Powwow 2000

163 Games from Ato Z

Games Are: Through Games, A Cub Scout:
Lessons without teachers Learns new skills
Body builders Develops new interests
Mind stretchers Learns to follow the rules
Friend makers Learns fair play
Building blocks Learns to wait his turn
Most of all games are fun Is taught respacthe rights of others

Futuristic/Space related games

Asteroid Field Place objects (asteroids), such as chairs, intpléheng area (outer space).
Have the group choose partners. One partnerridfblded at one end of playing area. The non-
blindfolded partners stand at the opposite enti@fplaying area and try to talk their partnersuigtothe
asteroid field without running into any of the astds. Have all of the teams playing at the same.t
Make it more difficult by starting teammates at opipe corners, forcing teams to cross each otliparts's.

Bomb the Rebel Bases An evil space empire has declared war on you and gomrades. The empire
sends a battle cruiser to your planet in ordemtolbits rebel base. The players stand scattecethdithe
hall (outer space) with their legs spread aboutisles-width apart. The gap between each playegs |
form a ‘rebel base’ which may be bombed. To borblse, a tennis ball must be thrown between a
player’s legs (hitting a player’s legs is not enlougOnce bombed, the player is out and must sitndo
The last player standing is the winner. To preyenh being bombed, a player may protect himself by
using his hands to catch or deflect the tennis HRlihyers may not move their feet or crouch toene
being hit.

Keep the Satellite Up  Scientists rely on gravity and inertia to keep liggs in orbit. Your task is to
keep the satellite from falling to earth. Usingemch ball, have Scouts start hitting it aroundtayitb
keep it off the ground. Then challenge them tqgokieé the air for 20 orbits (hits), or 30 orbitsc.
Encourage them to develop some strategy (suchaslieking "zones", or an order, etc.) to try tejxahe
ball up for as many hits as possible.

Light Year Whispers  Your mission, if you choose to accept it, is todsarmessage to an exploratory
crew deep in outer space. Distribute membersefedams some distance away from one another. Géve t
team leaders a scrap of paper with the same me&sagmd 15 words long). The team leader runkeo t
first player and relays the message verbally wittloel help of the paper. The team members must
remember the message and relay it to the next te@amber who in turn relays it down the line to timaff
Scout. The final Scout writes down the message efe returns to the starting point, the team thi¢h
message most resembling the starting message wheslonger the distance the more breathless, less
articulate, and more forgetful the Scouts become.
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Outer Space Exploration Memory Game Players are interplanetary explorers. They haneeat on a
new ly discovered planet and must return samplesission headquarters. Before the game, pick femva
10+ objects that the players may find in the plaagan unexplored planet) and lay them out. €ams
or individuals must find as close matches to theab you have collected. You can either displalide
your collection so that the players can or canoote back and refresh their memories. The team or
individual with the display best matching the omigfi wins

Paper Spaceship Throwing Preferably an indoor game where the Cubs try tovththeir paper
spaceship the farthest. Great for “Cub Scout Rophdights when the new prospective Cubs have their
meeting “fliers” to turn into “flyers”. Do this gae while the parents are filling out registrationns.

Have a prize for the winner. Make it tougher byihg a box in the middle of the room. Anyone wheaigy
his airplane into the box wins a special prize.

Radar Another solar flare has blinded your entire squadspace pilots. Your
mission is to guide your blind pilots safely baokbiase. The first Cub on the team is placed aBddeet
ahead of the rest of his tealALL team members, including the leader, are blindfhld€he first team
member must lead his teammates to him by talkirthem, making some kind of noise, etc. This gets
harder with more teams attempting to land in theesplay area.

Rocket Relay The teams line up with a chair at the head of efading away from the team.
The chairs are 'launching pads' and the first Guimoket' stands on the chair awaiting the countdo
When the leader reaches zero, the 'rocket' bl&istsund the room, touching all four walls, andumts to
the 'launching pad' where the next 'rocket is waitb be launched. The first 'rocket' sets offséeond and
returns to his team.

Rockets and Interceptors The evil space empire is about to attack your rbhek. Two teams
play this. The attacking team members are calleddckets and the defending team members arelcalle
the interceptors. A coffee can is placed in th&eeand represents the rebel base. The rocke¢sehbase
at which they pick up their warheads (beans). hEacket can carry only one warhead to the targed.a

If an interceptor tags a rocket, they must hand tweir warhead and return to their base empty édnd

20 warhead units in the tin can destroy the infetaretarget area. If the interceptor target ase@oit
destroyed after a set time limit, then change tiverteams so that everyone has a turn at attaekidg
defending.

Round the Moon All the teams line up at one end of the room beaidbair. Each Cub places his
hands on the waist of the Cub in front of him sohetgam forms a 'rocket'. Another chair is plaaethe

far end of the room opposite each team; thesehargnoons'. When the leader calls 'Go’, the teamshe
length of the room, round their 'moon’, and bac¢& orbit. As they pass base, the 'rockets' dregah
section each time around and the Cubs sit dowr three by one, until finally the 'nose cone' returome.
The first team to be sitting down is the winnefrthe Cubs let go of their teammate’s waist, theked
disintegrates.

