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SPEAK AND DO THE OPPOSITE

I couldn’t think of a better title for this, but it is fun to play both for kids and adults. Each team sends a person to challenge a member of another team. The person challenging says something like “I AM PATTING MY HEAD” but in fact they are rubbing their tummy. The person being challenged has to say in reply “I AM RUBBING MY TUMMY” and at the same time be patting their head. If they fail to do it properly in a given time or get it the wrong way round, then the challenging team wins a point.

COLOURED CIRCLES

You will need: 5 different coloured pieces of chalk, Red, Blue, Green, Yellow and Brown.

Split the Troop or Pack into equal teams and get them to number themselves off in their teams. Then draw a number of coloured circles on the floor, several of each colour.

The Leader now calls out an object and a number e.g. “GRASS 2”, the number two in each team now has to run and stand in a circle that matches the colour of the object. The first person standing in the correct coloured circle wins a point for his team.

Suggestions:

· RED    = Blood, Cherries, Ruby

· BLUE   = Violet, Sapphire, Electric

· GREEN  = Grass, Emerald, Cucumber

· YELLOW = Lemon, Primrose, Sulphur

· BROWN  = Earth, Potato, Leather

Please remember that some youngsters may have trouble with colours and so you may have to point out which circles are which.

CRABS CROWS AND CRANES

This is a running about game which is good if you are in a large hall or outside with a lot of boys. Split them into two teams, in two lines across the hall. There should be a gap of about ten feet between them.  Near each end of the hall should be a home line for each team. Don’t make it too close to the wall or they will run into it. One team are the crows, the other team are the cranes.

If you shout cranes, the cranes team must run to their home line without getting tagged by the crows team. Any member of the cranes that gets tagged has to join the crows team. If you shout crows, the crows team has to run to their home line without getting tagged by the cranes team. Any member of the crows that gets tagged has to join the cranes team.

If you shout crabs they must all stand still. Anyone that moves must join the opposing team. You start off each time with both teams lined up across the hall facing each other. The game ends when one team has all the players. You can have a lot of fun rolling your RRRRR’S with this. CRRRRRRRRABS, CRRRRRRROWS, CRRRRRRANES.

SNAKE DODGE

You will need: ball

This is a continuous game with no winners or losers. Five or Six players stand in a line, in the centre of the circle formed by the rest of the Troop or Pack. Each player in the line puts his arms round the waist of the player in front. The object of the game is for the players around the circle to hit the player at the end of the line or snake, below the knees with the ball. The snake can move around inside the circle to make this more difficult. When the player at the back of the snake is struck by the ball, he leaves the snake and moves into the circle of throwers and the player who threw the ball, joins on as the front man of the snake. The game carries on for as long as you wish.

HUMAN BOAT RACE

Each boat is made up of eight to ten players each in full knees-bent position. Each player has his hands on the shoulders of the man in front. Facing the line of players in each boat is a ‘COX’. The Cox holds the hands of the front player in the boat. When the race starts, the boats move forwards by all players in a boat springing together off both feet. The Cox for each boat shouts encouragement for his team and calls out the rhythm for the spring. During the race, any boat that breaks up into two or more parts is deemed to have sunk and is disqualified from the race.

SIGNALS

You will need: Various noise makers such as whistles, rattles and bells

This game is similar to the game where you shout out Port and Starboard. The players are told what action they must perform when a certain sound is heard. Play this a few times with nobody being out, then start taking out people who do the wrong action or who are the last ones to do the action.

SILENT SIGNALS

You will need: Various noise silent signals:

Right arm out – 

Left arm up – 

Both arms down – 

Both arms up – 

Left arm pointing to mouth – 

Right arm pointing to top of head

Both arms swinging in and out – 

Both arms down by side – 

This game is similar to the game where you shout out Port and Starboard. The players are told what action they must perform when a certain sound is heard. Play this a few times with nobody being out, then start taking out people who do the wrong action or who are the last ones to do the action.

CITY TOWN COUNTRY

Players sit in two lines team A and Team B, each line numbered 1 to N.  Player 1 in team A says to player number 1 in team B the name of a city, town or Country.

We will suppose for example that he says ‘GERMANY”. Player 1 in team B must now say a town city or country, beginning with the last letter of Germany. Let us suppose that he says “YORK”. Player 2 in team A now has to say a city, town or country beginning with the letter K. This goes on all the way down the line. If a player fails to give a correct answer or duplicates a previous answer, then a point is awarded to the other team. When the end of the line is reached play begins at player number 1 again.

SARDINES (HIDE AND SEEK)

Turn all the lights off in the entire church (including those intended to be left on permanently). One Scout stays in the meeting room and counts to twenty, the rest of the Scouts hide anywhere (except for pre-set off limits areas) in the building. “It” begins looking for the Scouts. Once a Scout is found, he joins “it” in the hunt. The last Scout found is the winner. The Scouts especially enjoy jumping out of a dark corner and scaring their Scout Leader.

STEAL THE BACON

You will need: a hat, scarf or some other ‘bacon’

Divide the Troop into two halves (not three halves, nor one half).  Number off EACH half separately. If there are 30 boys in the Troop, then you would have two groups, each numbered from 1-15.

Line them up facing each other, about 30-40 feet apart. In numerical order. Place your ‘bacon’ between the lines. Now the field will look like this:

     1 2 3 4 5 6 7 8 9 10

X               O  <--- SPL or Scout Leader

10 9 8 7 6 5 4 3 2 1

The idea is for a Scout to go out and retrieve the object. The SL calls out a number, and each Scout with that number runs out and tries to get the object and go back behind his line.

Once the object is touched, the Scout that touched the object can be tagged by the other Scout. There are two ways to win a round: Either get the object and bring it behind your line without being tagged, or tag the other Scout after he grabs the object and before he makes it past the line.

Sleeping Pirates
Pirate is blindfolded and sits on a chair which has Treasure [a bunch of keys] underneath.

Bounty Hunters are lined up along the opposite wall. They have to creep silently and steal the Treasure [keys]. A Bounty Hunter is set off when the Leader points at her/him.

If the Pirate hears a noise he/she can throw cannonballs [bean bags and balls] at the noise. If a Bounty Hunter is hit, he/she stands silently along the side wall and another Bounty Hunter sets off.

As the game progresses, more than one Bounty Hunter can be set off.

If a Bounty Hunter does retrieve the Treasure and returns successfully to the home wall, he/she replaces the Pirate.
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