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 Responsibilties Scouting Youth
of a SBFG Artillery Crew

To be a member of an Artillery Crew:

-  you must be �4 years of age at the time of the Campaign as well as a member in good 
standing of Scouts Canada or Boy Scouts of America (BSA)

- you must have served at least one year in the Infantry element of the SBFG

-  you must make the commitment to attend organizational meetings and practices

-  you must learn the following pages, 3 to �7, of reference material to the best of your 
ability (priority is given to parts of the artillery piece and the opertional procedures all 
other knowledge is bonus)

-  you must remember that this Crew is a Senior youth group within Scouts Canada or Boys 
Scouts of America, who will be setting an example at the annual International Scout 
Brigade of Fort George “Living History” camp. There will many more younger Scouting 
youth present. Fun, yet serious commitment must be made by all Artillery Crew membersl

American Artillery Officers of this time period, for the most part, were originally trained 
in British Artillery technics. For the present time, Artillery evolution within the Brigade all 
Artillery participants will follow this reference manual. Hopefully, our American Scouting 
brothers can provide some historical reference material that can be incorporated in this 
manual in the future.

Returning members of the Artillery Crew will form the Executive and take input from 
all Crew members and make decisions regarding Crew Roles. It will be the Executives 
responsibility to train new members as they are accepted.

The Brigade has determined Gun Crew size to be 8 members in total. If a Scout Group 
cannot raise 8 members, the existing number will be joined with another Scout Group to 
form an 9 man Crew.

Not withstanding, the Executive, the Venturer/Scout Advisors, or the Fort George Contact 
for the Scout Group can override any of the above stated conditions, regarding 
participants and activities of the Artillery Crew in the best interest of the “Living Hirstory” 
Camp event.

All current and future Artillery pieces must have the Artillery Staff's approval for 
participation in the annual event. Any Group wanting to construct a new cannon, 
must seek contact with the Artillery Brigade officer to establish mentorship strategies for 
development of their new piece. The Brigade Artillery Officer will work with the Artillery 
Staff to ensure that the Scout Group has the Staff's experience and assistance during their 
construction process.
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F: SHELLS & EQUIPMENT

Tools and ammunition 
from the Napoleonic 
period.
This image represents 
the tools, or side arms 
as they were known, 
for the gunner in the 
period �792-�8�5. The 
ammunition at the top 
of the page is double 
scale. The side arms were 
attached to the carriage  
via leather straps and  
small brackets on the  
gun carriage whilst 
travelling and laid out  
by the gun in action.

 � Grape shot
 2 Case shot
 3  Fixed round with sabot and  

charge bag
 4 Common shell with sabot
 5 Separate powder charge
 6 Spherical carcass
 7 Fork lever
 8 Sponge
 9 Wad hook

�0 Ladle
�� Crooked handspike
�2 Straight handspike
�3 Leather straps for sidearms
�4 Linstock
�5 Portfire holder
�6 Fuze gauge
�7 Auger
�8 Vent spike
�9 Sprung vent spike

20 Elevating screw
2� Drag rope
22  Cartouches and pouches for 

powder charges and ignition 
devices (Indian service)

23  Common shell ammunition box 
(Indian service)



A: 6-POUNDER FIELD GUN, LIMBER AND HORSE TEAM, WITH A LAYOUT OF THE DETACHMENT 
(CREW), ROYAL HORSE ARTILLERY

A Royal Horse Artillery battery with 6-pounder gun on Congreve block trail carriage. The 
image shows the positions of the drivers and the horses. All of the crew would be mounted 
and the horses were normally held in a position behind the gun. The overhead view of the 
gun shows the positions of the principal gunners on the gun. (See page 6 of this manual)

� NCO who lays the gun and gives the orders.
2 From the rear of the gun the man at the right wheel serves the vent and primes the gun.
3  At the rear of the left wheel, this man fires the gun and cares for the portfire, and also 

traverses the gun when required.
4  At the front of the left wheel, this man rams the gun with the other gunner at the front of 

the gun and loads the ammunition.
5 This man worms the gun and sponges.

There were also a number of other gunners who were responsible for ancillary tasks 
such as bringing up ammunition from the limber, looking after the handspikes and horse 
holding.

The overhead view shows the sub-division drivers and limber. It can be seen that the 
limber was equipped with shafts on one side only and that the method for attaching the 
horses consisted of a swingle tree on one side and a direct attachment through rings on 
the other. However, the limber was so designed that the shafts could be moved for double 
or even triple draught.
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Roles & Responsibilities within SBFG Artillery Regiment:
Major of Artillery Regiment

|
Artillery Regiment Staff

|–––––––––––––––––––––––––--------–––––––––––––––––|                                                                              |
Captain (U.S.) Company                                   Captain (British) Company
|                                    |                                     |                                       |

 DIVISION “A” DIVISION “B” DIVISION “A” DIVISION “B”
|                                    |                                     |                                       |

 Lieutenant 2nd Lieutenant Lieutenant 2nd Lieutenant 
|                                    |                                     |                                       |

 2 Crews 2 Crews 2 Crews 2 Crews

Min. 4 Crews, max. 8 crews per Company
Crew Ranks - � - Serjeant, � - Corporal, 2 - Bombardiers, 4 - Gunners

Major - The facilitator of  the Artillery programme

Sub-Committee - Experienced Leaders with Artillery knowledge, who are enthusiastic to 
contribute to the evolution of Artillery within SBFG event. Artillery Staff members will be  
advisors/monitors of Artillery participants on the field of battle.

