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Cub Scout Challenges

1. Teams of 6 or 8, 3 chairs and a few bits and pieces. The idea is to move the group across the room without touching the floor.
2. Move a pot back and forth across a gap as many times as possible without touching the pot. [Use some sticks and string to make up a swinging bi-pod type thing.]
3. Get a tray with about 20 items which the Cubs have to memorise [Kim’s game]. Work out a score system to be appropriate with the other games.
4. Glowstick Grab - (don't know if you've got the space to do it really but will tell you bout it any way) fantastic game and gets them a bit tired! From eBay you can get tubs of around a 100 glowsticks [different colours] for bout £10. Hide them around a set area (preferably outside) and the Cubs have to run round (in their Sixes) to collect their team colour. First to get them all wins. Even more fun if you miscount the glowsticks.
5. Lay out a straight area with 6-8 chairs at various points on the route;
a. Randomly place Bamboo canes on the floor of the route and between chairs, so that there are multiple routes, and that there is no straight route without having to either go over or under at least 2 or 3 canes;
b. Tell the Cubs they have to get through the maze without touching or knocking off more than 3 canes;
c. (optional) tell them the have to alternate going over/under canes above ground level.
This then becomes an exercise in careful movement (pre-training for a stalking & tracking bushcraft course? - and in planning as well!). 
6. Mark a circle on the ground about 2 metres wide & place a drinks bottle in the middle (easier if its a Lucozade bottle). Basically the Cubs have to get a polo (it needs the hole) in the bottle without going in the circle. They have the following items to help them on their mission:-


2metres or so of string
Straws
Pegs
Tape
Tinfoil, etc.

7. A slightly messier game is to suspend donuts about head height (make sure they dangle from separate strings to stop the darlings’ heads cracking together) and then the teams have to eat all the donuts without using their hands in the fastest possible time. 
8. Tie a granny knot in the middle of a 4m length of rope. Give each of the two ends to a Sixer to hold. How do they undo the knot without the Sixer having to let go of the ends?
9. Then, once they've got the idea, tie a reef knot in two 3 metre lengths and hand the ends to two Seconders.....make it a race Six against Six.
10. All the Cubs on one side of the room and a barrier of upturned chairs dividing the room in half, use as many chairs as you can to make the barricade and make it all higgledy-piggledy. Then have one Cub (usually start with a Sixer) sitting on a chair on the other side of the wall blindfolded and holding a torch. Put a whistle under the chair.
The lights then go off and the Cub pack has to make their way across the barrier as quietly and stealthily as possible, there aim is to be the first one to blow the whistle without being caught.
The blindfolded spotter has to listen for noise and flash the torch on to where he/she hears it, they are only allowed to flash the torch on for three seconds and have to keep it still (no point just sweeping with it or there's no game really). The Leaders are the judges and quietly call out the Cubs that they see who have been caught in the light, that's the end of that game for them.
If nobody makes it the spotter either stays or is swapped out at the Leader discretion but usually at least one Cub will be sneaky enough to get to the chair and blow the whistle. 
If space is a problem then maybe use a Leader or an Explorer Scout as the spotter and let the pack go in Sixes, then the Six with the most whistle blows wins.
11. CREATIVITY where they have to produce a poster on the Country Code.
12. OUTDOORS where they have to make bread twists and cook them over a fire, and eat them afterwards with added jam if required.

13. FITNESS which is a timed relay race but with an added twist of having to remember a password given to them by the Leader running the base and passed on to the next runner.

14. GLOBAL where there is a number of the flags of the World placed on a table and they have to identify them.

15. CARE & THE COMMUNITY on this base they have to identify hazards in the home from pictures and say what they would do to make the home environment safer.

16. BELIEFS & ATTITUDES were they have to show what the Scout Law and Promise means and which flags go to make the Union Flag.

17. DISCOVERING THE WORLD AROUND US a base about conservation and the world around us.

18. Identify animals.
19. Make paper boats.
20. Make music.
21. Guess what is in the smelly socks.
22. Test their skills in compass.
23. Test their skills in tracking.
24. Test their skills in a giant Kim’s game.
25. Test their skills in knotting.
26. Pass a Polo from person to person using just spaghetti and teeth.
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