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Pirates!
Friday

19:00
Treasure Island Maps

19:30
Eye-Patches & Pirate Hats (Hand Crafts)

20:00
Traditional Pirate Food (or not so…)

20:30
Peg Leg Pete (Relay Races)

21:30
Supper

22:00
Pirates & Musketeers (Wide Game)

22:30
Yo Ho Ho and a bottle of Milk…

Saturday

08:00
Walk the Plank

08:30
Breakfast

09:30
Kit Bag & Hammock Inspection

09:45
Raise the Flag (4 fast games)

10:30
Cannon Balls (Launch Eggs with bamboo ballista’s)

11:00
Cross Skulls & Bone Bags (Hand Crafts)

11:30
Stalking & Tracking (4 groups)

12:30
Lunch

13:30
Animal Casts, Skull Bandanas,  ‘Scar’ Paint (2-4 Bases)

14:00
Treasure Hunt (Explorer Scouts to organise – two teams – shovels etc)

15:00
Sponge Relay. Water Balloon Tag & Pirate Attack (Water fight)

16:00
Smoke Fires (Barbeques)

17:30 
Free Time or Me-Harty Tag

18:00
Tea

19:00
Cannon Launch (Water Rockets)

20:30
Camp Fire

21:30
Battle of the Sea Dogs (Wide Game)

22:00
Supper

22:15 Black Spot (Hit Man - Hand Shake Killer) & Spooky Story…

23:00
Yo Ho Ho and a bottle of Milk…

Sunday

08:00
Walk the Plank

08:30
Breakfast

09:30
Kit Bag & Hammock Inspection

09:40
Scaly Wags (run the Gauntlet) & Black Beards Tag

10:15
Adventure Course (Explorer Scouts to design…)

11:15
Round the Mast (Rounders)

12:30
Lunch

13:30
Jump The Shot (Ball in Towel – swung round circle)

14:00
Pack Kit Bags

15:00
Ship to Port

Detailed Programme

	
	Friday
	Detail
	Equipment
	Ok

	19:00
	Powwow & Explorer Maps
	ALL (Cubs/Scouts) sit in ‘powwow’ circle.

Introduction to theme of Indians, this is the key to the weekend, EVERYONE must participate!

Split cubs into 4 Ships. 

Ship 1 = Black Pearls

Ship 2 = Night Ramblers
Ship 3 = Scowerers

Ship 4 =Schooners

Points (feathers on a score board) to be awarded for all competitions.  Most points at the end of each day will win a special prize!

From now on ALL cubs will now be addressed as ‘Ship Mates’, Explorers & Scouts as ‘Commanders’, and leaders ‘Masters’, 

e.g. ‘Ship Mate Matthew’ & ‘Master Dave’. 

In the circle practice saying hello to each other in a Pirate Voices, (including Commanders) once addressed, you can choose the next person to address.

Discuss ‘agenda’ i.e. describe some of the activities.

Share the ‘pan of peace’ like Indian ‘peace-pipe’, drinking directly from the pan!

Explorer maps or recognisance – split into pairs, explore the surrounding area – 500meters – and draw a detailed map – identifying toilet blocks, water points, huts etc. so every one knows the layout of the camp site.

Best map - 10 points, then 5 then 1.

	None

No1. Dixi (Biggest pan possible), of Dilute Orange.

Paper, Pens.
	Ok

Ok




	
	Friday
	Detail
	Equipment
	Ok

	19:30
	Head Dresses
	Make Indian Headdresses.

Send the ‘braves’ out into the wood for 5mins scavenge to find any feathers. Supplement with feathers supplied.

Draw Indian patterns on the card. Each member of the Tribe to use the same team pattern.

Staple card to fit head size. 5 feathers for each ‘brave’. Insert feathers into cards, these should be at the side or rear of the headband.

Best head dress - 10 points then 5 then 1.

	Corrugated Card/Paper

50 Feathers

Pens

Stapler


	Ok

Ok

Ok

Ok



	20:00
	Traditional Food
	Scouts to Prepare: Place food on 6 different plates. Blindfold all Braves. Bring out one plate at a time, let all Braves taste, then remove blindfolds, and repeat for each plate.  Give each plate an introduction before tasting; let each Brave pick up their own food.

Spaghetti – Worms

Crush Cornflakes – Dried Ants

Sardines – Turtle meat

Passion Fruit – Cactus fruit

Pie Filling – Stewed Buffalo meat

Jelly Cube cut into tiny bits – fish eyes

 
	Tinned spaghetti

Cornflakes

Tin of Sardines in Olive oil

1 x Passion Fruit

Tinned Pie Filling

Orange Jelly Cubes


	Ok

Ok

Ok

Ok

Ok

Ok



	20:30
	Indians & Settlers
	A piece of ground is marked out which is the prison (2 meters square) The Braves get five minutes start and hide anywhere within an area, the boundaries of which are known to all.