Captains - Selected senior Venturers or Rovers/Scouts (�6-�7 yrs of age) with Artillery knowl-
edge and several years game experience will play the roles of Artillery Company Captains.

1st Lieutenants - Selected senior youth will play 2nd Lieutenants in charge of an  
Artillery Divison.

2nd Lieutenants - Selected senior youth will play 2nd Lieutenants in charge of an  
Artillery Divison.

Serjeant - Returning Senior youth who have participated in Artillery will be assigned to  
lead a Gun Crew.

Corporal - Returning youth who have participated in Artillery will be assigned to lead a 
Gun Crew.

Bombardiers - First, second year youth who are participating in Artillery for the first time will 
be assigned as Bombardiers to a Gun Crew.

Gunners: - First, second year youth who are participating in Artillery for the first time will be 
assigned as Gunners to a Gun Crew.



Artillery Commands

Search Piece - screw/ loader removes any obstructions with his screw

Advance Sponge - sponge moves up and wets the sponge

Tend Vent - primer/ vent man covers touchhole with his thumb

Sponge piece - sponge wipes down barrel and inside of gun to cool it down  
and extinguish embers

Advance Cartridge - powder monkey gives loader a pre-measured  
powder cartridge

Load- loader places cartridge inside gun mussel

Wad to Cartridge - loader stuffs wadding into the gun

Shot your Piece - loader places shot (cannon ball, cartridge, grape shot) into gun

Wad to Shot and Ram Home - loader stuffs down more wadding and rams the 
whole package down

Prick and Prime - primer pricks a hole in cartridge and places primer cord  
through touchhole

Prepare to Elevate and Traverse - gun commander aims gun and adjusts elevation

Fire! - battery captain or sergeant gives order for firer to ignite priming cord with  
port fire

Developed during Saturday morning sessions, 23rd Campaign, September, 2006
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�. 2.

4.3.

5.

6.

�. screw/ loader
2. sponge man
3. firer
4. primer/ vent man
5. gun commander 
6. powder monkey
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Artillery Marching Commands

At your trail fail in  - gunners line up in front of their trail at attention
 

Front - piece/crew faces (trail forward) officer

Up trail - gunners pick up trail ready to march (equiv: shoulder arms) 

Down trail - gunners lower trail for halt (equiv: order arms)

Developed during Saturday morning sessions, 24th Campaign, September, 2007
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Action Front/ - piece points muzzle in direction specified ready to engage  enemy
Left/right   

Right/left face - piece/crew turns to face right/left

Right about face - piece/crew turns right around 

In column of root fall in  - pieces fall in into column. Muzzle faces backwards, so 
trail is facing the direction ordered or the route of march. See diagram on top of 
page �4.

On the left/right form battery - unit wheels from column of march into battery 
line on the right/left side of the lead piece. See page �4 for detailed diagram of 
manuveur.



The remaining Crews follow suite until the Company/Division is 
formed as a Battery. 

All Artillery pieces should be moved by their Crews as if a limber 
is attached and team of horses is actually pulling the piece. 
Large turn radius' are needed and time to properly position  
the piece(s). Artillery Crews will not be allowed to  
"spin on a dime" in the future. Effort must be  
made to manuveure as  
accurately as possible.

The Company Captain will 
relay orders to prepare for  
firing. The Crews would then 
form as per the diagram 
immediately below:
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On the left/right form battery - 

The Company/Division wheels from column of march into battery line on the right/left side 
of the lead piece. In this example to the right. 

Upon issuance of the order, the first Crew halts. 
The following Crews then form on the first per the 
order, left or right. In this example the Company is 
forming to the right as well as "Action Front".

Crew #1Crew #2Crew #4 Crew #3

Crew #1

Crew #2

Crew #4 Crew #3

Crew #1

Crew #2

Crew #4

Crew #3
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Artillery Parade Review Formation

SBFG Artillery Regiment is comprised of two Companies. The Companiues will fall in 
for parade review as illustrated below. Officers in front of their Company, Gun Crews 
falling in at their trails, facing forward..

Developed during Saturday morning sessions, 24th Campaign, September, 2007



SBFG Artillery Regiment Rules of Engagement

All Artillery participants must be familiar with and follow the following rules of engagement. 
If the evolution of Artillery with the Scout Brigade of Fort George is to be taken seriously, all 
participants must “play by the rules”. 