Space Pony Express  Interplanetary space travel has developed a glitdh electronic messages can
be sent due to a solar flare. Four boxes are glacmss the playing field or four pieces of pdp&t on

the ground will suffice. Each box or piece of papas the name of a planet written on it (it woludp to
also write the suit, like clubs, heart, diamondsspades, on the box as well). The Cubs are briviten
four teams. Leaders shuffle a deck of cards reptex) interplanetary messages to be delivere& Th
cards are dealt so each team gets 13 cards. Rashelling will ensure that no team delivers to ang
planet. The boys must deliver their messagesa@itbper planet and return to tag their next teararma
the hand. First team to deliver all of their mgesaand return wins.
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Space Station Chose a player to be the space station. Hajfamip members are asteroids, the
other half breaks up into teams of spaceshipserAits are placed at random around the room (outer
space). The spaceships are guided by a blindfa@dedral. Other spaceship team members are liped u
behind the admiral and may not make any sounctemat to steer the admiral. At the signal, thecepa
station begins emitting a beeping sound in ordguide the spaceships in safely. The asteroidstigui
make some kind of buzzing noise. That is the sairte vibration from the spaceship’s laser radar.
Blindfolded admirals begin to navigate to the spstedion without touching an asteroid. After thretf
round, asteroids and spaceship teams switch places.

Space Wormhole Relay A wormhole has opened in outer space. Team merstsatd in a line one
behind another with their legs apart. The persaheback of the team crawls through the legs efotier
members and then stands at the front, legs opba.n&xt team member then goes. When everyone has
crawled through (team is back in order) the teamfimished. Another variation is to have the teace
from one point to another. Cubs cannot start ihéowormhole until their teammate is standing athtbad
of the line. Teammates may not be further thaararis length from each other.

The following is a list of equipment you will neéd/ou want to play all 150 games:

Equipment:
Art Supplies Balloons Baseball
Paper String Volleyball
Pencils Clothespins Tennis Ball
Beans Blankets Soccer Ball
Straws 2 X 4 Lumber Flags
Cardboard Boxes Book Buckets
2 Liter Soda Bottle Checkers Bean Bags
Styrofoam cups Feathers Camping Equipment
Newspaper Pole/stave Eggs
Spoons Blindfolds Football
Beach Ball Chairs Wheel

* Denotes a game requiring NO equipment

*Amoebae Split the group into two: one-third of the groaipd the remaining two-thirds of
the group. The two-thirds group forms a circldibiing hands around the inner group of the renmajni
one-third of the total group. The inner group redbe divisible by two. Move the entire amoefram
one end of the room to the other. Have the amospléento two. Both groups move back across the
room to the starting point. Both groups split agaiexact halves and race back across the rooontirie
splitting the amoebae every time the room is crbsSehis will finally result in one person remaigim the
center with two people holding hands around thé&inst amoebae with one in the middle to make ikbac
across the room wins.

*Animal Calls Boys see who can do the best animal impersorgti@an be for fun or judged
for prizes.
*Animal Relay Each member of a team is allocated a different ahihbe must then move

across the hall in the style of that animal.

Art Contests Boys design projects or posters on a particwlbjest for fun or to be judged.
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Artists Players sit round a table, each with paper @mttip The right-hand Scout
draws a picture, in separate firm strokes, of ainary figure or head, putting in his strokes irusmal
sequence so that for a long time it is difficulse®e what he is drawing. Each player looks oveetowhat
the man on his right is drawing and copies it strbi stroke. When the right-hand artist has finishis
picture, compare all the rest with it.

*Back-to-Back Relay  Pairs standing back to back their backs touchimhraust run together to a goal
and back with one running forward and the othenig backward. If they separate, they must stagt ov
again.

*Backward Trip Race  This is run in teams of three, the central plageirfg forward. The other two,
with arms linked, facing backwards. The first tenfinish intact wins.

Balloon Battle Teams try to pop as many balloons between thehowitusing hands.

Balloon Popping Teams must pop a predetermined number of ballbgstting on them.
Variation: Boys must make an invention that pdpstialloons.

Baseball Throw Boys take turns seeing who can throw a basetallarthest. Boys should be
broken up into groups by rank. A baseball is ttieepfor each rank.

Bat the Balloon Teams line up with members standing side-by-sidparated by the distance
obtained when players stretch their arms sidewkipgertips should touch between players. The first
player in line takes and inflated balloon, and liatswards the second person in line, who bats the
third person, on down the line and back again. dmig rule is this: once the players have takeir the
stance, they may not move their feet. If a balltais to the floor, or if someone moves his feeain
attempt to reach the balloon, the first persorinia must run and get the balloon, and take it batke
starting line to begin again.

Bean and Straw Relay Team members must hold a straw upright with a ledenced on top and cross
the playing field. Beans are then dropped intara cTeam members must get all 20-30 beans adress t
field without losing any. If a bean is droppeds bub goes back to the starting line and beginmaga

*Birthday Line-up Have the Scouts line up in order of their birtrgl@yonth and day, year isn't
necessary). The trick is, they CAN NOT TALK AT ALk.ou'll find they resort to sign language, nudges,
someone might try to start directing, etc.

Birds on a Telephone Line Divide the group into two relay teams. String alésline from one
side to the other at shoulder height of the avepsgson. Clip 20 or more round topped clothespirie o
the clothesline. (The pins are the birds and ththekline is the telephone line) On signal, th&t fderson
in each team runs to the line, removes a pin wihdeth (no hands!), brings it back to his teauh émps
it into a sack. The first team finished wins.

