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Whirling Wheels

Equipment: 1 beanbag per Six. 

Formation: Relay, like the spokes of a wheel, facing in a clockwise direction with the Sixers in the centre. 

Method: The beanbags lie at the feet of each Sixer and when the leader gives the starting signal, they pick up the beanbag, run down the back of their Six and in a clockwise direction, round the wheel and back to the outside end of the Six. The beanbag is then passed up the Six to the Cub now at the centre. This continues until all the Cubs have had a turn. 
Bean Walk

Equipment: 6 tins beans

Method: Each member of the team stands behind a base line holding a large tin of baked beans in each hand. The object is to place one of the tins as far away from the line as possible without any part of the body touching the ground in front of the line. The winning team is the one with the most distant bean can after all members have had a go. 

Kim's Game
Equipment: 25 objects

One minute to view 25 items and three minutes to list them. 
Keep Talking

Equipment: none

Method: This is a knockout competition, and is played in two’s. Each person has to keep talking at the other person. It doesn’t matter what they are talking about, but there must be no repetition or pauses. You will need a referee to decide the winner of each pair. We have played this several times and it has proved very popular. Often the younger Scouts have walked all over the older Scouts in this game.
Signals

Equipment: Various noise makers such as whistles, rattles and bells

Method: 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.
 Snake Dodge
Equipment: ball

Method: 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.

Fireman, Save My Child

Equipment: A drinking straw for each player, simple paper cut-out of a child, this should be about 1½ to 2 inches tall. The arms and legs should be about ½ an inch wide on the figure

Method: The players are divided into two teams and are formed into two lines. Each team has a pile of the cut-out children on a table and a drinking straw for each player.

Approximately 15-20 feet away from the start, place a small pail for each team on another table, chair, stool, or whatever.

At the call of “Fireman, save my child”, the first player on each team must pick up a child by sucking up the figure against their straw.  While holding the figure this way, they then run to their respective pail and deposit their figure in the pail. If they drop the figure en route, they must stop and pick up their child again, by getting down on the floor and sucking it up with their straw. After putting their child in the pail, they run back to the starting line, and the next player picks up his child and repeats the process. The first team to save all their children is the winner. Have enough figures so each player gets at least two turns.

Quoits

Equipment: quoit, ‘net’

Method: Similar to volleyball, but using a quoit instead of a ball.

Net halfway across court. Throw quoit over & catch.

Quoit falls to ground within court, point to team on other side of net.

Quoit falls to ground outside court, point to team on same side of net.

Turkey Feather Relay

Divide into relay teams. First player holds a long turkey feather. At the word “Go” each throws his feather, javelin style, toward the finish line. As soon as it comes to earth, he picks it up and throws it again, and continues until across the finish line. He then picks it up and runs back to his team to give the feather to the next player.

Human Boat Race

Equipment: none

Method: 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.

Speak And Do The Opposite

Equipment: none

Method: 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.
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