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Riverside Under Siege 
Guide To All Things Leaderish 

 

 

October 7th – 9th, 2022 
Malabar Transmitter Annex 
5600 Minton Rd, Palm Bay 

 
Hear ye! Hear Ye, Look inside for the details 
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General Schedule 
Note the gate schedule.  Once the drawbridge is closed, it will only be opened for emergencies. 

Thursday, October 6th 
5:00 pm – 8:00 pm Trailor Drop Off Campsite 

 
Friday, October 7th 

5:00 pm Drawbridge Opens Main Gate 
5:00 pm – 9:00 pm Units Arrive Main Gate 
8:00 pm – 9:00 pm Galileo’s Journey Hunter’s Array 
9:00 pm Drawbridge Closes Main Gate 
9:30 pm – 10:00 pm Leader’s Feast Building 65 
10:30 pm Lights Out Campsite 

 

Saturday, October 8th 
7:00 am Reveille Campsite 
7:00 am – 8:20 am Breakfast Campsite 
7:30 am Drawbridge Opens Main Gate 
8:30 am Opening Flag Ceremony Flagpole 
9:00 am – 12:00 pm Activities Activity Field 
9:00 am – 12:00 pm Cub Scout Range Time Hunter’s Array 
12:00 pm – 1:30 pm Lunch Campsite 
1:30 pm – 4:30 pm Activities Activity Field 
1:30 pm – 4:30 pm Scouts BSA Range Time Hunter’s Array 
3:00 pm – 5:00 pm Trebuchet Inspection/Practice Trebuchet Range 
5:00 pm Trebuchet Competition Trebuchet Range 
6:00 pm – 7:30 pm Dinner Campsite 
7:30 pm – 8:30 pm Evening Festival Stage 
9:00 pm  Drawbridge Closes Main Gate 
9:30 pm – 10:00 pm Leader’s Feast Building 65 
10:30 pm Lights Out Campsite 

 

Sunday, October 9th 
7:00 am Reveille Campsite 
7:00 am – 8:20 am Breakfast Campsite 
8:30 am Scouts Own Stage 
8:45 am Awards Ceremony Stage 
9:30 am Drawbridge Opens Main Gate 
9:30 am Check Out Begins Campsite 
12:00 pm Drawbridge Closes Main Gate 
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Kingdom of Riverside Map 
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Riverside Under Siege Map 
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Registration 
Registration is open: https://scoutingevent.com/083-RiversideunderSiege  

This event is FREE, but registration closes September 23rd. There will be no walk-ins. You must 
be registered by September 23! The only exceptions will be scouts that have joined at a school 
night on/after that date. We must know who is on site for insurance purposes. 

It is required that all units attending choose an activity to host. You will find a description of all 
the events for the Cub Activities or the Scouts BSA Activities section. Once you decide on your 
activity, please contact Sheila Schwabe for Cub Scouts; jollyrogerprincess@hotmail.com, and 
Chris Cleasby for Scouts BSA; christopher.cleasby@gmail.com. Thank you for your support in 
making this a great event. 

Check-In Procedures 
Thursday, October 6th: 5:00 – 8:00 
Any unit wishing to bring their trailers on Thursday night may do so starting a 5:00 pm. If you are 
planning on this option, please email Tina Vajanyi at tvbusybee@gmail.com. We would like to 
know who is coming to make things easier and more efficient for everyone once they arrive. 

Friday, October 7th: Gate will open at 5:00 pm and close promptly at 9:00pm 
As units arrive, the first person of every unit will be given their respective packet. Inside each 
packet you will find: 

 Bracelet Bands to be worn by each person registered.  
 Any updated information post release of this guide. 
 Geocaching, Scavenger Hunt, Honor Unit Forms  
 Map and Rules 
 Event Survey 
 Checkout Procedure 

When you arrive, you will be directed to your parking area by scouts. Please be kind and listen to 
them as they will be instructed on where the parking areas are. 

Saturday, October 8th: Gate will open at 7:30 am 
Saturday only guests will check in at the guard gate at the front of the camp. You must be on the 
registered to enter. Leaders, please make sure that your Saturday only scouts and parents are 
registered as such so they appear on our roster. 

A scout is Kind: while checking in, please be patient. We are having a dual event, both Cub Scouts 
and Scouts BSA at the same venue. The staff is doing their best to make things run smoothly and 
efficiently. On the chance that things get backed up, please know that we are doing our very best 
to get everyone in safely. Thank you in advance for your patience and cooperation! 
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Rules of the Homeland Annex 
Welcome to the Malabar Transmitter Annex!  The use of this property is a privilege.  Remember 
a Scout is Obedient, and all Rules will be strictly enforced. 

