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The Quantock Challenge

Date: Saturday 17th March 2012

Starting time: 10am

Finishing time: 4pm

Location: Great Wood on the Quantocks: Rams Combe car park: (map ref. ST 166 377)

Directions: From the A39 at Nether Stowey follow the brown tourist signs marked Ramscombe

Cost: £0.50

The Quantock Challenge is the ultimate game of skill and evasion. Hunt down teams of Scouts on the Quantocks, capture them and deduct lives and points. What gets more satisfying than that!
Teams are invited from all the Explorer Units in the Taunton District. Scout teams will be trying to find as many control posts as they can in the allotted 4 hour time whilst evading capture by our crack teams of ruthless Explorer Scouts! Your mission is to catch them and deduct both a life and the points they gained from the last control post they visited. There will be a prize for the Explorer team capturing the most points.
Your team should consist of 2-4 Explorers. You must remain together as a team for the whole duration of the game. Bring lunch, a drink and suitable clothes and footwear to be outdoors roaming the hills for the whole duration of the game. Teams will be expected to remain within the boundaries of the game area and marshals will be in place to ensure this. The Scouts are hunting posts each carrying a different point score, depending on the difficulty of finding them. Just hope you get them after the 100 point post…
Individual equipment required:

A small rucksack
Walking boots and thick socks

Waterproofs

Warm clothes, gloves, hat

Food and drink
Team equipment required:

Compass

First aid kit

Whistle – for use only in emergencies

Mobile phone – for use only in emergencies

A watch

Please keep this part
(----------------------------------------------------------------------------------------------------------------

I wish to take part in the Quantock Challenge on 17th March 2012:
Name: ……………………………………………………………………………….  Date of birth: …………………………………………………
Medications, allergies or health issues: ……………………………………………………………………………………………………….
Parents’ names: ……………………………………………………………….... Contact number: ………………………………………….
Address: ……………………………………………………………………………………………………………………………………………………...
The Quantock Challenge Rules:
The Basics:
· Teams must stay together during the event. If any team member needs to drop out they must be delivered to a marshal and the remaining team must have at least 4 members (Scouts) or 2 members (Explorers). If a Scout team member drops out for reasons other than ill health the team will forfeit one life.
· Scout teams must stop if challenged or asked to by a marshal.

· Scout teams must stop if challenged or asked to by an Explorer chasing team. The whole team must stop if any member is tagged by a hand on the shoulder or rucksack, and your control card must be surrendered to the Explorer team within 30 seconds of being stopped.

· The Explorer teams and the Marshals have the power to impose penalty points for bad behaviour, littering, or failing to stop when challenged.

· There is to be no communication with other teams and teams must not shout – except when in danger.

· Each team must carry a mobile, fully charged and with sufficient credit, and register the phone number at registration on arrival. The phone should only be used in emergencies.

· The use of a GPS device is not permitted and is grounds for disqualification.

· You may wear camouflage should you wish to do so.

· You must remain within the set boundaries. Deliberately moving outside the boundaries will incur a penalty or possible disqualification.
· You must return to the start by the finish time. Late return will incur a penalty of 5 points per minute. 
The Game:

· Each Scout team will start with 10 lives.

· A Scout team will lose a life each time it is caught by an Explorer chasing team.

· A Scout team will also lose the points gained from the last post visited when caught by an Explorer chasing team. If they have not found a further post since the last time they were caught no additional points are lost, but another life is deducted.

· After capture a team will have 15 minutes protected time during which they may not be caught again by any Explorer chasing team, and a full 30 minutes before they may be caught again by the same Explorer chasing team.

· Explorer teams are not permitted to stalk Scout teams that have a period of safe time left.

· Each Scout team may only visit each post once. 
· Explorer teams may not catch Scout teams within the first 10 minutes of them entering the forest.

· Explorer teams will be awarded points for capturing lives: 100 points for taking a team’s 1st life, 90 points for taking a team’s 2nd life etc.
· A penalty of 1000 points will be applied to any Explorer team who takes a Scout team’s last (10th) life.

· Explorer teams are also there to ensure the wellbeing of the Scout teams. Once you have caught them and taken their lives and points, do feel free to take a moment to check everyone in the team is OK and (if you are feeling particularly nice) perhaps help them find their bearings if they are lost.

· Play fair