Black Spot The Cubs are issued with scraps of paper, whiep tnust not lose. Leaders
(bad pirates) will paint a 'Long John Silver' stgfet on their scrap of paper to curse the Cuteij tan
catch and tag them. Any Cub without a spot, or Withleast spots, wins.

Blanket Volleyball Divide group into two teams, each with a blankeltiHike a parachute. Toss in
an object that is volleyed from team to team usigblanket for propulsion. Can add objects.

*Blind Man's Race Teams of three do this. Two are blindfolded, aadghands. The one not
blindfolded holds their outside hands and guidestthrough the course.

*Blind Shapes Group is blindfolded or with eyes closed. Have gréarm themselves into a
square or a triangle, etc. Can use a rope withyemerholding on.
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*Blind Walk Divide group into pairs with one member of eaelr plindfolded. Seeing
partner leads blind partner on a walk. The walkusthte challenging, including such obstacles ashilig
over tables, crawling under chairs, walking up awd stairs, climbing over railings, etc.

Bomb the Bridges The players stand scattered around the hall Wi tegs around 2 feet apart.
Each player's legs form a 'bridge' which may be lbesin To bomb a bridge, a tennis ball must be thrown
between the player's legs (hitting a player's leget enough). Once bombed the player is out amst sit
down. The last player standing is the winner. pf@vent being bombed a player may protect himself
using his hands to catch or deflect the tennis Bédlyers may not move their feet or crouch to enev
being 'hit'.

Book Report  Get a book. Tell group there will be a book réfpofive minutes. Allow them to study
the book. Pass out a test: number of pages, wefdigok, title, author, publisher, copyright deg&g.

Bucket Relay Fill one of the buckets half-full with water, atehve the other empty. On 'Go’,
the first player runs to the other end of the pigyarea where the buckets have been placed, pmurs t
water into the other bucket, leaves the empty buitliexre, and carries the full bucket to the neayet in
line. The second player takes the bucket with mébevn to the other end of the playing area andtEsp
it into the empty bucket. He then picks up the lfultket and carries it back. The relay is finistwen all
have had a turn. The winner is the team with tivaiter intact.

Bull Riding Make bulls out of cardboard boxes. Boxes shoulalahole cut in the top and
the bottom flaps folded in so the Cub can starttiénbox. Cardboard cutouts can make horns and bull
faces. The Cub picks the box up with one handentinding in the hole. He must buck himself fghe
seconds. Done for fun. Boys sometimes buck theeseff!

*By One, Twos, etc. Call out numbers beginning with one. Have groupniers gather by the
numbers. Those who don't fit into a group are dMhen the group becomes one large group, therogtll
numbers in reverse order.

Canyon Bridge Two teams meet on an eight-foot 2X4 (the bridge)e groups need to pass
each other to get to the other side of the canfagone who falls off goes to the end of his tealinis.

Camping Skills Contest Boys pitch a tent, answer fire and camping safelstions, cook a meal, strike
camp, etc. Fastest Cub wins.

Capture the Flag Two teams each with a flag at opposite ends déld.fiTeams try to
get the other team’s flag without being captur€aptured flag must be returned to team’s headqsarte
Anyone tagged is a prisoner and taken to the tegih’sPrisoners are freed by being tagged byafne
their teammates.

Capture the Fort Divide players into two sides: Attackers and Defensd Defenders form a circle,
holding hands and facing outward, with their captaithe center. Attackers surround the fort atuabo
eight or ten paces distant. They try to kick a sodall into the fort; it may go through the leddiwe
defenders or over their heads. If it goes over theads, the captain may catch it and throw it But.if it
touches the ground inside the circle, the forigtared and the players change sides.
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*Cat and Mouse Organize the players into a rectangular gridnare, spaced so that they stand
two arms lengths away from their partners in airéctions. Start with all the players facing lire tsame
direction with their arms spread to their sidesis should create a number of rows. On the commiaurd’
everyone should turn round 90° - don't be too wearivhich way just as long as it is a quarter tilibvis
changes the maze from rows to columns. Two plagérat' and a 'mouse’ will run around the maze, th
cat trying to catch and tag the mouse. They mayaroond the maze and along the lines of arms bst mu
not pass or stretch across them. You can shout"@teany point during the game to change the maze.
When the mouse is caught start again with anothierop start with a new mouse and allow the old sgou
to 'grow' to a cat.

Catch the Frog Egg Split the pack evenly in two and assemble one ti@aarcircle holding hands
and the other team in a line. A leader positionettie middle of the circle throws a ball to eady In turn
and counts the number of consecutive catches nifaateyone drops the ball counting starts again from
zero. Meanwhile the team in a line runs 'relayi@s' around the circle and back to the line tottegnext
player. This acts as a timer. Once all the Cubg nam the teams swap over. The team with the highes
number of consecutive catches wins. Variatioraltthte number of catches in each run attempt. Team
with the highest total wins.

*Centipede Relay Cub 1 of the team runs up hall and back, he putshamd between his
legs for the Cub 2 to hold. They run up hall andka@agether, cub 3 joins chain etc. Team penalized
chain breaks - must start again. Variation: ladtef holding hands the team holds onto a pole.

Charades Write animals, current movies, Cub Scout nomeunoteon srips of paper. Cubs
draw strips of paper at random and then try talygit teammates to guess the answer without talking

Checker Relay Scouts race up and down the hall in relay fashigih, a pile of 6 checkers
balanced on the back of one hand. They are natatldo steady the pile with the other hand. Theg onl
time they can touch the checkers with the othedhaither when they have dropped them and are
picking them up, or when they are transferringdheckers to another Scout in their team.