 Do not venture or explore areas that are off limits to scouts.  
 Per BSA Policy; No smoking, illegal drugs or alcohol will be allowed at any event. 
 Drone flying is not allowed at the Annex. 
 No pets allowed.   Only ADA service animals as identified as stated on ADA.gov are allowed 
 The Annex has many wild animals that can be dangerous.  Do not approach/feed 

animals.  Food needs to be properly stored.  No dumping of food in the woods. 
 No bike riding of any kind, kid powered or electric. 
 Camping areas must stay free of trash and debris that can blow around into other camping 

areas.  All sites must be cleaned, and all garbage disposed of before leaving camping area 
on Sunday. 

 All tents and canopy’s must be securely tied down.  It gets windy. 
 No digging and no stakes longer than 10in 
 Vehicles are only permitted on runways unless dropping off a trailer.  Any damage to the 

ground (i.e. ruts) caused by vehicles is the responsibility of the driver or unit and must be 
repaired prior to check out. 

 Do not use a port-a-let that is in a campsite or marked for a specific unit. Units have paid 
for their own port-a-let in their site. 

 Use of LAN line phones in Building 65 are off limit 
 Trash must fit in a 33gal. bag. If your tent or camping equipment breaks, please take it 

home with you.   

Fires 
 Open fires, campfires (ground or raised), burn barrels, etc. are not allowed. Deep frying is 

not allowed.  
 Camp stoves may be used for food preparation only and must be off the ground and must 

be placed on a table or stand so bottom of grill is 29 inches off the ground 
 Raised, standing height, charcoal grilles are allowed.  No accelerants (i.e. lighter fluid) are 

allowed.  All ash and unburnt coals must be taken with you and not dumped. 
 Any other possible source of heat generation that could result in a fire must be approved 

by the Annex POC. 
 All groups must supply their own fire extinguishers that are up-to-date, readily available, 

co-located with each stove/grill, and be visible to inspectors. 
 Failure to have proper fire extinguishers will result in all cooking to stop until a proper 

extinguisher is available. 
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Parking and Transportation 
Once you have checked in, there will be scouts directing each group, Cub Scouts or Scouts BSA, 
on which direction to go for parking. The areas will be marked on your map. Traffic is ONE WAY.  
There will not be any variations of parking other than those directed. The Annex rules are very 
strict as to where we are allowed to park. 

You will be asked to go to your unit’s camping area, unload your gear and then move your car to 
the “overnight parking” area.  Do not leave your vehicle while you set up your tent and gear.  
Please unload your car and move it so other vehicles can drop gear. There will be no parking at 
campsites.   

Once your vehicle is parked in “overnight parking” there will be no moving of the vehicle until 
Sunday morning.  If you plan on only camping one night, you must park your car in the “Day Only” 
parking.  There will be no driving south of Powel Place or west of Seton Street on Saturday due 
to Safety.  Plan accordingly as you may have to carry gear in or out. This event will be people 
powered on Saturday! 

Information / Lost and Found 
Building 65 will be for Staff Only. We will try to answer all questions event related  All Lost and 
Found items should be returned here. If you see a staffer (purple shirt), you may give that lost 
item to them along the trail. 

Health Forms 
All units are required by BSA to have health forms on hand for all scouts. We will not be collecting 
them, but trust that you will have them on hand. There will be a medical tent in case of an 
emergency. 

Buddy System 
Leaders, please make sure you stress this to all scouts attending. There are lots of places to 
explore and vast fields to run in. The staff will be making sure that no scout is alone. 

Uniforms 
Friday; arrive in Class A, Field Uniform 
Saturday; Flag Ceremony, Class A, Field Uniform. For Activities, Class B Uniform.  
Sunday; Scouts Own Ceremony and Awards, Class A, Field Uniform. 
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Leader’s Banquet (Cracker Barrel) 
A Leader’s Cracker Barrel will be held both Friday and Saturday nights. An invitation is extended 
to two Cub Scout Leaders from each Pack and the Scoutmaster and SPL from the Scouts BSA 
Troops.   Please respect that only two from each unit attend. 

Light’s Out 
Lights out will be at 10:30 Friday and Saturday night. There should be no activities planned after 
this time. Please be mindful of your camping neighbors. As adults, we tend to visit loudly, and we 
do not want to disturb the littles that might be camping next to you. 

Trash 
We will have dumpsters clearly marked for trash to be deposited in. There is a Annex dumpster 
that is not ours and will be clearly marked NO TRASH. There should not be any waste thrown in 
these dumpsters that does not fit in a 33-gallon bag. If a tent breaks, please take it home with 
you. A scout is Clean; do your best to keep your campsites free of garbage and flying debris. We 
share this site with a minutia of wildlife, and we don’t want to interfere with them. 