In �8�2 an experienced Gun crew could fire 3 rounds in 5 minutes, so the same will apply 
for our game. All Artillery Crews will follow the correct procedures required to fire their piece, 
see pages ?? to ??. The role of Artillery within the game is one of precision, leading to a 
high degree of respect, just like the time period being represented.

The Artillery Captain will confer with the  Commander of his assigned Army. The Captain will 
then place Artillery according to that strategic “game” plan. 

Artillery participants will take the required time and effort to move their Artillery pieces 
into position. Artillery participants must  play the role with historical accuracy in mind.  
Artillery was heavy it was not moved quickly. To be fair, participants must try to replicate this 
aspect. Any Artillery Crew found to be moving their “2 ton” artillery piece at a rapid rate will 
be retired to the rejunvenation flag at the required pace.

The Artillery Company will consist of two Divisions. Each Division will fire on one target  
together by the order of their Captain and/or Lieutenant(s). 

Each Artillery piece within the Division must fire at least one “range finding” shot, signified  
by a white flag. A Gunner will be designated as signal corpsman. Each Gun Crew will be 
supplied with a red & white flag. 

Again each shot taking an average of 2 minutes to prepare by correctly following the 
ordered loading/aiming procedures. If the target is stationary then the fourth round by a 
Division will have “hit” the target, signified by a Red flag, and successive damaging rounds 
will follow from that Division. If the target is moving then more range finding rounds will be 
necessary. If the target is stationary then Artillery fire should take out the target with great 
efficiency. Fairness in the game is the utmost priority. Artillery & Infantry participants will  
respect the Rules of Engagement. 

Artillery, as senior youth participants, will take the high road and avoid un-Scouting like 
behaviour should any situations arise that are contentious. All participants must remember 
that this is a Scouting event that commands the same respect as any other Scouting event.

An averaged size Infantry Company will require 3 hits to be “retired”. Larger formations will 
take more. This is one of the points that will need to be assessed on the spot and reviewed 
in the debrief of the event. Artillery Staff are to be in position to help render a fair resolve.

Should an Artillery Division come under attack by an opposing Artillery Division, the same 
firing rate applies but 3 hits would eliminate a Gun Crew from the Division. This based on 
the physical area occupied by an Infantry Company and a Gun Crew. When an Artillery  
Division comes under attack, as with Infantry Companies, casualties are incurred during 
the battle before a decisive outcome is reached. Artillery participants will be free to add  
to the overall experience of their opposers by performing their best theactorical ability 
into a few gory death scenes. Again, senior youth have a responsibility to contribute to the 
younger sections experience.

Following the new guidelines for  rejuvenation for Infantry companies, the same will apply 
to Artillery. This is a Scouting game, not a reenactment organization. Should an Artillery  
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Division be beaten by dynamic and tremendous strategic game play, that Division will 
properly pack up their gear and march back to the rejuvenation flag. Again with the  
proper drill and pacing to command respect due Artillery. Once arriving at the  
Rejunenation flag they will be redeployed into the Battle by their Army’s commanders and 
Artillery Company Commanders.

Currently Infantry companies are not plundered for their mukets, ammunication or wares. It 
therefore remains fair that the same will apply to Artillery. 

Firing ranges & kill rates:

The Maximum range of the cannons will be 200 yards. This allows for a fair development of 
the game on the field. To allow more would effectively eliminate any Infantry movement. This 
objective is to allow fair development of the game for all participants.

Senior Artillery officers (Venturer advisors and Scout Leaders (U.S.), otherwise know as Artil-
lery Marshals, will be attached to a Gun Crew. In battle their position will to be in the fire line 
of their assigned Crew. Artillery Marshals will be attached to a Gun Crew other than their 
own. The purpose to foster more the Venturer program, working with others and motivating 
Artillery participants to behave with the utmost Scouting principles.

Artillery Marshals will pace off an approximated 200 yards. Then stay opposite the Gun 
Crew to communicate to the “target”. Artillery Marshals are to communicate goodwill and 
fair play to enhance the evolution of the game.

This will take the cooperation of the Brigade as a whole. Essentially, the Marshals and In-
fantry Officers (all Scout leaders essentially) on the field must remember this is a Scouting 
event (game). The goal is for all participants, especially the youth, to have a great experi-
ence. While Artillery participants are youth, they are senior section youth and have a re-
sponsibility to help deliver a great experience for the younger sections. This is the main goal 
for this initative.

Firing of the Piece:

Proper firing procedures for all artillery pieces must be followed by the Gun Crews. Artillery 
Staff will be monitoring the Gun Crews to ensure that all Artillery participates comply.  
Appropriate speed and technique are vital for Artillery to be taken seriously by the rest of 
the Brigade. 

 �7 Required Knowledge