*Chinese Ladders The Scouts should sit down the length of the roaainfy their partners, with
their feet touching those of their partners. Upommand, the boys jump up, and run down the rooen ov
the legs of their team (who may not move those!jefjghen they reach the end of the ladder they take
their place sitting next to the end players onrtteam. Then the next team members do the sathe as
first team members. First team to cross the rooms.wThis game can be made more interesting by
providing simple obstacles for the ladders to ayidk@ chairs, boxes, or benches to go around.

Christmas Handshake Give each boy five Christmas cards or seals. Omasigach boy introduces
himself to five parents other than his own. Eanfethe must leave a card or seal with them. (Parents
should not accept the card or seal until the intatidn is complete and the boy can repeat theirenpirhe
first den to finish, assembles as a den and r#is#shands in the Cub Scout sign or gives their .

Clodhopper Race A series of pieces of paper are placed in a caftkr a team member is
blindfolded. The team member must step on eactepépaper following directions from teammates.
They cannot touch him or move him.

*Come Along All of the Cubs are placed in a bunch in the eeof the play area. Each of the
four teams is assigned a corner of the room as h@se. Four Cubs are chosen to be leaders. The fo
leaders run to the center of the room and gralh@mel of another Cub. The two Cubs must run arcoed
bunch of Cubs and then grab another Cub. The tbubs circle the bunch and grab another Cub, etc.
Determine how many Cubs would evenly divide thedbuinto four even groups. That is the number of
Cubs that must be gathered in a string before hgddr home base. First team to gather their Guios
get home wins. Boys left in the bunch are thedesfor the next round.

**



*Count to Ten All players stand on one line except one player vght "It" stands with his
back to the other players on a goal line aboub38btfeet from the starting line. "It" counts to t&s fast
and as clearly as he can. While he is countingpther players advance as fast as they can byguitie
foot directly in front of the other (heel, toe, haee). At the count of ten, "It" turns aroundveEyone
freezes. If someone moves he starts all over aghimfirst player across the goal line wins andopees
the next "it".

Cow Tipping Scouts join hands and form a ring round some olfliet an empty one-liter
soda bottle), which will fall over if touched. Tip&ayers all swing round the “cow” and each onetbado
his best to make one of the others tip the cow,@atehe same time avoiding knocking it down hirfisel
When a boy tips over the cow he is out, and theeggoes on until only one player remains. Playdrs w
let go of the other player's hand are both out.

Crab Football This is a version of soccer that can be playedamslor outdoors using chairs as
goal posts. The rules are much the same as noooegiswith the exception that players must be én th
crab position. That is on hands and feet with lagkards the ground.

Circle Trivia Use a tennis ball or beanbag. After choosingtagory, call out a letter. “It”
has five seconds to find a response to the categitinythat letter.

Crazy Course Design an obstacle course with funny obstacles.

Crew Race Groups of four or more straddle a pole, which ningsheld with both hands by
each player. The front racer having at least omel loe the rail in front of him and the boy on tear
having at least one hand on the rail behind hirhs@duts face backward except the last one whueis t
crosswain and steers.

Cross the River Line up in teams with their equipment and draw tiwes to represent the river.
Lay “stepping stones” (pieces of paper) acrossitieg. Cub 1 carries Cub 2 on his back acrossithes r
using the stepping stones. Cub 2 comes back akd pirCub 3 plus a piece of equipment. Cub 3 comes
back and picks up Cub 4 plus a piece of equipmeditsa on until all the Cubs have crossed the river.

Cub Car Races Use cardboard boxes as cars. Dens should dec¢bsat vehicles. One lap
equals a trip around the room. Pit stops mandatGhange tires (remove shoes and put them back on)
Wash windshield (other team member sprays driface with water bottle and then wipes face dnjijl F
up with gas (drink a glass of water). Either haaeh den member run three laps or have dens exshang
drivers after each lap.

Cubmobiles (Pushmobiles) Plans and rules found in “The Cub Scout Leader HovwBooKk”.

C.UB.S. Cubs sit in a large circle and a bean bag isgulan the center. The
leader assigns each Cub a letter of the word CUBSen the leader calls out a letter, all the Cultk w
that letter jump up, run around the circle twiceme back to their spot, then enter the circle,tantb
snatch the bean bag from the center of the circle.

Cup Race Thread paper cups onto a cord stretched betweérs chaposts. Each team
member blows cone to the end of the cord, bringadk; next boy does the same. First team fidishe
wins.

Dizzy Pole Relay (Izzy Dizzy) Each team member runs up hall, picks up a bat. po&none end

stationary on the ground and runs around it 1&¢dtimes before running dizzily back to his teantag
the next boy.
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Dodge Ball Divide boys into two teams. One team makes a cactéthe other team stands
inside it. The boys forming the circle throw a lautgall at the boys inside the circle, who are rogni
around trying not to be hit. The inside boys matgaich the ball. A ball hitting a boy on the hets not
count. Only boys in the outside circle may catctl #tmmow the ball. Boys who are hit below the knaa |
the outside circle and try to hit the inside boys.

Donkey Race Two boys straddle a broomstick, back to back. @nali one runs forward and
the other runs backwards about 50 ft. They therbagk to the starting line, but this time they dn
positions (forward becomes backward runner) themtxt two team members go.