Drink Water or Die! 
It will be hot. Please make sure you remind, remind, remind you scouts and families to bring 
water bottles. Every unit should plan to bring water to the activities that they are hosting. If you 
do not have a water dispenser of some kind, please let us know. There should be a water station 
at every activity.  There will be a water hose supply for units near each of the Cub Kingdom and 
Scout Sanctuary. 

Bathrooms 
There will be port-a-lets provided by the event. The bathrooms at Building 65 will not be opened 
to campers for this event. Your unit may purchase a port-a-let to be placed in your camping area 
for $85.00. You can purchase them on-line at time of registration.  Please be respectful of all 
campers and keep public port-a-lets clean. 

Camping 
All sites will be clearly marked. Please stay within your unit’s boundaries. If for some reason you 
need more space, please see a staff member to help you with this issue. We have more than 
enough green space to accommodate everyone comfortably.  Please have a talk with your scouts 
about walking through other unit’s campsites. This will be a great time to teach Cub Scouts 
campsite etiquette if they don’t already know it. If for some reason you must enter a campsite 
other than your own, “Permission to Enter” must be granted before entry is gained.  
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Evening Festival 
Hear ye, hear ye, hear ye! All good peoples of the Kingdom of Riverside are hereby invited to 
attend our grand Evening Festival and Tournament of Fools! We hope you & your band of brave 
bards, mischief makers, and musical minstrels will showcase their talents and join our troupe of 
performers on Saturday evening. 

Deadline for submissions is the Leader’s Banquet on Friday evening. To avoid duplications, 
performance ideas are on a first come first served basis. 

Those submitting an already reserved performance will be notified to submit an alternative 
performance. 

If you’d like to join the Evening Festival, we ask that you submit interest no later than Tuesday 
October 4th. Remember, it’s first come first serve…. 

Do you or one of yours have a traditional medieval performance talent or skill; juggling, swords 
wallowing, mud-eating, or playing the lute, buzine, mandolin, zither, or frame drum? Please go 
to the Evening Festival form and fill out the appropriate information. 

The best and the most creative will be rewarded! 

We hope that you will be unique & themed. Costumes & props are encouraged! 

your performances. 

ALL PERFORMANCES MUST BE REVIEWED AND APPROVED BEFORE the Festival begins! 

Unreviewed or inappropriate/questionable performances will not be allowed to perform. 

Our Minstrel of Ceremonies and a rehearsal stage will be available throughout the weekend to 
review & prepare. 

If you have any questions regarding the Evening Festival or if you are prepared for our Minstrel 
of Ceremonies to review your performance at a unit meeting before the weekend begins, contact 
Rob at riversideeveningfestival@gmail.com. Forms for performances can be found later in this 
guide. 
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Tournament of Fools 
As part of the Evening Festival, we will be holding the Tournament of Fools. This will be an 
opportunity for adult leaders (and brave parents) to showcase their creativity and talent and 
compete for the comedy crown! 

These valorous victim’s (volunteers) will be assigned an excerpt, from the works of William 
Shakespeare to perform at random throughout our Evening Festival! No worries, scripts will be 
provided. 

Those daring to join our Tournament of Fools should sign-up no later than Tuesday October 4th 
& then check in with the Minstrel of Ceremonies at or before Friday’s Cracker Barrel. 

A sense of humor and a willingness to have fun are required, costumes and/or silly voices are 
encouraged! 

If you have any questions regarding the Tournament of Fools or to sign up, contact the Minstrel 
of Ceremonies, Rob, at riversideeveningfestival@gmail.com or Round Table on Thursday 
September 15th. 

 

------------------------------------------------------------------------------------------------------------------------------- 

Tournament of Fools Sign-Up 
 

Please email the information to riversideeveningfestival@gmail.com or speak with Rob at Round 
Table on Thursday September 15th 

 

Unit:   

__________________________________ 

 

The following adult leader(s) or parent(s) wish to join the Tournament of Fools: 

__________________________________________________ 

__________________________________________________ 

__________________________________________________ 
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Camp Wide Games 
These activities are open to both Cub Scouts and Scouts BSA and can be done on your own. 

Hunter’s Array (Range Sports) 
Archery, BB’s and Catapults available for all!  Test your skill on each of our ranges. Please note 
on your General Schedule that the Cub Scouts will be able to visit the Range in the morning 
(9:00AM – 12:00PM). The Scouts BSA will be able to visit the Range in the afternoon (1:30PM – 
4:30PM). 

All Catapults must be provided by Scout.  Catapults shooting will be for fun.  See complete set of 
Catapult Rules in this Guide.   

Scouts are encouraged to bring your own safety glasses to all shooting sports. 

