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SNAKE DODGE

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.

TURN TURTLE

If your Scouts or Cubs like rolling around on the floor then they will love this quickie. I would advise activity dress, so as not to dirty uniforms. Pair the Scouts off in size. One boy in each pair lies on his back on the ground. On the word go the other Scout has to try and turn him over onto his stomach. The Scout on the floor tries to prevent this by spreading out his arms and legs and moving around on the floor. No tickling or foul play is allowed.

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 lads may have trouble with colours and so you may have to point out which circles are which.

Balance

Each player finds a space and balances on one leg. Then all the players shut their eyes tightly and try to balance for one minute.
WHOMP ‘EM

Scouts get in a circle facing in, with both hands, palms up, behind their backs. Scouts must be looking into the circle. One Scout, with a rolled up newspaper, walks around the outside of the circle. When he chooses, he puts the newspaper into the hands of a Scout, who then proceeds to “whomp” the Scout to his right. The Scout being “whomped” runs as fast as he can (unless he enjoys being whomped) around the circle back to his starting position. The Scout now holding the newspaper walks around the outside of the circle, looking for a Scout to whomp the person to his right, as above. No winners, everyone wins.
Gurneying

Cut a hole in the centre of the sheet. Players take it in turns to put their head through the hole and gurney. To gurney they simply pull many different funny faces as they can in a set amount of time. The audience reaction determines their score.
The Flying Doughnut 
        • 1 rope (length around 15') 
        • A 'doughnut' tied to one end of the rope to act as a weight. An old cub cap or rolled-up hiking sock is ideal. 
This is an old playground game which used to played with a long skipping rope. It works very well both with small groups and large groups. Spectating can also be quite fun so don't worry too much about players which have been hit standing out for a few minutes. 
The players stand in a circle with the Leader in the middle. The Leader swings the rope and doughnut around in a large circle at around foot height. The players must jump over the rope and doughnut each revolution to avoid being hit. If they are hit (or hit several times) they are out of the game. The last people standing in the circle are the winners. 
To rotate the doughnut stand up and swing the rope, swapping it from hand-to-hand around you. As you spin the doughnut faster it may rise too high - some players may not be able to jump high enough. You can often help by crouching down or reducing the speed. Look out for players who try to stay back from the circle slightly trying to ensure that the doughnut will never reach them.
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