
 

 

Compass Games 
 
Compass Basketball 
If there is a basketball court near your meeting site, organize a game of Compass Basketball to help Scouts learn 
compass points. Mark circles on the court to represent the eight main compass points. (North is just below the 
basket, South behind the foul line.) Divide players into two teams. When the leader calls a compass point, the 
first player must go immediately to that position on the court and shoot at the basket. If the Scout goes to the 
wrong point, he may not shoot. Score two points for going to the correct mark and one point for making a basket. 
After all players from the first team have had their turns, the other team takes over. Compare total scores. 
 
Dutch compass 
Equipment:  A broomstick, tape 
How to Play:  Set up a circle with the tape about four metres in diameter.  Mark with the tape the eight compass 
points around the circle.  The blank space on the compass becomes north.  The leader stands in the middle of the 
circle with a broomstick held upright with one end on the ground.  He calls out a compass point and at the same 
time releases the broomstick from his grasp.  The player standing on that position must run in and catch the 
broomstick before it hits the floor.  If the player is successful, the game continues as usual; if he fails to catch the 
broomstick, he goes to the north position.  His empty space on the compass becomes the new north position.  
Allow players a few seconds to figure out where they are, then resume again.  If the game becomes too easy or 
you want to include more people, expand the compass into its full sixteen points. 
 
Find your place 
Equipment:  Tape, 16 cards (each marked with one of the sixteen points of a compass) 
How to Play:  Using the tape, make a large circle on the floor.  Place the sixteen cards face down on the floor 
and have each player take a card.  The leader finds the player who has North and places him anywhere on the 
circle.  On command "This is North, find your place!", the other players have to try to find their appropriate 
places on the circle.  Place the cards face down again and try it again.  When the Cubs begin to catch on and 
become proficient at this, make it more difficult by placing any player (e.g. WSW) on the circle and saying "This 
is West South West, find your place!" 
 
Minesweepers 
This game will teach Scouts how to work together in a team, and how to use a compass. 
Equipment: newspapers; compasses 
How to play: Line your players up in groups. Scatter opened pieces of newspaper in front of each group so the 
floor is completely covered. With a leader who acts as an umpire, identify a number of pieces of paper that will 
represent mines. Don't tell the first person standing in line which papers represent mines. (You might even want 
to place some obstacles (like chairs) around on the newspaper to make the task more confusing.) On "Go!" the 
first person in each line must follow compass headings called out to him by the last person in line to find a safe 
path through the mine field. (E.g. "Two steps at a heading of 220º.") If the person being guided through the 
minefield steps on a mine, the Scout must return to the start. 
 
Use this activity to discuss why Australia played such an active role in the land mine treaty signed in 1997. 
Today, there are over 100 million mines in the world.  Mines are a constant hazard to people in many countries.  
Most victims of mine accidents are children. 
 
Silver Dollar 
This challenge will help reinforce compass bearings. 
Equipment: Each participant requires one orienteering compass, one fake "silver dollar" (3-inch circle from tin 
can top), and one card with distances and directions. Each card should have the following same directions with 
"X" being different for each player. 
Directions for Card: 1.Take 50 steps at "X". (For this example we will use 90 degrees for "X") 2.Take 50 steps at 
"X" (90 degrees) plus 120 degrees. (i.e. 90 + 120 = 210 )3.Take 50 steps at "X" (90 degrees) plus 240 degrees. 
(ie. 90 + 240 = 330 )This should create a triangle which will bring your Scouts back to their Silver Dollars. 
How to Play: Scatter participants widely over a field with fairly tall grass. Place a "silver dollar" at the feet of 
each Scout. On the signal, "Go!", each Scout sets his compass for the direction on his card, and walks the 
specified distance. Do this again for the second and third bearings. When done, the "silver dollar" should be at 
the Scout's feet (or at least within immediate sight). The patrol with the most Scouts winding up within 7½ steps 
of their "silver dollars" (5 percent error) wins. 
 



 

 

Compass Scavenger Hunt 
Materials:  A compass per team, about ten cards per team, pegs 
What to Do:  Prepare a simple orienteering course outdoors.  Peg small cards to the ground.  Each card should 
have on it a bearing and the distance to the next card.  The card also contains a jumbled up word for the team to 
unscramble.  The words in the sequence produce a message.  The first team to finish the orienteering trail and 
decode its message, wins. 
 
Find your bearings 
In this game you'll be creating words using compass bearings. 
Equipment: Each Scout should have a pencil, paper and compass. 
How to Play: Mark out a circle in a field and place stakes in the ground with a single, highly-visible letter on 
each stake. Each Scout (or patrol) must spell out a word by finding its compass headings.  For example, if 
assigned the word "SYMBOL", a Scout would take a compass reading to the first letter ("S") from the centre 
stake. After marking the bearing down, the Scout would walk to the "S" and take a bearing to the next letter 
("Y") and continue until finishing the word. Leaders must check to make sure the bearings are correct. 
Depending on the size of the circle, you could have groups of Scouts all playing at once. 
 
That's Backwards! 
Equipment: several "obstacles" set up along a course; compasses 
How to play: In a forest, several leaders set up a number of obstacles separated by distances ranging from 100-
300 metres. Then Scouts get a list of bearings (all bearings) to each obstacle. For example, if the true bearing to 
obstacle #1 is 360 degrees, then the bearing given would be 180 degrees. The Scouts must turn around and walk 
backwards to the obstacle following the compass bearing of 180 degrees. When the Scouts have reached their 
destination, they must face forward and complete the obstacle, at the end of which they find their next backward 
bearing. You could try this as a relay race by starting at opposite ends of the obstacle course. You could set this 
course up with a hiking, camping or wilderness quiz at each station. 
 
Astral Navigation 
Equipment:  Cardboard boxes painted in a team colour (one for each player), compasses (one for each player), 
short sticks with a flag of a team colour (one for each player), cards with the correct compass bearing and 
distance from the starting area to the centre area. 
How to Play:  Have each of the teams stand at their starting area.  Give each team member a flag, compass and a 
box which he places over his head.  After everyone's head is covered, pass out the cards with the compass 
bearing on it.  At a signal, every player walks the distance from the starting area to the centre spot, using the 
compass bearing as his guide.  When he thinks he has completed the distance, the player can then stand still, 
raise his flag and remove the box from his head.  The winning team is the one with the most players within five 
yards of the target.  The players must not be aware that there is one centre spot that all the teams are being 
directed to.  They must be led to believe that each team will end up at its own finishing spot.  They can even be 
told that the flag of their team colour will be placed at the point to which their team has been directed.  When 
everyone is blindfolded (so to speak), a person holding one of each team's flags can proceed to the centre spot 
and stand there until the game is over. 
 
Compass Relay 
Scouts will gain increasing familiarity with compass points by playing this game. 
Equipment:  You will need something to draw a compass on the floor or ground, and cards (to be used as 
markers). How to Play: Form teams into relay formation. Opposite each team is a compass circle drawn on the 
floor or on the ground. The points are shown, but only North is marked. When the leader calls out a compass 
point, the first player on each team places a mark (before the leader counts to six) on the compass circle in front 
of her team at the point where the leader called. If the player is correct, she falls in behind her compass circle. If 
wrong, she goes to the back of her team. The next compass point is called and the next player marks it on the 
compass circle. (Position a judge at each compass circle and remind players that coaching is not allowed.) The 
team getting all of its players behind the compass circle first, wins. 
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