
 

Live Event 
Mission Survival 

 
 
Overview 
 

Scouts will take part in a variety of games based on popular game shows. 
 
 

Risk Assessment 
 

1. Scouts should confirm that they have a parent present in the house (reminder sent in email with link 
and checked during introduction). 

2. At least two DBS cleared adults must appear in each Breakout Room (and must be last to leave). 
3. All Leaders and Young Leaders should maintain acceptable standards of behaviour and decorum in 

Breakout Rooms. 
4. Do not forget to use the Ask for Help button if you need the Host urgently. 
5. Follow the Challenging Behaviour process. Any issues should immediately be identified to the 

Event Host. 
 
 

Format 
 

Scouts will have an introduction in Zoom, covering the following: 
 Reminder about behaviour 
 Reminder to follow the instructions from the Leaders 
 Explanation of how the event will work 

 

Scouts will then be placed in Breakout Rooms according to the list circulated to Leaders in advance. The 
Scouts will remain in the same Breakout Room for the duration of the evening with the Leaders. 
 

Timings 
 

Time Activity 
7.00pm Leaders login to the Zoom link 
7.05pm Leader overview briefing 
7.15pm Scouts will begin to login and wait in the Waiting Room 
7.25pm Scouts are admitted into the meeting to allow Breakout Rooms to be assigned 
7.30pm Brief introduction and Breakout Rooms opened 
7.35pm Activities begin 
8.30pm Activities wind up and dismissal 

 

Leader Roles 
 

Role Description 
Room Host Overall charge of the session and Scouts.  

Scorer 
Keep track of all equipment that the Scouts have and keep track of hydration, 
energy and health levels. Enter these regularly using the chat function. Also 
keep a note of the number of sweets. 

Leaders 
Run certain challenge activities. Keep a close eye on Scouts particularly when 
Host is screen sharing. 

 



Running the Activities 
 

The Room Host welcomes the Scouts to the Breakout Room. Once everyone there they can explain that 
this week the theme is Survival and they are going to have to complete challenges and use their 
knowledge and wits to help them survive in a situation.  
 

The aim is this is a collaborative event! That means the Scouts are working together as a team, not 
competing against each other. They survive (or fail) together. Therefore suggestion is they have 
microphones on unless this causes any problems (in which case better to turn off on an individual basis 
than prevent the whole group from communicating with each other). 
 

Synopsis (All this is covered in PowerPoint in detail - here for reference) 
 

The Scouts have been in a plane crash. They need to survive for 30 days and nights and then be in an 
appropriate place to be rescued (and have a means for attracting attention).  
 

A day passes when they undertake an activity at a location or move to a new location. Activities might 
include building a shelter, catching fish, undertaking challenges. 
 

Their condition is continuously monitored. They start with the following levels (which can be replenished at 
various points): 

 20 hydration 
 15 energy 
 15 health 

 

The levels drop as follows: 
 Every day that passes lose 1 hydration 
 Every time they move location they lose 2 hydration and 1 energy 
 Every night that passes without shelter they lose 1 health and 1 energy 
 Certain activities will use up hydration and energy 

 

It takes them a day to move location. So they lose 3 hydration and 1 energy in total when they move 
location. It also takes a day to complete any activity so lose 1 hydration plus whatever hydration and 
energy the activity uses up.   
 

Locations 
 

The map below shows the various locations and routes between them: 
 

 

Aeroplane
Crazy 

Village

River
Jungle

Plain

Forest

Sensible 
Village

Crocodile 
Swamp



 

The locations have different advantages and disadvantages as shown below: 
 

 
 

General Process 
 

 Each ‘turn’ represents one day and one night 
 The Scouts can (generally) decide whether to stay put and do an activity or move location 
 Remember the rules for losing hydration, energy and health 
 The first few ‘turns’ the choices are made for them (in terms of moving and where to go). After that 

it is their choice 
 At each location they can do an activity. They can only do each of these if they have the appropriate 

equipment (and know how to use it!). See under each of the locations below 
 They have 15 sweets in their starting equipment that can be used to get information from the 

young leaders. That can either be getting their assistance on a particular challenge or by getting a 
particular survival tip (see list at end) 

 

Aeroplane 
 

 Day 1 - lose 1 hydration. Activity - choose equipment (see list at end) 
 Having first seen the equipment list their survival knowledge is tested. If they pass each test they 

get a survival tip: 
o Survival Knowledge 1 – Answers are STOP, THINK, OBSERVE, PLAN. Survival Tip - take 

the knife, it will be essential 
o Survival Knowledge 2 – Answers are SHELTER, WATER, FIRE, FOOD, SIGNALLING. 

