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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.

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.
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.

Pulling The Rod

Every culture has its own traditional games. Even in the UK there are games that you may not

have heard of. This is a game from the Shetland Islands. Shetland is a group of over 100 islands

as close to Norway as to mainland Scotland. There is a strong Scandinavian influence and many

of the place names come from the Norse language.

Shetland is so far north (60 degrees) that in summer it doesn't really get dark, just dims at night

time, and in winter there are only a few hours of daylight.

Pulling the rod - for 2 contestants. You need a stout stick (2ft long). Both contestants sit on the

ground with their knees drawn up towards their chests. They both grip the sticks lightly with their

hands and press the soles of their shoes firmly together. The aim is to pull the opponent up out of

their seated position so that they are standing.
Spoons

· 2 chairs & 5 spoons

Split the Scouts into 2 teams and number the team members

Call one number out and that Scout has to try and get 3 spoons to his chair.

The first person to put 3 spoons on their chair wins

BUT YOU’RE ONLY ALLOWED TO PICK 1 SPOON UP AT A TIME

Shatter The Patrol Leader

· 1 Chair per Patrol

The chairs are positioned at the far end of the hall on the line.

The Patrol Leader gives each member of his Patrol a piggy back to the end of the hall, around the chair and back. 

Trust

· Rope

All the Scouts hold onto a rope which has been tied with a very strong knot, such as a bowline or a fisherman’s knot, to form a completed circle.

They all learn backwards keeping the rope as tight as possible and a Scout gets onto the rope and walks around it back into his place.

It’s a question of whether they can 'trust' their fellow Scouts. The Leaders must trust the Scouts holding the rope don't suddenly let go.

A Bit Of A Handful

· Chair - to place items on & help carry items, a box - to help carry things in, and anything else you can lay your hands on - i.e. Wellingtons (1 off), coat, hat, scarf, magazine, rope, ball, bowl, bamboo cane - (anything in the hut is ideal but each team must have the same)

The items as described within the equipment list are placed on a table/floor at the end of a room opposite the associated team.(each team must have the same items in each pile)

On the word go, the first member of the team walks briskly/runs to the table and selects the first item of equipment, picks it up and returns to his team, passes it on to the next person who goes to the table and collects a second item of equipment and returns with both pieces to his team, passes it on to the third person.....and so on.

The team who gets all of the equipment from the table to the team wins.

The idea is that they should collect the item which will carry most equipment, ie the box, first, and place the rest of the equipment in it - and leave the heaviest item till last....they usually don't do this.

If they drop anything they must stop, pick it up and continue on.

It may be made more complicated by placing obstacles in the path for them to negotiate but safety is paramount - obstacles should only be used for the older sections.

Time capsule
· At a Troop Forum, agree on a list of items to show the first 100 years of Scouting;

· Collect all the items and put them in a time capsule, which can be buried at your Scout meeting place, local campsite, or other place of significance to your Troop;

· Invite a local archaeologist or archivist to give you some help and advice on what to include and how to make a suitable time capsule.
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Duck Fighting

Arrange Scouts 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.

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.

Keypad Scramble 

Required: 8-12 scouts. 
30 paper plates / A4 [scrap] paper. 
a 50' rope. 
stopwatch.

Preparation: tie the rope ends together and lay it out on the ground in a 15x10 rectangle. 
On each paper plate, write one number - from 1 up to 30. 
Distribute the plates number-side up randomly throughout the rectangle with sequential numbers well apart from each other

Gather the team at a starting line about 10 yards from the rope rectangle. 
Objective: Press the numbers in order from 1 to 30 in less than 30 seconds. 
Rules: 

Only one person may be touching any buttons or the ground inside the rope at any time. 

Time ends when the last person crosses this finish line. 

The team has 4 attempts.

Nano Nature Trail

Location: This activity should be done outside.
Required: 6 foot long piece of string and 15-20 toothpicks for each team.
Preparation: Divide in pairs, small groups, or patrols. Give each team their gear.
We are expecting a new scout to join our troop/pack next week. His name is 'Nano' and he is only 1/2 inch tall. He has never had a chance to explore nature so I'd like you all to help him by building him a 1/4 mile long nature trail (in his scale).
Your team should find an interesting area of ground and create a trail for Nano. Lay out the trail using your piece of string. On this trail, mark points of interest with your toothpicks.
Be creative, construct an interesting trail, and remember it is intended to teach Nano about nature.
Give the teams up to 15 minutes to complete their trails. If your troop is tracking patrol points, award points for creativity in design, applicability of points of interest to nature, trail construction quality, group involvement.
After the activity, the group may Reflect. 

· How did you decide where to build the trail? 

· What interesting things did you find? 

· What did you learn or teach? 

· What teamwork skills did you use?
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