Relic Hunting (Scavenger Hunt & Geocaching) 
The list for the scavenger hunt and Geocaching coordinate will provided in your check in packet. 

Galileo’s Journey (Astronomy) 
Come view the stars in the realm of Annex. We are happy to welcome Brevard Astronomical 
Society (BAS) to Riverside Under Siege. They will be setting up telescopes Friday evening only, for 
the scouts to view the starts and talking to them about the night sky! Please see “Star Party 
Etiquette” for rules during Astronomy 

Coat of Arms 
Time to get creative! You will find all the information to create your units Coat of Arms in the 
forms section. We want you to carry it with you as you travel the streets of our Medieval Town. 
Let people know who you are and what your unit is all about. Most importantly, bring it to the 
Evening Festival! Where we will have a “Coat of Arms” parade! We will be awarding for “Finest 
Heraldry”. 

Trebuchet Competition 
Compete against everyone with your Trebuchet. See complete set of Trebuchet Rules in the 
guide.   All unit’s must provide all their supplies for building and construction of their Trebuchet.  
All competing trebuchet’s must be built and at the Trebuchet Range by 3:00PM on Saturday for 
inspections and practice.  The Competition starts at 5:00PM.  Competitors must provide their 
own safety glasses. 

Honor Unit Award 
The requirements for this award are found in the forms section of the leader’s guide. This award 
is open to Packs and Troops. All units have an opportunity to earn the Unit Award. To earn this 
award all you must do is have fun and participate! Please note that the Honor Unit Award will be 
awarded at October’s Roundtable. 
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Cub Scout Activities  
Cubs can participate in game of skill and great fun.  Games will be run and scored by hosted units 
during our festival on the 8th of October. Units must volunteer to support one game for the day. 

Scored games are indicated by a crown 

 

Fire Javelin 
Toss Tossing fire spires into villages or over walls was a special skill used in 

medieval times. Youth would practice getting strength for distance 
and accuracy. 
Scouts will stand on a line and toss a javelin with a wet rag on end 
(Pretending it is a flaming stick) onto a wall of circles. Points will be 
gained by what color you get. 

 
 

Armor Toss 

This toss game will be set up so that the object being tosses will be 
metal rings. Get the rings around your target to score points. 

 
 

Falconry 
(Badminton) Scouts test their eye hand coordination while making Falcons(birdies) 

take flight. Sending them back and forth to one another. Watch out! 
One never knows when a wet sponge might show up instead of a 
Falcon 
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Peasant Relay 

This will be a relay race to fill a bucket while carrying smaller buckets on 
a board that rest on the scout shoulders. 
 

 

 

Jousting 
Scouts ride a hobbyhorse and hold a lance and attempted to 
accurately spear a cardboard ring suspended from a thread. There will 
be 3 sizes to capture for points. 

 
 

Hammer Throw 
Sportsmen in medieval times threw real hammers around their heads 
in an archaic version of the Olympic sport. We will be using rubber or 
foam hammers for the purpose of this game to avoid unpleasant 
head injuries. Scouts will participate the same way as its medieval 
inspiration: players attempt to throw a hammer the farthest from a 
line than their competitors (same rank). The distance will be from 
where the hammer first hits the ground. (The adults running the 
event will measure and keep records.) Each scout will have a practice 
throw then 2 more tries. Scores will be compared by. 

 

 

Stone Throw 
(Corn Hole) The throwing of rocks or stones is one of the most ancient forms of 

ranged-weapon training. Men of Medieval Times practiced throwing 
stones for power and accuracy. Scouts will try their hand at throwing 
stones (bean bags) at targets to achieve maximum points. Each scout 
will get 4 stones to toss. Each toss in the hole will equal one point. 
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Cub Scout Crafts 
 

Crown Creations 
Be it Queen or King, come one, come all! Get into the spirit of 
the times! Create a crown that the scouts can wear proudly 
throughout the duration of our event. 

 
 

Dragon Screamer 
Streamers 

Collect paper towel rolls and toilet paper rolls, pre-paint green 
and purple - buy pom poms, google eyes, tissue paper and 
glue. Bring them to the Evening Festival! Show off your Dragon 
Screamer Streamer Creations! 

 
 

Medieval Flashlights 

Light up the night sky with these beautiful Medieval 
Flashlights. All towns’ people are encouraged to bring their 
flashlights to the Evening Festival! 

 
 

Castle Wall Build 
Decorate your boxes, put your Unit's name on them, make 
them STAND OUT and bring them to the Hunters Array to 
build the Castle Wall and take aim at the end of our Trebuchet 
Competition. 
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Scouts BSA Activities 
Troops are invited to join the ranks of King Arthur’s round table, but first each band of squires 
(troop patrols) must test their knowledge, strength, and resolve competing in several medieval 
games. Games will be run and scored by troop leaders during our festival on the 8th of October. 
Unit Leaders must volunteer to support one game for the day. 