*Do This, Add That First person does something (pats head). NditerPats head and adds
something (stomps foot). Game goes until somekips & step.

Drinking Contest Boys have a water-drinking contest. No hands akhwDo this well before
bedtime.
Driving the Pig to the Fair Put a little water in a one liter soda bottle faflést. In turn, each

member of the team uses the stick to push theeb(gitl) to the end of the room (fair) and runs baitk
the equipment.

*Eat the Fish Tail The group forms one long line by linking handse “head” of the fish
(one end) tries to tag the “tail” end.

Egg Toss Classic egg toss game with partners in two rowmfpeach other. The egg is
tossed to one partner. The partner takes a stdqvbads and throws the egg back to the other partne
Partner takes another step backwards. Continugrtioess until all eggs but one have broken. World
record: 323 feet 2.5 inches!

Fake Trivia Pass out a written test. Those with the mostiieanswers to questions win a
prize.
Feather Relay Each player throws a long feather javelin styleyarl the finish line. As soon

as it comes to earth, he picks it up and throvagdin, and continues until across the finish lke then
picks it up and runs back to his team to give gaHer to the next player. Variation: each teamlrex
makes a paper airplane to use instead of the feathe

*File Race Teams race in single file, one behind the otherSNout is permitted to pass his
teammate ahead of him.

Fireman, Save My Child Each team has a pile of the cut-out childre ¢able and a drinking
straw for each player. Approximately 15-20 feet pfvam the start, place a small pail for each tesm
another table, chair, stool, etc. At the callleiféman, save my child”, the first player on easdn must
pick up a child by sucking up the figure againgtitistraw. While holding the figure this way, them to
their respective pail and deposit the figure. Thettteam member then goes. If they drop the figure
route, they must stop and pick up their child, aghy sucking it up with the straw.

*Fish in the Sea All players but one stand behind a line. "IT" stamiidway between the line and
a goal line thirty feet away. He shouts "Fish ia ttean, fish in the sea; don't get the notionllyget by
me." The fish leave their line and try to crossgbal line without being tagged. Players who aggéal

join "IT" and help catch others.

Flapping Fish Relay Players must waft a paper cutout of a fish (1'tlehgcross the hall and back
using the newspaper as a fan.

*Flint and Monty Two players are “it". They stand in the circlendfolded. One calls
“Where are you Flint?” The other responds “I'médétonty”. Players must try to find each other.
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Football Throw Boys take turns seeing who can throw a footbalféithest. Boys should be
broken up into groups by rank. A football is thieze for each rank. Nerfs work the best.

Four Clowns in A Row Give each person present a sheet of paper marked18 squares. In each
square they must get someone present to writer isrcname. That will mean that each person wilttiye
signatures of 16 people, one for each square. damach player with about fifteen small stickefr¢hé
committee could get white stickers and paint cldages on them it would help. Each one is now asked
write his or her own name on a small piece of papeese are placed in a hat. The leader drawsaimes
from the hat, one at a time. As the name is catleglperson bearing it responds with a lusty "Heaed
raises the right hand. This serves as an introdiutti the group. Each person who has that naméson h
paper puts a sticker in the square where it appaéiteen any player gets four stickers in a rovhegit
across, down, or diagonally, he shouts: "Four ckimra row!" Some suitable award may be made tb tha
player. Let him read the names of the four.

*Go Stand in the Corner Create four teams. Start with all the playersrod team in one corner.
When 'One' is called the players must run acrossvitith of the room. When 'Two' is called they must
across the length of the room. When 'Three' i:dgllayers must go to the diagonally opposite aorne

Group Juggle Have the group stand in a circle, fairly close thge. Toss a ball across the
circle, calling out the player's name to whom yosstit. That player tosses to a different playet so on
until everyone has caught the ball and thrown ibnge. It should be back in your hands at this tpokdd
a second ball and then a third. Add as many baligoa want. Variations: Make a wide circle outdnpor
use toilet paper instead of balls, use various siis.

Guard the Treasury One boy is chosen to be "IT", the keeper of thasimee, who stands guard over
the "jewels" (beanbag or whatever). Everyone edsa$ a circle around "IT". The group standing acbun
"IT" must try to steal the treasure without beingded. Those touched by "IT" are frozen in plackam
no longer try for the treasure. Play ends wherjheels" are captured.

*Guessing Games Variations of 20 questions, fun trivia quiz, Scanbwledge etc.
*Heel Race Each runner runs on his heels. Scouts are not efldartouch the toes to the
floor.

*Hog Calling Call the pigs in from the field for dinner!

*Human Boat Race Each boat is made up of eight to ten players eadhlliknees-bent position.

Each player has his hands on the shoulders of #meimfront. Facing the line of players in eaclatis a
'COX'. The cox holds the hands of the front plagethe boat. When the race starts, the boats move
forwards by all players in a boat springing togettfé both feet. The cox for each boat shouts
encouragement for his team and calls out the rhytnrthe spring. During the race, any boat thatkseup
into two or more parts is deemed to have sunk sudisgualified from the race.

Ice Cream Eating Variations: no spoons allowed feed their parereascieam while both Cub and
parents are blindfolded.