The Settlers (Scouts) move out of the prison to capture the marauding Indians. The Indians may leave their places of concealment if they wish and may resist capture. After capture they may, at any time, struggle to escape. 

Each Indian when captured must be taken to the prison but may escape at any time if he is able to do so. The Settlers should have a guard at the prison to prevent this.  Prisoners may not be tied in any way. After the agreed on time limit, if any of the Indians are still at liberty the Settlers lose. 

Three whistle blasts signal end of game. The game may be run two/three times.

If Indians win - 10 points each tribe.
	Rope
	Ok


	
	Friday
	Detail
	Equipment
	Ok

	21:30
	Supper
	Scouts


	
	

	22:00
	Indian  Pictographs
	Sioux Indian Pictographs.  Indians did not know how to write, just like the Egyptians.

Hand out sheets page 1-4 of sample pictographs to each tribe.  

Discuss meaning of the types of picture. 

Each tribe to write short story 20 words. Pass to next team to decipher.  

Then try page 5 & read out the answer.

Best answer - 10 points then 5 then 1.

	Pictograph Sheets

Pens
	Ok

Ok

	22:30
	Little Big Snoozums
	Bed time, wash and ablute  (hopefully)


	
	


	
	Saturday
	Detail
	Equipment
	Ok

	08:00
	Scalpem Early
	Get up!


	None
	

	08:30
	Breakfast
	Scouts


	
	

	09:30
	Teepee Inspection
	Kit inspection, tidy up.

Best kit - 10 points then 5 then 1.

	None
	

	09:45
	Tree & Animal Casts
	Each Brave to find an animal foot print and use the Plaster of Paris to make a cast of the track. (Ok it could be faked)

Use bark rubbing to find the trees on the handout.

Best animal print - 10 points then 5 then 1.

	Plaster of Paris

Card board (box)

12 Washing Pegs/Paper clips

Plastic Cups

Paper

Crayons

Pictures of Trees
	X

Ok

Ok

Ok

Ok

Ok

Ok



	10:30
	Pioneering
	Make a construction using sticks & elastic bands.  

E.g.: Tallest Flag pole etc.…

Best model - 10 points then 5 then 1.

	Willow Sticks

Elastic Bands

Paper


	Ok

Ok

Ok

	11:00
	Arrows & Bone Bags
	Fake arrow-in-the-head.

All braves to find a long straight stick and feather.

Use stick, wire, Cellotape, feather (or paper) card (point) to make arrow.

Use leather to make bone-bag or ‘Sweet bag’, and sew together, fill with some midget gems!

Best arrow head - 10 points then 5 then 1. Best bone bag - 10 points then 5 then 1.

	10 Wire Coat hangers

Brown Card board box

Paper

Cellotape

Leather

Sewing Needles

White Sewing Cotton

1/2lb Midget Gems

Stapler

Pliars or Wire Cutters
	Ok

Ok

Ok

Ok

Ok

Ok

Ok

Ok

Ok

Ok

	11:30
	Stalking & Tracking
	Stalking Game, one Brave stands facing tree, all others 20m away. Creep up to Brave who can turn around. If seen moving must go back to start.  Brave who touches the Tree changes over place.

Then short tracking game, 20mins out and switch over.  3 Whistle blasts return to base. 


	None
	

	12:30
	Lunch
	Scouts


	
	


	
	Saturday
	Detail
	Equipment
	Ok

	13:30
	Painting Animal Casts & War Paint
	Use poster paints etc to paint the plaster cast. 

Use Face Paints to design Braves ‘War Paint’

Best face 10 - points then 5 then 1.
	Poster Paints

Model Paints

Paint Brush’s

War Paint

Newspapers
	Ok

Ok

Ok

Ok

Ok

	14:00
	Bows & Arrows
	Archery.

Best score - 25 points then 10 then 5.

	None
	

	15:00
	Horse Racing
	Ok it’s Tobogganing

Timed Races - 10 points then 5 then 1.


	None
	

	16:00
	Smoke Fires
	Cooking Flour Twists on Sticks & foil bananas cooked on an open fire. 

Split into 2 groups, Scouts to help with lighting fires etc.

Use chocolate spread to flavour twists.


