranged from about 1h30 minutes to 2h00. 





The maps from Tamaracouta have to have the legend on them and make sure the kids understand that the locations are keyed.  i.e. Buildings are referred to differently than "Forts".  This is one of the points of the exercise to read the map and its legends and understand how it works. Each group needs a compass.





Remember:


Clues lead to locations. Locations contain a tin with a "prize word". All the "prize words" can be arranged on a solution sheet to make a unique meaningful message. This message poses a question with a numerical answer. The Secret Solution Sheet has a skill testing question that ultimately gives the location of the prize (a different location for each group participating).








�
2. Orienteering Game Top Secret Clue Placement Guidelines





The text for the Group Sheets and the placing of the clues for the hunt are as follows:





Here are the clues to seven locations you are asked to find. At each location you will have to find a can that has a word clue in it. Do not take the can with you; open it, take one word out, close it again and leave it in the exact same location. Don’t tell the other groups where the site is, let them find it on their own. When you have finished you should have 7 words in your plastic bag.  Bring it back to the flagpole and a Leader will give you a solution sheet for the next part of the Treasure Hunt. Read all the instructions first.  You do not have to do all the clues in order. This could save you time.  GOOD LUCK.








First Clue: Bart, Lisa, Marge and Homer. If they lived in a Fort, what would it be called.  Go there. At this location look for a tin can at the West end leg of the base of the entrance sign. Take out one clue word, close the tin and put it back in exactly the same place. Fill in the BLANKS:     


LOCATION: FORT SIMPSON  WORD:________________





There is a large entrance gate and you place the tin behind the LEFT leg of the gate.








Second Clue: Complete the quiz below.





How many parts are there in the Cub Promise (3, 5 or 7)		5___


How many provinces (not Territories) start with “N”       	+	3___


How many Stars are there now in Cubs		       	+	6___ 


=	14__ (answer)


Go to the Camp-site whose number is = answer. At this location look for a tin can in the open on top of a stump or rock. Take the clue word out, close tin, leave it same place. Fill in the BLANKS    	


LOCATION: TOUCHWOOD HILL  WORD:________________





Choose a stump or rock that is clearly visible as you enter the site.








Third Clue: In many parts of Canada there lives a large 4 legged animal. It has been here for a long time and is even shown on one of our Canadian coins. Another clue is from your map. Some people think these animals are not natural, but are assembled by man. There is a location on your map with a name that could be the place. Go there. At his location as you approach from the South keep you eyes open for the tin with the clue. Take one word, close the tin and leave it where you found it. Fill in your clue sheet.


LOCATION: MOOSE FACTORY  WORD:________________





As you enter the site from the South place the tin in full view but perhaps in a little ways from the entrance.








Fourth Clue: Somewhere in the camp is a monument made by the Indians. If you think you know where it is, check it on the map now  this way. The location you’re looking for should be West/NorthWest of the Beach. Go there. Get your password from the tin located 15 paces due West of the monument. Take out one clue word, close the tin, and put it back in exactly the same place. Fill in BELOW.


LOCATION: TOTEM FIELD  WORD:________________





There are some totem poles here and the grass in the field is usually long.  Take a bearing due west of the totem pole and place the tin 15 paces from the base.








Fifth Clue: Look at your map to find a road that runs past Beaver Meadow. This road runs approximately East-West. To the SOUTH of this road there are 4 camp-sites, you should go to the third campsite on the SOUTH side of the road. The camp rhymes with "Nemo". To find your password take out your compass. Stand at the entrance gate to the Fort. Take a bearing of ____ degrees. You should see a structure within a short distance. The tin is there, Take one word out, etc.


LOCATION: FORT CHIMO  WORD:________________





You need to take a bearing here and enter the information on each sheet before the group leaves.  The outhouse across the road from the entrance to Fort Chimo is easily seen and the tin can be placed around the back of it. 


					





Sixth Clue: Solve the following riddle.





Some houses are short


This one is not


You can wash in this place


With cold or with hot.





The place to locate


Your missing password


Is the stall on your left


After the third!		Go there.  Take one word, close the tin, etc. etc. 


LOCATION: BOYS WASHROOM 4th STALL  WORD:________________





Place the tin on the back of the toilet tank but include a note (see below) to indicate not to remove the clue.  This should be placed only shortly before the hunt starts and removed after the hunt is complete.








�
Seventh Clue: From the flag pole go SOUTH a very short distance to the T intersection shown on the map.  Take this road to the EAST until you come to a fork in the road. Take the trail to your left that goes Northward. Follow the trail past a large building on your left. Continue on past the building to a monument.  Stand at the exact North Edge of the round stone monument (don’t climb it.) Take a bearing of ____ degrees and walk in this direction for ____ normal paces. You will find the tin containing the clue word. Take out one clue word, close the tin, and put it back in exactly the same place. Fill in BELOW.


LOCATION: KNIGHTS OF TAMARA STONE CAIRN  WORD:________________





You must place the tin in a location that can be found by following a bearing you select for a specified number of paces.  This is left open depending on the season when the game is run.  It is suggested that you go in the direction towards the lake about 20 paces from the north side of the Cairn. You need to take the bearing and paces here and enter the information on each sheet before the group leaves.








IMPORTANT NEXT STEP: When you have completed all seven clues go back to a Leader at the Flag Pole.  He will give you a Secret Solution Sheet (no charge, no GST, no QST). You will use this sheet to arrange your words for the final challenge question. Don’t give away any of the locations or words to the other Cubs, it might spoil their fun.





Remember what to do if you should get lost. You have a map and you are with a buddy.  Do not separate.  If you feel you cannot locate your way back, then STAY PUT along a road or at one of the Camp sites.  When we see that you haven’t returned there will be many people available to look for you. Listen carefully and call out when you hear somebody.  If you have your survival kit with a whistle, then use it. Use your head, and don’t worry.�
3. Orienteering Game Code Words and Sign





hOW   mANY   sTARS   aRE   tHERE   iN   cUBS





hOW   mANY   sTARS   aRE   tHERE   iN   cUBS





hOW   mANY   sTARS   aRE   tHERE   iN   cUBS





hOW   mANY   sTARS   aRE   tHERE   iN   cUBS





hOW   mANY   sTARS   aRE   tHERE   iN   cUBS





hOW   mANY   sTARS   aRE   tHERE   iN   cUBS








Scouting GAME in Progress 


Please do not remove
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