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October’s Games

2 BALL HOCKEY GAME

You will need:

2 hockey sticks

2 balls or sponge pucks

4 chairs

6 skittles or liquid dishwashing soap squeeze bottles.

Two equal sized numbered teams on each side of the hall. Two chairs each end for a goal, with a hockey stick and puck in each goal mouth.  A line of skittles between each goal mouth. When a number is called, the two Scouts with that number race to their goal mouth, pick up the stick and then dribble the puck between the skittles slalom fashion until they reach the end of the line where they can shoot at the opposing teams goal.
PANCAKE RACE

You will need:

A bat, frying pan or tennis racket

a ball or frisbee

Half of each team stand at one end of the course and half at the other end. The first player has to run to the other end and give the frying pan to the first man at the other end who runs back with it. This is continued until each player has run the number of times the Leader decides. On each run the frisbee or ball must be tossed and caught twice without dropping it. If the player drops it on the floor they must go back to where they started from and do their run again. On pancake day use real pancakes.

TUNNEL BALL

Equipment: A ball or balloon for each team

The teams stand at attention in lines, the front player in each team has the ball. On the command ‘GO’ they spring their legs apart. The player at the front passes the ball between their legs. The ball must go between each player’s legs until it is picked up by the player at the back. The back player then runs to the front and continues the process until the original font player is back at the front. The winning team is the one with all players standing at attention with the ball at the front. If a ball breaks out from the line it must start its journey through the tunnel again from the front. As an alternative pass the ball from the back player through the tunnel to the front.

CHECKER RELAY

Equipment:

6 wooden checkers playing pieces per Patrol

Scouts race up and down the hall in relay fashion, with a pile of 6 checkers balanced on the back of one hand. They are not allowed to steady the pile with the other hand. The only time they can touch the checkers with the other hand, is either when they have dropped them and are picking them up, or when they are transferring the checkers to another Scout in their team.
Spaghetti Polo

Pass a Polo from person to person using just spaghetti and teeth.

Get Out Of That - 1

Tie a granny knot in the middle of a 4m length of rope. Give each of the two ends to a Sixer to hold. How do they undo the knot without the Sixer having to let go of the ends?

Get Out Of That - 2
Then, once they've got the idea, tie a reef knot in two 3 metre lengths and hand the ends to two Seconders.....make it a race Six against Six.

Fanning the Kipper

The kipper is a piece of tissue paper cut into the shape of a fish. Competitors each have a kipper and a rolled up newspaper. They race to fan their kipper with the newspaper across the room and the first one across wins.
Tiddlywinks

For this game of course you need some plastic tiddlywinks (although some small coins such as 5 pences or 1 pence pieces and two larger ones such a 2 pence or 10 pence will do) and a cup or bowl.

You take it into turns to flip your small winks. To do this hold the shooter piece (the larger tiddlywink) between your forefinger and thumb and press down on the edge of the smaller piece. The aim is to be the first one to get all your winks in the bowl.

Simple isn't it? But it can get quite complex. In fact grown-ups have tiddlywink championships - there is even an Oxford University Tiddlywinks Site!

Once you get used to simple tiddlywinks, add these rules. If a tiddlywink lands on top of another, the bottom wink cannot be used until the top wink is played again. So you can stop your opponent from winning by landing on them. If a tiddlywink is leaning against the bowl or cup, it can't be played until it is knocked down.

Animal Roundabout
Get the Cubs into a circle and ask the first person to name an animal or bird beginning with the letter A, the next person has to name one beginning with the letter B and so on. 

Hotter, colder

This is a hiding game. Someone/1 from each team goes out of the room and an object such as a cork is hidden. They then come back into the room and as they get closer to the hidden object they are told by the others that they are getting hotter. As they move away from the object they are told that they are getting colder. If they get very close they are "burning", if very far they are "freezing". If in teams, might need to decide on codes for “burning” & “freezing”.

Blow football 

All you need for this popular game is a table, drinking straws and a ping-pong ball. You will also want something like four books or matchboxes to create goal posts. It can be played by two people, or by two teams if there are more. The aim is to score goals against the opposite side, as in a normal football game. The only difference is you move the ball by blowing it through the straw.
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