Color Wars/Capture the Flag
Molly and her fellow campers
play a game called Color Wars.
You may know it as Capture the
Flag. It is best played with a
large group of people in a place
with lots of space, but things to
hide behind. This game was
very popular during World War
II because it resembled the war
with two sides each trying to
win “the war.”
Number of participants: Most fun if there are at least 6 players,
numbers should be even for even teams.
Length of time: Until the flag is caught!
Materials: Two “flags” (bandanas or brightly colored pieces of cloth) and plenty
of space
Rules:
Each team has its own territory in which its players are free to move as they
please, but on which opponents enter at their peril. A boundary line such as a
brook, a fence, or a trail, etc separates the territories. The enemy may capture
any player crossing this line.
The teams assemble close together at a starting point near the center of the line,
each team in its own territory. On a signal the teams proceed to set their flags at
any point within 200 steps of the starting point. The flags must be visible,
although it is permissible to place them as inconspicuously as possible.
After three minutes another signal is given for the start of the game. The object
now is to enter the enemy's territory, capture the flag, and carry it across the line
into home territory without being caught. Players may be posted to guard the
flag, but not get nearer than 50 feet to it, unless an enemy Scout goes within the
50-foot circle. They may then follow them.
Any player found in the enemy's territory may be captured by grasping him long
enough for the captor to say "Caught!" three times. When a player is captured he
or she must go with the captor to the "guard house" - a tree or rock near the
boundary line.
A prisoner may be released by a teammate touching them, provided the prisoner
at that time is touching the guard house with a hand or a foot, whereupon both
return to their own territory. If the guards catch the rescuer before the rescuer

touches the prisoner, they, too, must go to the guardhouse. A rescuer can rescue
only one prisoner at a time.
If the flag is successfully captured, it must be carried across the line into home
territory. If the raider is caught before they reach home, the flag is set up again at
the point where it was rescued and the game continues as before. If both sides
fail to capture the enemy's flag within the time agreed upon (maybe 30min.) the
winning team is the one with the most prisoners.

Variations:
Variation 1 (Hidden Flag)
Allow each team to hide their flag out of sight. Before starting the game allow a
scout from each team to be shown where the flag is. He must describe
accurately, to his team, where the flag is. This requires that the player be very
observant.
Variation 2 (Get Out of Jail Free)
All team members caught in the jail can be set free when a single teammate
touches the jail. BUT, they do not have free passage back to their territory.
Variation 3 (Human Chain)
If a member of one team gets tagged by a member of the second team in the
second team's territory, the tagged person must sit in jail either for a
predetermined time limit, or until an untagged member runs through the jail. In
some cases, particularly if the jail is far from the boundary line between
territories, players may be allowed to form a "human chain" from the jail towards
the boundary. This makes it easier to be "rescued", the more players are in jail.
The purpose of this rule may be to reduce the possibility of games ending in a
virtual stalemate: if one team has nearly all its players in jail, allowing the
opposing team to focus exclusively on the remaining members, it can prevent
them from affecting either the release of prisoners or the capture of the flag.
Variation 4 (Jailbreak)
If the game begins to stall, allow the judges to yell "Jailbreak." At this moment all
players in both jails are free to escape.