Survival Tip - take the first aid kit, it has more uses than you might think 
o Survival Knowledge 3 - Answers are CARBOHYDRATES, PROTEINS, FAT, VITAMINS, 

FIBRE, MINERALS. Survival Tip - you can survive without food for much longer than without 
water 

 If they choose the compass they have to show they know how to use it. If they fail they can’t take 
the compass 

 Night 1 they stay here because there is shelter. Levels stay the same 
 Day 2 – lose 1 hydration. Move location and lose 2 hydration and 1 energy. If they don’t have the 

compass (because they didn’t choose it or don’t know how to use it) they get lost and lose an 
additional 2 hydration and 1 energy 

 

Crazy Village 
 

 Spend Night 2 here – lose 1 health and 1 energy as no shelter 

Location Water Food Fire Shelter Rescue Resources Dangers

Aeroplane      Equipment

Villages      Equipment

River      Mosquitos

Jungle      Bamboo Ticks

Plain      Firewood Snakes

Forest      Kindling Spiders



 Day 3 – lose 1 hydration. Activity - take part in challenges set by the Crazies – lose 1 hydration and 
1 energy. For each successfully completed challenge they get 1 item of equipment (see list at end). 
Challenges are: 

o All balance a book on your head at the same time 
o All sing a campfire song with actions 
o As a group say the alphabet backwards starting with person top left and moving round 
o Tell jokes to make a young leader laugh 
o Pull funny faces to make a young leader laugh 
o Group scavenge – decide on an object that you all have to go and get 

 Choose equipment. If the map is chosen then they have to show they know how to use it. If they 
fail they can’t take the map 

 Spend Night 3 here – lose 1 health and 1 energy as no shelter 
 Day 4 – lose 1 hydration. Move location and lose 2 hydration and 1 energy. Choice between Jungle 

and River. Move to the appropriate section 
 

Jungle 
 

 Lose no energy or health overnight as natural shelter 
 In the daytime they can do any of the following activities: 

o Cut down bamboo: costs 1 energy, only possible if you have the knife 
o Forage for plants: uses 1 energy, gain 1 energy for each identified 
o Forage for berries: uses 1 energy, gain 1 energy for each edible one eaten, lose 1 health for 

each inedible one eaten 
 Ticks – if they undertake any activity in the jungle they get bitten by ticks and lose 1 energy unless 

they know how to deal with them (i.e. have asked for survival tip from young leader – tip J4) 
 Remember 1 hydration is used up each day, energy lost as per activity 
 After each day they need to stay a night, but lose no energy or health 

 

Plain 
 

 Each night here lose 1 energy and 1 health 
 They can collect water from the watering hole. This must be filtered and sterilised before they can 

drink it. So they can’t drink now but can fill any empty water bottles 
 During the day they can do either of the following (remember to deduct 1 hydration for the day): 
 Collect firewood: lose 1 energy 
 Set/check animal snares if you have them: lose 2 energy, gain food worth +3 energy, but needs 

cooking first. 
 Dig an emergency sign (spade required) 
 If they do any activity they need to be aware of snakes.  

 

River 
 

 Each night here lose 1 energy and 1 health as no shelter 
 They can drink from the river for +3 hydration 
 They are given the option to check for dead animals upstream first. This uses 1 energy 
 They are given the option to filter or sterilise the water: 

o Filtering is little use as water is clear in the river – they can use the water filter or make it 
from bamboo and charcoal 

o Sterilising is important to ensure safety (they would need to boil the water - which they 
can’t do here, or use water purification tablets) but may not be necessary if they check 
upstream first 

 If they do not check upstream nor sterilise the water they lose 1 health 



 They can fill up any water bottles here for +2 hydration at the point they use it (if they have 
bamboo and have received tip J1 they get an extra water bottle) 

 In the daytime they can do any of the following activities (remember to deduct 1 hydration for the 
day): 

o Go fishing – lose 1 energy: (need rod, line, hook, bait). They can: 
 Use bamboo for the rod (if they come up with this on their own or have had tip J1) 
 Will have to have got the fishing line from the Crazy Village 
 They can use a fish hook from the crazy village or use a needles from the first aid kit 

(tip CV1) 
 They can use foil as bait (tip R2) or insects as long as they have already visited the 

forest  
o Build a raft - lose 1 energy: (need bamboo and tarpaulin) 

 If they have either the heavy rope or have built a raft they can cross the river and go directly to the 
Forest 

 

Forest 
 

 At night lose 1 energy and 1 health unless a shelter has been built. 
 During the day they can do any of the following (remember to deduct 1 hydration for the day): 

o Build a shelter: lose 1 energy 
o Light a fire: they will need all of the following (see Tip F1): 

 Fire-lighting flint from Sensible Village 
 Cotton wool and Vaseline from first aid kit as Tinder 
 Kindling collected from the forest (get this automatically) 
 Main fuel collected from the plain 

o Cook fish or meat – only once fire is lit of course. They will need to think of using either the 
foil the sandwiches were wrapped in or bamboo to cook it in (see Tip F2) 

o Forage for fungi: lose 1 energy 
 If they do any activity they need to be aware of spiders 

 

Sensible Village 
 

 Spend a night here – lose 1 health and 1 energy as no shelter 
 Next day – lose 1 hydration. Activity - take part in challenges set by the Sensibles. For each 

successfully completed challenge they get one item of equipment (see list at end). Challenges are: 
o Name 10 of the 30th Reigate Patrols 
o Name 10 adult leaders who have been on a summer camp 
o Name 10 young leaders who have been on a summer camp 
o Be collectively quiet for 1 minute (all unmuted) 

 Choose equipment 
 Spend next night here – lose 1 health and 1 energy as no shelter 
 Move location and lose 2 hydration and 1 energy. Only choice is the Forest 

 

Rescue 
 

 In order to be rescued, when the time comes they must: 
o Be an appropriate locations (either the Plain or the Aeroplane) 
o Have a means of signalling as follows: 

 Lit a fire 
 Mirror 
 Dug an emergency sign visible from the air 

 



Survival Tips 
 

If they ask for a tip give an appropriate one for where they are and what they are going. 
 