*In the Pond Mark a big circle on the ground. This is the pofkde whole group stands
around the edge. The leader is the referee. Whehdgs "In the Pond," you all jump into the circle
When he shouts "On the Bank," you all jump out. 8uhetimes he will try and trick you by saying "On
the Pond" or "In the Bank”. Anyone who moves, omrang order, is out of the game.

Japanese Balloon GamePut charade answers in balloons before inflatiftayers take turns being “It”.
Pop the balloon without using hands and then acthmucharade. Winner gets to be “It”.

**



Juggling Juggling involves any feat of balanc€each the Cubs to juggle one object, then
two, then three, etc. Or balance a stick on tiirger, nose, etc.

Karaoke Have Cubs (and parents and leaders) lip syncheiofévorite songs.

Keep the Ball Up Using a beach ball, have Scouts start hittingdatiad and trying to keep it off
the ground. Then challenge them to keep it in théoa20 hits, or 30 hits, etc. Encourage thendéwelop
some strategy (such as establishing "zones", ordar, etc.) to try to keep the ball up for as mhity as
possible.

*Keep Talking This is a knockout competition, it is played in teidEach person has to keep
talking at the other person. It doesn't matter whey are talking about, but there must be no epetor
pauses. You may need a referee to decide the wirregrch pair.

Kicking Contests (soccer/football) Who can kick a soccer ball or football the fartRe&oys
should be put in groups by ranks. A football azca ball can be the prize for each group.

*Lighthouse Leader is the lighthouse. Half of group memlzgesrocks, other half breaks up
into teams of boats. Rocks are placed at randoomdrthe room. At the signal, the lighthouse bggin
making a foghorn sound, the rocks say “swish, stikh the sound of waves against them, blindfolded
leaders of the boats begin to navigate to the foghdthout touching a rock. After first round, kecand
boats switch places.

Limbo The classic game of how low can you go?

Long Distance Whispers Distribute members of a team some distance away &oe another.

Give the leader a scrap of paper with a messagmdrbs words long. The team members must remember
the message and relay it to the next team membeiimturn relays it down the line to the final Stolihe
final Scout writes down the message when he retugok at the starting point. The team with the ragss
most resembling the starting message wins. Theelothg distance the more breathless and less latécu
and more forgetful the Scouts become.

Loop-de-loop Have the Scouts stand in a circle and hold hartdst &e hula-hoop (or
innertube, long loop of rope, etc.) hanging ovee pair of joined hands. Each person in the ciralstm
pass the hoop/loop over him/herself and on to &éxt person - WITHOUT letting go of hands

Minefield Place objects (mines) into the playing space (nefdf Have the group choose
partners. One partner is blindfolded at one erfietif. The non-blindfolded partners stand at thpagite
end of the field and try to talk their partnersotingh the minefield without running into any of the
obstacles.

*Motorway Crash Boys sit in a circle. One boy is given the nama aar (e.g. Ford, Nissan, Rolls,
Jaguar, etc.) When that name is called out thegetsy up and runs round the circle, various caésnaade
that the boys have to react to:

Join the M1- Change direction Steep Hill- Walk
Puncture- Hop Fog- Pigeon Steps
Accelerate- Start running Crash- Collect object

When 'Crash' is called the boys run back throughr thwn place and into the middle of the circleick
up some item placed there. Once 'Crash' has bded ttze boys can't change the direction they were
running.
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*Multiples (Taiwan) Players sit in a circle and start coumtiound the circle from "one." If the
agreed figure for the game is seven, each timadhgber being called includes the figure seven ar is
multiple of seven, the player keeps quiet and dldsp hands together. If anyone makes a mistake the
leader records a point against him. When the begeme good at this game, add one or two other
numbers, so they will have to keep very sharp agiet caught with more than one numbers going on at
once. For one number the player clasps handghE@econd number he will put both hands above his
head. For the third number he can nod his head.

Musical Chairs The classic game of one chair too few.

My Secret Friend (Russia) Every member of the group puts his omlaene on the scrap of paper
and put it in the can. When everybody has pustiiap of paper in the bag, shake it carefully. Tleén
your Scouts take one of the scraps and secrettiytreaname. This person will be his secret fridadng
the game (it can last for several days like at Daynp). During these days everybody is to pleasedurset
friend, to present him with any crafts, drawings, eAt the end of the game all players are fintwelio

the secret friend is.

Nail Driving Contest Cubs compete against others of the same rankiire-@n-one contest to drive
nails into boards. Smaller nails can be usedrfaller Cubs. Consider having safety glasses dveifar
the Cubs.

Nail Driving Relay Stand one 4x4 block for each team on edge andtgtarr three 16 penny nails
to the same height in the edge. Place the bloastdliteen feet from the starting line and putsartmer
next to each of the blocks. On "GO!" one boy frameteteam races to the block, picks up the hammer, a
swings ONE blow to drive the nail into the blocke Hhen lays the hammer down and returns to his,team
tagging the next boy in the relay. The race comsnwvith each boy in turn going as many times tekis
for one team to drive all of its nails flush intwetblock. Be ready to straighten bent nails. aten: Drive
tent pegs with a mallet.

Nature Picture Hunt Cut out pictures from magazines of items thatlafiound on a nature hike.
Teams must locate the items either by list or lginaout the pictures like bingo cards.

Newspaper Grab Place a single page of newspaper in the middieeofoom. Have group
members stand against walls. At the signal, thleyia and try to grab as big a piece of newspasahey
can with one hand. Largest piece wins.

