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Flying Saucers

Equipment

· Saucepan Lid at least 15cm in diameter 

· 2 Lengths of string 10m each (longer to make it harder! 

· Obstacles 

· A football / Bag Of Water

Description

Find the centre of the two long strings and tie them both to the pan lid. (Clove hitch time!)

Place the pan lid upside down on the ground with the strings at 90 degrees to each other so that you have a 'cross'.

Create a suitable obstacle course. such as chairs, or other things you can 'land' on.

Place the ball / water bag on the saucer, and assign one member of the five as team leader. All other team members take a string each.

The idea of the game is to complete the course as quickly as possible without dropping the saucers passenger. 

Rope Whirl Jump

A quoit is previously securely tied to the end of a light rope about 15 ft. long.

The players stand in a circle about 20 ft in diameter and jump over the rope as it is whirled round by a leader lying on the floor. A Scout is out if there is the slightest touch upon him with the rope or the quoit. He is not however out as a result of a hit following deflection from a hit on another Scout. Only the first Scout hit is out.
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Duck Fighting

Arrange Cubs in pairs of equal height & weight.

Opponents face each other in crouch position with both arms stretched forward. They should be at such a distance apart that they can just put their hands together without lean​ing forward.

By slapping each other's hands with the flat hands, or by evading a slap, they try to make each other lose balance and either fall forwards or backwards or move the feet. In no circumstances must the hands touch the floor. This variation allows the competitors to hop or spring about whilst trying to unbalance each other.

What Is Peace?

Ask Beavers and Cubs what they think peace is and what represents peace, with each thing beginning with letter from the word PEACE.

Refugee Lifestyle

· Imagine that you and you family have to leave your home quickly. You can only take with you what you can carry and you have a long way to walk. Ask yourself:

· What would you take?

· What would you miss the most?

· What would you miss after a week, a month, and a year?

· What aspects of school life would you miss?

· What effects would a long period without school have?

Who Am I?

· One Cub thinks of a person.
· All other scouts take turns asking Yes-No questions trying to determine the identity of the mystery person.

· Whoever guesses it gets to think of the next one.

Oral Re-Hydration

Every 6 seconds a child dies as a consequence of Diarrhoea - that's five million children each year. In fact Diarrhoea is the biggest killer of children under the age of five in the world.

There is an easy way to prevent this and treat the illness = Oral Re-Hydration Therapy (or ORT for short).

ORT consists of a simple drink made from clean water, salt and sugar and can save lives by helping to replace the fluid in our bodies which we loose when we are sick, have diarrhoea or have had too much sun.

The following easy and inexpensive recipe is used by parents in developing countries, including countries On the Line, and promoted by major health agencies such as WHO (The World Health Organisation), the Red Cross and UNICEF.

Ingredients

· 4 heaped teaspoons of sugar

· 1 level teaspoon of salt

· 1 litre clean drinking water

What to do:

· Mix all the ingredients together - it is important to use exactly the correct amount of water - too much makes the solution ineffective and too little can make the diarrhoea worse.

· What do you think of the taste? Does it remind you of anything?

· Find out what ingredients are used to make your favourite soft and fizzy drinks?

· What do you notice?

· Why don't agencies simply provide fizzy drinks? Is it because:

a) They are too expensive - ORT only costs a few pence per person?

b) They are too bulky to transport?

c) They are no more effective than ORT?

d) The ingredients for ORT are readily available so parents can always make a solution when they need to?

Remember, the most important ingredient in ORT is the clean water without which the victim will most probably die!
Jumping Bean Relay

· From starting line, first Cub jumps as far as he can

· Leader marks where he lands

· Next Cub jumps from that spot as far as he can

· Continue for all in Six to see which Six can jump the farthest

· Can run the relay multiple times, first using standing broad jump, then running jump, then one-legged jump, then single stretch step, then laying down and stretching out hands, then ... whatever you can imagine

Cover Up

· Everyone mingles around the room until the Leader calls 'Stop'

· Everyone curls up into as small a ball as possible on the floor, covering their eyes

· The leader covers one person completely with the blanket and then tells everyone else to stand

· The object is to guess who is hidden under the blanket

Crab Football

· move about room like a crab playing soccer but with back facing floor
Numbered Hockey

·  Number members of each Six 1 to whatever [Sixer is 1, 2nder is 2, etc]

· call a number & that Cub has to use the hockey stick to score a goal

· vary length of time between calling numbers

· keep a tally of numbers so all have equal turns
 ‘Opposites’
· Tell a story, eg

· “One day I stood up at the dinner table…

· … and picked up my fork with my left hand…

· …and ate my dinner. I then walked to the door…

· …and closed it.

· When the bus arrived there was no-one on it so I sat down.

· etc.

· Have to do the opposite of what is said. 
Polluted Fishes

The aim of the game: to catch all the fishes

· Pick one Cub to be the pollution.

· One Cub is the pollution and she has to catch all the 'fish'.

· Once a 'fish' has been tagged he/she has to join hands with the Cub that tagged her.

· This continues until there is one Beaver left and she/he is the winner.

Spider Web

Required: ball of wool - rainbow coloured is most fun.

This activity can be used for reflection at the end of a training session, campout, or meeting.

Have group sit in a circle.
As Leader, hold onto the end of the yarn and unravel enough yarn so you can throw the ball across the circle.
Say something you learned from the last month and then throw the yarn ball to someone else - hold onto the yarn.
Each person that gets the yarn holds the yarn, unravels some, says something, and throws the ball to someone that has not had it yet.
This will create a web of yarn connecting the group together.
To clean up, have everyone careful set down their yarn and then just roll up the ball.

Marshmallow Kick, Throw, and Blow

Required: 3 large marshmallows per person

Notes: Set up the kicking, throwing, and blowing stations separately so groups can rotate through them with minimized waiting.

Kick: Each person stands at the kicking line and kicks one of his marshmallows as far as he can. His distance is measured and tallied. You might have a rule that a person can have a second attempt if it is missed or goes less than 1 foot.
Throw: Each person stands at the throwing line and throws one of his marshmallows as far as he can. His distance is measured and tallied.
Blow: Each person stands at the blowing line and puts a marshmallow in his mouth. He blows it as far as he can. His distance is measured and tallied.
The winner is the one with the farthest combined distances. Or, do as a den/patrol competition and add up the Kick, Throw and Blow scores for each patrol member. Divide by number of patrol members to reach a Patrol Average Score. Patrol with the highest score wins.
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