Scored games are indicated by a crown 

 

Joust Training 
The Knight mounts his trusty steed and proceeds around the course, 
collecting the brass rings using his lance. The “steed” will be fellow 
scouts utilizing a 2-man carry. When time begins the steed may not stop 
while on the course. If the judge determines the steed has stopped, the 
patrol will receive a 5 second penalty adding to their time for each 
violation. Using the lance provided, the scout will collect the rings 
suspended throughout the course. After collecting all the rings, the 
steed will return to the starting point. Time will begin at the judge’s 
signal and end when the team returns to the finish line. Time and 
accuracy are key in this quest. 

 

 

In Search of 
the Holy Grail   

Each Patrol will receive an instruction card. Upon the signal of the 
judge, the Patrol will begin at the entry point to the course and time 
will begin. 
 
From this starting point, a set of compass bearings are shot and the 
corresponding letter or number for that bearing is recorded. After 
recording the required information, return to the judge. Time and 
accuracy are key in this quest.  

 

Battle Axe 
Toss 

Through the course of human history, commonplace objects have been 
pressed into service as weapons. Axes, by virtue of their ubiquity, are 
no exception. Besides axes designed for combat,   
 
there were many axes that were both tools and weapons. Axes could 
be designed as throwing weapons as well. Axes were always cheaper 
than swords and far more available. The goal is to score as many points 
as possible in when throwing axes for score at a designated target.  
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Crossing The 
Moat 

Moats were used defensively from the earliest medieval castles 
throughout the Middle Ages. Using strategic moats were often the 
castle's first way of defending against an attacking army. The goal is to 
construct a means of crossing the moat utilizing the materials supplied. 
Scouts will have to measure the distance across the moat using 
methods provided in the Scouting Handbook (i.e. the stick method). 
They must then construct a “bridge” (think ladder) to reach to the other 
side, using material provided and proper lashing techniques. The bridge 
must be able to reach the other side and extend no more than two feet 
past the other side. Proper lashings (i.e. Sheer and Square) and length 
of the “bridge” are important in gathering points. 
Hint:https://troopresources.scouting.org/measuring-heights-and-
widths/ 

 

 

Stilt Walking 
Relay Walking on stilts were commonly used by acrobats and other 

performers at Medieval Fairs. Squires will be timed while completing a 
stilt walking course. In relay fashion balance and speed will be the key 
to maximize your points. 

 

 

Skittles Skittles is a game of bowling at pins and was played for centuries in 
public houses or clubs, mostly in western England and the Midlands, 
southern Wales, and southeastern Scotland. The rules and methods of 
scoring varied from place to place, but the basic principle of bowling a 
wooden or rubber ball at nine large oval-headed pins, set in diamond 
formation 21 feet away. Squires must try and knocked down all the 
pins (scored as “chalks”) in the fewest throws to maximize points. 

 
 

Mental 
Fortitude A strong memory and sharp reflexes proved essential in medieval 

times, as most fighting was as much physical as it was mental. This 
activity mirrors “Kim’s Game” and is a game of mental fortitude. 
Squires will be provided a limited time to review objects. Once time is 
up, the future knights will try to remember all the items. Strategy and 
a strong memory are key for this game. 
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Colf 
A primitive form of golf, Colf, was played with wooden clubs and balls. 
The aim of the game is to hit the ball across the court three times from 
one end to the other, each time hitting the post at the opposite end. 
So, a player starts at the starting point post and aims to hit the post at 
the scoring end. He or she then reverses play to hit the ball from the 
scoring end post back to starting point post and finally one more shot 
across the court from the starting post to the scoring post. The idea is 
to use just three strokes: one for each length of the court.  

 

Gateway 
Troops are encouraged to build a medieval themed gateway into their 
campsite. NO DIGGING IN TURF! While this event may not win an 
individual award for your troop, it will count in the overall score for 
Honor Troop! 
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Grand Merci - Grand Merci - Grand Merci 
Thank you very much to all the organizations who help make Riverside Under Siege a success. 

 

Patrick Space Force Base – Malabar Transmitter Annex 

 

Thank You for your continued support and for the use of this incredible 
property, we could not have done this event without you! A very special 
Thank You goes out to Lt. Gorgeous! You just being here has made our 
day! 

Beyel Brothers 

 

Thank you for coming out and helping us with our 
opening ceremony in such a HUGE WAY! 

Surfin’ Turtle Ice Cream Shoppe 

 

Thank you for providing a refreshing option for the towns’ people of 
our Medieval Village Saturday. 
 