	2lb bag of Flour

Chocolate spread

10 Bananas

Kitchen Foil

Small Pans

Water

Spoons

Matches
	Ok

Ok

Ok

Ok

Ok

Ok

Ok

Ok

	17:30 
	Free Time
	Controlled Mayhem, Or 

Brave Tag: One player is appointed to be “It”. A player when tagged joins hands with “It” and the two endeavour to tag other players.  Every player tagged must join hands with the others in a line between “It” and the player first tagged by “It.”  These two players at the end of the line are the only ones who can tag other players.  If any of the other players succeed in breaking the line by breaking the grasp of players in the line, the men who are not in the line have the privilege of chasing those who made up the line back across the base line, slapping them below the belt as they run.  Behind the base line the chain is again formed and the game is continued.  

	None
	

	18:00
	Tea
	Scouts


	
	

	19:00
	Sky Rockets
	Teams of 2 to build squeezy rocket, decorating washing up bottle using paper, fins etc.

Fill Squezzy bottle with ¼ water; attach pump and pump, blow rocket into the sky, hopefully.

Highest Rocket - 10 points then 5 then 1.
	6 empty washing up bottles

Card

Paper

Cellotape

Pens

Black cycle pump and attachment.
	Ok

Ok

Ok

Ok

Ok

Ok




	
	Saturday
	Detail
	Equipment
	Ok

	20:30
	Camp Fire
	Over to you Dave…


	Big Fire
	OK

	21:30
	Battle of the Big Horn
	Make a large number of shells (100+) by tying a teaspoonful of white flour in a sheet of tissue paper.  

Divide into two sides in the ratio of 3 Braves to 1 Scout; the scouts have the advantage of building a fort at any place they may choose.  Give everyone 5 shells. Place a flag so it can be reached from the ground any place near the wall of the fort.  Place an Umpire inside the fort and one outside the fort, and allow the attacking army to approach the fort from any three sides.  

At a given signal the battle begins.  Any man hit above the waist except on the arms, is dead, and can fight no more. He may be wounded three times on the arms or legs before he is dead.  

The object of the battle is the flag.  If a Brave gets the flag in his hands he is immune from shells until ten feet from the fort, when he may be fired upon and killed.  The flag must be taken fifty feet from the fort before it is really captured.  

If wisdom is used in the choice of captains, tactics are the key; this game will be a great success.  

The ammunition left by a dead Soldier can be used by his comrades but not by the opposite side.


	Box of Tissues or Toilet Roll

Reel of Sewing Cotton

2lb Bag of Flour

Flag
	Ok

Ok

Ok

Ok

	22:00
	Supper
	Scouts


	
	

	22:15 


	Story
	Sat in ‘pow-wow’ circle, See attached story, and then share small ‘pan of piece’.


	Dixie full of orange…
	Ok

	22:30
	Little Big Snoozums
	Bed time, wash and ablute  (hopefully)


	
	


	
	Sunday
	Detail
	Equipment
	Ok

	08:00
	Scalpem Early
	Get up!


	None
	

	08:30
	Breakfast
	Scouts


	
	

	09:30
	Tepee Inspection
	Kit inspection, tidy up.

Best kit - 10 points then 5 then 1.

	None
	

	09:40
	Run the Gauntlet
	Scouts & Cubs to prepare assault course, jumping over things, under things etc. 

Races against the clock.

Rope swing over ravine?

Fastest Team - 10 points then 5 then 1.

	Big Rope?
	Ok

	10:15
	Wigwams
	Bivouac Building in the woods, using ferns, branches etc.

Competition for best bivouac where all Braves are hidden in the bivouac from a leader.

Best Bivouac - 10 points then 5 then 1.

	None
	

	11:15
	Swimming
	Chaos rules, well hopefully not quite!


	None
	

	12:30
	Lunch
	Scouts


	
	

	13:30
	Jump the Shot
	Traditional Indian Game – Normally played with a MUD ball!

Make the ball/rope first with the Braves.

To fasten the football on the end of the rope, place the ball in a tea towel and then tie.

Have the Braves form a circle, and a Chief in the centre swings a rope with a ball attached to the end close to the ground and each player jumps over it as it passes.  

If a player stops the moving rope, he is required to drop out of the game. 

The leader increases the rapidity of the rope, and continually raises it a little from the ground. 
	Length of Nylon Rope

Football
	Ok

Ok




	
	Sunday
	Detail
	Equipment
	Ok

	14:00
	Take Down Tepees
	Pack up personal belongings.

Site inspection for litter etc.


	None
	

	15:00
	Heap Big Farewell
	Points Awards

Dave’s Certificate handout

And Final Farewells…


	Certificates
	Ok
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