Newsprint Race Each scout is provided with two sheets of newspagich he uses to run the
race. He can only step on the newspapers; thisrie ty: stepping on one, lay the other in frontiaf,
steps on it, retrieves the paper behind him, whiglplaces in front of him moving forward in thisiéon.

Nose-Knife Stick a knife into the ground. Point to the lenéind say “knife”. Point to your
nose and say, “nose”. Try to trick group into pimig at wrong object.

Orange Peel and Eat  Boys pick an orange from a pile. The first to peedl eat their orange wins.

Outdoor Memory Game Before the game, pick up a few 10+ objects thapthgers may find in
the area and lay them out. The teams or individomaist find as close matches to the objects you have
collected. You can either display or hide your edlion so that the players can or cannot come aadk
refresh their memories. The team with the dispkest lmatching the original wins
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*Packed My Suitcase  Memory game where Cubs sit in a circle. The fdab names an item that he
packed in his suitcase. Each Cub adds anotheragetimey go around the circle. The Cubs who
remembers all of the previous items wins.

Paper Airplane Throw An indoor game where the Cubs try to throw thepeyairplane the farthest.
Great for Roundup nights when the new prospectivesave the meeting “fliers” to turn into “flyers”
Do this game while the parents are filling out sdgition forms. Have a prize for the winner. Mike
tougher by having a box in the middle of the roofmyone who gets his airplane into the box winsiaep

Paper Hoops A pile of newspapers for each team is placed atemakeof the room with the
teams lined up at the other end. When the whidtie’'s they race up to the newspapers. The olgdot i
cut the newspaper sheet in the middle and thertlstepgh the paper without ripping it right throughthe
edge. If that happens they have to start agaihethey have stepped through they race back sthha
next team member can go. The winners are thoseawehall sitting down with their arms folded. Use
newspapers that are not too big.

Patience Relay Separate the cards into a suit per team. Lay eut@number cards (including
ace) in any order face down at the end of the rdone at a time the boys run up and turn over a cHiritl
is not the Ace then they turn it face down agait am back to their team and the next player hgs. a
When the ace is turned up they can lay it faceThp.next card needed is the two and so on. Playneees
until one team has all its cards turned face up.

Pick Jack’s Nose Make a giant poster of a jack-o-lantern and tapgbéowall. Have a box of
paper noses with thumbtacks attached. Spin baysdrand see who gets their nose closest to the rig
location on Jack.

Ping-Pong Ball Relay Each player gets a straw that he uses to blowitigePong ball across the floor.

*Pioneer Went to Sleep Everyone stands in a circle. The first player bedin saying "Pioneer
went to sleep.” The rest of the group answers "ld@lhPioneer got to sleep?” The leader then says
"Pioneer went to sleep like this, like this," refiega small gesture such as nodding the headistity
the wrist. The rest of the group mimics the gestur@ answers "like this, like this.” The entire o
continues to repeat the gesture as the next bliyarsays "Pioneer went to sleep," and others re$ps
before. The second boy adds another gesture firsheso that now there are two movements to keep
going. The game continues around the circle, elgJepadding a gesture. By the end of the game, the
entire group should be a foot-wiggling, eye-blirnkilead-shaking, nose-twitching mess. Try to add as
many gestures as possible before the game totdldydpart. Since it is difficult to do more thamt
gestures at once, you may not get everyone inrthgpgbut the challenge is to see how far you do ge
Start off slowly with small things, such as toesd éingers, and work up to the bigger things, suskm@ns
and legs.

Poison Pole Link hands around a pole (Den flag). Circle menstry to pull others into
contact with the pole.

Pony Express Four boxes are placed across the playing figlaich box has the name of a town
written on it. The Cubs are broken into four tearhsaders write the names of the towns on sligsapker
representing letters to be delivered. The paperstauffled so each team does not deliver to oné/ o

town. The boys must deliver their letters to theper town and return to tag their next teammatthen
hand. Firstteam to deliver all of their letterslaeturn win.

Potato Jump Race Establish a start and a finish line. Line the bogon the starting line. Give
each boy a potato (Ping-Pong ball, balloon, etcgut between his knees. On 'GO' see who can jortiget
finish line first without dropping the potato
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Potato Race Each team member tosses the potato into the aicanoties it on the fork, takes
it off, and hands them to the next player.

Push - Catch(Canada) Everyone is in a circle except for oms@n in the middle (usually a
leader to start). The person in the center hadldHhat the leader throws to those in the circlée leader
must shout out either PUSH or CATCH. The persowtiom the ball is thrown must DO THE OPPOSITE
ACTION that was shouted out. That is if the leastauts PUSH, the Cub must CATCH the ball. If the
leader shouts CATCH the cub PUSHES the ball. nlémor is committed by either not doing the opposi
or stumbling with the ball, the Cub must sit dowrstep back and is eliminated from play. Variatilfn

the group gets really good at the game, the shoutist shout out 3 words (such as PUSH CATCH PUSH)
and the Cub must do the opposite of the middle(onthe first or last).

Quarter Toss Set a group of targets on the floor (plastic bowlms, paper targets). Toss
quarters, other coins, or washers onto the targets.

*Radar First Cub on the team is placed about 30 feet ab&ttk rest of his team. All
team members are blindfolded. The first team memhest lead his teammates to him by talking to them
making noise, etc. Gets harder with more teamsgiitie same nearby.