Brevard Astronomical Society 

 

Thank you for enlightening our scouts to the wonders of 
the night sky! Your attendance was illuminating! 

Sky High Water Slides 

 

Thank you for being a sponsor and a support to many scouting 
units in our district. 
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Ye Ole Staff 
 

Riverside Under Siege Staff,  

Thank you for the countless hours you all have spent putting this event together.  
You all are truly amazing volunteers to have dedicated so much effort not only to 
this event, but in support of Scouting.  This event had its unique challenges, but 
everyone brought fresh ideas, excitement, and most importantly, an open mind.  
You all have been a tremendous team to work with, and I hope to have the pleasure 
to work with you all again in the future. Riverside Under Siege would have been a 
completely different event without the contribution of each of you.   

Thank you for being FOR THE SCOUTS. 

         ~ Robert   
 

Tina Vajanyi   Event Vice Chair 
Chris Cleasby   Scouts BSA Activities 
Sheila Schwabe  Cub Scout Activities 
James Freese   Shooting Sports Rangemaster 
David Hagler   Trebuchet Rangemaster 
Karl Brandt   Catapult Rangemaster 
Rob Matrow   Minstrel of Ceremony 
Amanda Matrow  Dragon Trainer 
Megan Jordan   Camp Wide Activities 
Joel Sommer   Geocaching 
Juan Molina   Awards Chair 
Sara Hagler   Leader’s Banquet 
Lance Grenevicki  Royal Refreshments 
John Vajanyi   Royal Refreshments 
Allen Pinkley   Scouts Own Service 
Renee Waldrop  Gate Keeper (Registration) 
Steve Bjortvedt  Layout & Logistics 
Kyle Goodwin   Layout & Logistics 
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Galileo’s Journey Star Party Etiquette 
 

 When attending a star party, there are a few guidelines one should keep in mind out of 
respect and courtesy for others. Most are just common sense. 

 Don't use white lights. Use red lights sparingly. If for some reason you MUST use a white 
light, shout out a warning. 

 Make sure your car doesn't violate the above. Backup lights and even interior lights can 
ruin someone's night vision. 

 If you're planning to leave before dawn, park to be able to leave without using your 
lights. 

 If you come to a star party without a telescope, please park some distance away from 
the observing site to save room for those with heavy equipment to carry. 

 Never touch anyone else's equipment without permission. But don't be afraid to ask. 
Never touch any glass optical surface. 

 Avoid loud and boisterous behavior. Astronomy is a quiet, peaceful activity. 
 Don't litter. 
 Drive slowly to avoid kicking up dust. 
 Watch your step (but don't use a flashlight). Be especially careful of wires on the 

ground. Some scopes require power, and some folks use their car's battery. If your 
scope requires power, try to make the wires as safe as possible. 

 If you're a visitor or a newbie, try not to monopolize another person's time. The 
astronomers are there to enjoy the sky, not to give lessons. Except, of course, when the 
star party is specifically organized for the public or newbies. 

 Be doubly careful when Astro photographers are doing their thing. 
 Children -- some folks welcome them, others don't. If you do bring children make sure 

that they are quiet, careful and act like adults. 
 Music -- some star parties ban music altogether; some are less strict. Just remember 

that music that you love may be extremely irritating to others. When in doubt use a 
headset. 
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Evening Festival Sign-Up / Interest 
 

Please email the information to riversideeveningfestival@gmail.com or speak with Rob at 
Roundtable on Thursday, September 15th. 

  

Unit Number: ____________________________ 

Contact Phone: ____________________________ 

Point of Contact: ___________________________ 

Contact Email: ______________________________  

  

 

Please circle your choice Skit:    Skit / Song / Other / TBD 

 

We know what we want to perform & have included the script / description!  (Add below) 

 

 

If time allows, we would like to do an additional performance!  Skit / Song / Other / TBD 

 

 

 

One of us knows a Medieval Talent! 

Name: ______________________________ 

Talent: ______________________________  
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1 Foot Catapult Rules 
 

Safety is of the utmost concern.  
There is an element of danger when operating a siege machine. 

 
All operation of the Trebuchet Tournament falls under the rules and guidance of the BSA 
National Shooting Sports Manual, dated 11 February 2022.  For the sake of safety, any rule 
is subject to change by the judge and his superiors at any time.  All changes will be 
attempted to be communicated prior to the tournament.  All rules have been approved by 
Central Florida Council Shooting Sport Director, Marvin Rosen. 
 