Remember it costs 1 sweet each time. 
 

Location Tip No. Topic Tip 

General    

   

   

Aeroplane A1 Mobile phone Is of no use as no signal 

A2 Getting rescued This is a good location to end up at. The rescuers will be looking 
for it and you can light a fire and burn rubber from the aircraft 
tyres to make smoke and attract attention. No food or water so 
only return near the end. 

Crazy Village CV1 Fish hooks You can use needles from the first aid kit instead so no need for 
these 

CV2 Animal snares You will expend a lot of energy setting traps for little gain, so 
don’t take these 

CV3 Heavy rope You can use this for a river crossing, but may be better to make a 
raft as the rope is heavy to carry 

River R1 Water Filtering makes the water clean, but sterilising is essential to 
ensure it is safe to drink. Check 100 yards upstream for dead 
sheep (villagers said the sheep come to drink there). You find 
none so actually decide the water here is safe to drink. 

R2 Fishing You can use foil as bait  

R3 River Crossing To cross the river they either need the heavy rope, or need to 
build a raft using bamboo and paracord. Then they can get to the 
forest directly. 

R4 Mosquitos You can make insect repellent from mud. 

Jungle J1 Bamboo Uses include: 

 Water filter (with charcoal) 

 Fishing rod 

 Water bottle 

 Making a Spear 

 Making a Shelter (with paracord and tarpaulin) 

 Kindling for fire-lighting 

 Cooking food in (e.g. fish, meat) 

 Making a raft (with paracord) 

J2 Plants The middle one is Cow Parsley 

J3 Berries You can eat Black Nightshade as long as the berries are ripe 

J4 Ticks If you put Vaseline on them they suffocate 

Plain P1 Water safety You need to sterilise the water from the watering hole. 

P2 Snakes Definitely don’t choose any rattlesnakes 

P3   

Forest F1 Fire-lighting You can use Vaseline & cotton wool as Tinder, need a fire-lighting 
tool from the Sensible village, Kindling from the forest, main fuel 
from the plain. 

F2 Cooking You can cook in tin foil from the sandwiches or bamboo. 

F3 Fungi Number 7 is called a Death Cap 

F4 Spiders Avoid those facing left 

Sensible Village SV1 Spade You can use this to dig a rescue sign on the plain 

SV2 Mirror You can use this for signalling 

SV2 Meat Much better to get this than hunt for your own 



Equipment List 
 

Location Item Comments 

Starting Equipment Rucksack  

Spare clothes Will be traded with Crazies for Survival Tips. 

Scout scarf Can be used for: 

- Filtering water 

- Sling for injured arm 
Torch  

Sandwiches wrapped in foil Will be traded with Crazies for Survival Tips 
(but foil kept as useful). 

Pocket money Will be traded with Sensibles for Survival Tips. 

Aeroplane compass  

4 x water bottle: each worth +3 
hydration.  

Count as 1 item each. Very useful, and can be 
refilled. 

4 x emergency rations: each worth +2 
energy.  

Count as 1 item each. Could take 1 or 2. 

4 x dehydrated food: each worth +1 
energy, -3 hydration.  

Count as 1 item each. Not worth taking as 
water is scarce and food not essential. 

tarpaulin Can be used for: 

- Shelter (with bamboo and paracord) 

- Making a Solar Still to trap water 
parachute cord Can be used for: 

- Shelter (with bamboo and tarpaulin) 

- Raft (with bamboo) 

radio Not much use 

water purification tablets Very useful when filling up with river water 

water filter Not that useful – cleans but does not sterilise 

compass Essential (they will realise this eventually) 

mobile phone No use – no signal 

emergency flares Useful at end, but not essential. Better options. 

knife Essential (Survival Knowledge 1 tells them this) 

metal food trays Could be useful but better things to take. 

insect repellent There are natural alternatives. 

first aid kit (1 item) with: 

- plasters 

- needles 

- antiseptic cream 

- sterile dressings 

- Vaseline 

- cotton wool 

Needles can be used as fish-hooks. 
 
Vaseline & cotton wool can be used as Tinder 
 
Vaseline can also be used on ticks. 

Crazy Village map Essential (they will realise this eventually) 

compass Only needed here if they didn’t have it on 
arrival 

fishing line  

fish hooks  

animal snares  

heavy rope (counts as 2 items)  

Sensible Village Mosquito net Useful back at the River 

Spade Used to dig signal on plain 

Fire-lighting flint Needed to light fire 

Charcoal Used in water filter 

Mirror Useful for signalling 

Meat Better to cook this than hunt for their own 

 