SAFETY 

1. All team members must provide and always wear safety goggles/glasses.   
2. Failure to follow any safety rule or arguing with a Range Safety Officer (RSO) will 

result in the offender being removed from the competition and a penalty will go to 
that individual for that launch.  (See Penalties Section) 

3. All catapults will be inspected for safety. Any loose parts must be tightened, or the 
trebuchet will be deemed unfit and disqualified. No parts other than the projectile 
are allowed to become disconnected from the catapult at any time and must be 
securely attached prior to participating in the competition. 

4. If the catapult becomes inoperable or unsafe, it must be removed immediately from 
the competition. The individual’s current score becomes their final score. 

5. A catapult fails inspection by being a possible safety hazard or it violates any 
construction criteria. 

6. Prior to each launch, the shooter must have permission to launch. Failure in doing 
so will cause a penalty for that launch. 

7. All competition projectiles will be provided for the tournament.  The projectile for 
the competition will be a 0.5in diameter clay ball.  This is the same projectile used 
for slingshots. 

 
DESIGN / CONSTRUCTION 

8. Acceptable means of storing energy for catapults designs are rubber bands, springs, 
counterweight, torsion ropes and deflections beams. 

9. Pressurized fluid or gas are prohibited. 
10. The max height of the catapult at any point through the rotation may not exceed 1 

foot.   
11. The catapult must sit on the ground/table and not be held.  (no slingshots) 
12. One hand can be used to steady/hold the catapult from the back (behind arm rotation 

point), while the other is used to launch the catapult.  Hands may not be used to hold 
down the front of the catapult. 

13. The catapult must be launched in a way that all body parts, besides the hand 
holding/pulling the catapult, are behind the catapult.   
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14. Any parts that are unnecessarily loose must be tightened prior to entering the range. 
15. The catapult will be inspected for safety. No parts of the catapult other than the 

projectile are allowed to become completely disconnected from the trebuchet.  First 
offense will result in a penalty and the opportunity to repair if simple.  Second 
offense will result in disqualification. 

16. Any catapult deemed to be unsafe will be disqualified. 

 

5 Foot Traction Trebuchet Rules 
 

Safety is of the utmost concern.  
There is an element of danger when operating a siege machine. 

 
All operation of the Trebuchet Tournament falls under the rules and guidance of the BSA 
National Shooting Sports Manual, dated 11 February 2022.  For the sake of safety, any rule 
is subject to change by the judge and his superiors at any time.  All changes will be 
attempted to be communicated prior to the tournament.  All rules have been approved by 
Central Florida Council Shooting Sport Director, Marvin Rosen. 
 
Prior to the competition, all trebuchets are to be checked and inspected by the judges. After 
checking in, teams are NOT allowed to modify their device, unless instructed to do so by 
the judge. If a device fails inspection the judge reserves the right to deem the device 
unsatisfactory and thus disqualifying the team.  A check in date will be provided closer to 
the event. 
 
SAFETY 

1. All team members must provide and always wear safety goggles/glasses.   
2. Failure to follow any safety rule or arguing with a Range Safety Officer (RSO) will 

result in the offender being removed from the competition and a penalty will go to 
that team for that launch.  (See Penalties Section) 

3. Your trebuchet must be launched remotely from outside the launch area, which will 
be clearly marked. 

4. All trebuchets will be inspected for safety. Any loose parts must be tightened, or the 
trebuchet will be deemed unfit and disqualified. No parts other than the projectile 
are allowed to become disconnected from the trebuchet at any time and must be 
securely attached prior to participating in the competition. 

5. If the trebuchet becomes inoperable or unsafe, it must be removed immediately from 
the competition. The team’s current score becomes their final score.  Only “traction” 
(mangonel) trebuchets are allowed.  No counterweights can be used.  All swinging 
of the arm must be accomplished by manpower.  The trebuchet throwing arm must 
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not move in a launching direction while fully assembled, at rest, or from any position 
under its own power. 

6. No catapults or catapult/trebuchet hybrids are allowed. No energy can be stored in 
deformation of components. That means no springs, rubber bands or flexible arms.  

7. A trebuchet fails inspection by being a possible safety hazard or if it violates any 
construction criteria. 

8. If a team is disqualified, they will not be allowed to compete. 
9. Only two team members will be allowed to be on the field during and prior to 

launch. Additional help may aid in the setup; however, they must evacuate the area 
after setting up. 

10. No team member may step in front of or behind the device when it has the potential 
of launching, as this could result in disqualification. 

11. Prior to each and every launch the team must seek approval from the judge to launch. 
Failure in doing so will cause a penalty for that launch. 

12. Team members must be able to stand back and to the side of the trebuchet when 
launching and when the trebuchet has potential to launch. 

13. Everyone must be out of the launch field before a launch. If any team launches prior 
to the area being cleared that team is automatically disqualified. It is the 
responsibility of the team that no person or property should come to harm due to 
any action by their trebuchet or negligence.   

14. No team member will be allowed to walk in the firing field outside the designated 
walk area. 

15. All competition projectiles will be provided by the district for the tournament.  The 
projectile for the competition will be a mini corn hole bean bag, approximately 3in 
by 3in. 

 
DESIGN / CONSTRUCTION 

16. Qualification at check-in does not represent permanent qualification. Trebuchets are 
subject to random checks at any time. This is done to prevent  

a. illegal modifications to the trebuchet 
b. overcome deficiencies in the qualifiers’ judgment  
c. ensure safety. 

17. It is your responsibility to make sure that you understand the rules, and that your 
trebuchets meet the requirements. Our failure to ‘catch’ illegal trebuchets before the 
tournament does not take away our right and responsibility to correct such mistakes 
later. 

18. No trebuchet will be allowed to have wheels unless they aid in transportation of the 
device in which they must be removed (or disabled) prior to launch. 

19. The device cannot store any energy.  The structure cannot deform during loading to 
store energy.  No springs, elastic bands, compressed air, etc. will be allowed on the 
device. 

20. No counterweights can be used.  A counterweight is defined as any weight that is 
applied to trebuchet that would result in a launching motion under rest. 

21. The device must be constructed in a manner so that it is sturdy and will not cause a 
potential safety hazard. This structural integrity is subject to the judge’s opinion. If 



28 | P a g e  
 

the structural soundness is unsatisfactory at any time the device will no longer be 
allowed to launch. 

22. The max height of the pivot point may not exceed 5 feet from the ground. 
23. The max length of the throwing arm may not exceed 10 feet from the projectile cup 

attachment point to the point where the pulling ropes are attached. 
24. The projectile must sit freely in a cup that is permanently affixed to the throwing 

arm.  No slings can be used. 
25. The launch area is the area where the full range of motion may reach and become a 

possible safety hazard of the throwing arm when in motion. 
26. The device must be launched outside the launch area by a rope.  Additional rope 

may be added to your trebuchets rope to ensure the launching team is far enough 
away from the trebuchet depending on the range set up during the tournament. 

27. The device must not be anchored to the ground and must not wobble excessively, 
tip, etc. in a way to cause a safety hazard or cause the device to tip over during, 
before, or after the launch.  Excessive motion of the trebuchet during launch can 
result in a disqualification. 

28. The throwing arm must be constructed out of oak or similar hard wood. 
29. If not using construction grade materials, the use of “green wood” is required 
30. The trebuchets will be inspected for safety. Any parts that are unnecessarily loose 

must be tightened. No parts of the trebuchet other than the projectile are allowed to 
become completely disconnected from the trebuchet. Any trebuchet deemed to be 
unsafe will be disqualified. 
 

SCORING 
31.  Each team will be allowed 4 launches. 

a. First launch will be for distance. 
b. Second launch will be for accuracy. 
c. Third launch will be for the team’s choice for distance or accuracy.  The 

team’s choice must be announced before the launch. 
d. Fourth launch will be for the team’s choice for distance or accuracy.  The 

team’s choice must be announced before the launch. 
32. In the occurrence of a tie, awarding will go to the smallest trebuchet. 
33. A score will be recorded as a zero (0) for any projectile that lands behind the front 

of the trebuchet base. 
34. If the projectile lands in front of trebuchet base for a distance throw, the distance 

will be measured and rounded to the nearest ½ foot from the front of the trebuchet 
base. 

35. If a projectile strikes a target during an accuracy throw, the score on the target will 
be recorded. 

36. If a target is hit during a distance throw its score will not be recorded, only the 
distance will be recorded. 

37. If a target is not hit during the accuracy launch the score will be recorded as a zero. 
38. The total score will be the sum of the distances (D) recorded divided by ten then 

added to the sum of the accuracies (A) recorded.  T= 0.1 * Σ D + Σ A 
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39. If no challenge is issued before the next round of throwing, then the results of the 
match cannot be changed. The decision by the judge may be appealed to the director 
or an appointee thereof. 

40. As the competition is being held outdoors, factor such as rain or wind may affect 
outcomes and we cannot be held responsible for such occurrences. 

 
PENALTIES 

41. A penalty will be recorded for any safety violation.  This is not a comprehensive 
list.  If a safety issue is identified by a RSO it must be followed, failure to follow 
will lead to further penalty or disqualification.  Penalties include: 

a. A team member is informed for not wearing their safety glasses. 
b. A team member is in or around the launch area while the device is being 

launched or has the potential of being launched with the exception of setting 
up the device to be launched. 

c. The device launches unintentionally or prematurely. 
d. The team doesn’t get the judge’s approval prior to launch. 

 