*Red Rover There are two teams. Each team holds hands andg ftime to face the other
team. Then Team 1 shouts "Red Rover, Red RovdrJaan over". John runs from his team, Team 2, at
the other line to try and break through their hanld$ie succeeds he returns to Team 2 and gétdkéo
someone from Team 1 for his own team. If he falldhs to join Team 1. Then Team 2 gets to shou "Re
Rover, Red Rover | call..." The game goes on wm# team has all the players on their side.

Ring Toss Make rope loops and attempt to toss them onto sstieks stuck into the
ground.
*Rocket Relay The teams line up with a chair at the head of efading away from the team.

The chairs are 'launching pads' and the first Guimoket' stands on the chair awaiting the countdo
When the leader reaches zero, the 'rocket' bl&istsund the room, touching all four walls, andumts to
the 'launching pad’ where the next 'rocket is waitb be launched. The first 'rocket' sets off¥éeond and
returns to his team.

Rockets and Interceptors Two teams play this. The attacking team membersalted the
rockets and the defending team members are cakehterceptors. The target area is marked offaati
can is placed in the center. Only rockets are abbw go inside the target area. Up to four inteiares are
allowed to hover around the target area. The redkate a base at which they pick up their warheads
(beans). Each rocket can carry only one warhedlukttarget area. If an interceptor before goirsidia the
target area tags a rocket, they must hand overweehead and return to their base. 20 warhead imthe
tin can destroy the interceptor target area. dfitiierceptor target area is not destroyed aften2@ites
then change over the teams so that everyone has attattacking and defending.

*Round the Moon All the teams line up at the end of the room. E@ab places his hands on the
waist of the Cub in front so each team forms &etcOne chair is placed at the far end of therroo
opposite each team; these are the 'moons'. Whdaater calls 'Go’, the teams run the length of dloen,
round their 'moon’, and back into orbit. As thegphase, the ‘rockets' drop a section each timéhand
Cubs sit down there one by one, until finally these cone' returns home. The first team to begitown
is the winner.

Salesman Leader comes into the room with a briefcase arfob of items. Salesman
quickly displays the items and tells their pricé&ems are then replaced into the briefcase. Teaost
remember as many items and their prices. Leadridluse a “salesman’s voice” like on commercials.
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Scavenger Hunt Make identical lists for each team. Include easfjrtd items and not so easy to
find items. Be sure all items can be found witthie hunt boundaries. Have teams go to local éax f
restaurants and do the Hokie Pokie to get signeddfrfry bag (arrange ahead of time with manager).

Scotch Everyone starts the game with three lives. Evengtyou get hit with the ball
you loose a life. When the ball is thrown everybias to run to avoid it, but when somebody pickspit
and shouts "Scotch", nobody can move until theibalirown again. The game continues until everyone
has lost their lives except one person, who issinaer.

*Sentry Post Set up two chairs about seven feet apart. Thesthasentry posts and two
blindfolded players are seated in them, facing exbbr. The other players divide into two teamssighal
from the leader, the first player in each line &sdfarward on tiptoe and tries to pass betweerwioe
sentries without a sound. If either sentry heasghang, he calls out and points in the directioonfrwhich
the sound came. If he's right, the player is "cagatuand out of the game. If he points in the wrong
direction, the player sneaks ahead. Each teamtgoasgh just once. The winner is the team that tets
most players past the sentries.

Sin-bin Dodge Ball A player tries hit another player under knee levith the ball. Once a player is
hit he goes into the sin-bin for a short time. Blaymay move anywhere in the hall to avoid the, bai
may not travel with the ball. The sin-bin is a rof\6 chairs which the Scouts stand (or sit) onthét start
of the game the sin-bin is empty. When the firstypl is hit, he sits on the first chair. The nglstyer out
sits in the next chair and so on until the sindbifull. When a player enters a full sin-bin he Ipes
everyone along a chair. The player at the frorthefqueue’ is pushed out and goes back into tine ga
Thus 6 players need to hit before a player whgumetentered the sin-bin can return to the game.

*Skin the Snake Team members stand one behind the other with legg and pass their right
hands between the legs to grasp the left handweétbehind. Starting at the back, members crawl
through the legs of those in front of them, withtaiting go of hands, until the whole team is stagdn a
line holding hands

Softball Throw See who can throw a softball the farthest. Boymikhbe put into groups by
rank. Softballs can be the prize for each growprsmer.

Spots The pack sits in a circle and are given a numlmnft to n. One cub (number
5) starts by saying 'l am 5 spot and | have nosspatw many spots does number 8 have?' Cub nusnber
replies in the same manner and nominates anothetfaone of the cubs takes too long or makes aakés
he is awarded a spot which is painted on his chitheek with lipstick. He will then have 1 spot.igh
game is particularly good at cub weekends or hgtidance you can tell which cubs have washed plyper

Spud Each Scout is assigned a number. In a circle autsig person throws a ball as
high as he can, straight up, and calls out a nunither Scout whose number is called catches theaball
the rest of the Scouts run away from him as fagtoasible. Once the called Scout catches thehmalells
"STOP!" at which time all retreating Scouts arepged to stop dead in their tracks. The Scout thigh
ball is allowed to take three really long stepstet he can get as close to the nearest Scoutsaghfm He
then attempts to hit the Scout with the ball (mothie head). The Scout being shot at is allowdditt and
bend, but may not move his feet. If the Scoutish@ gets to retrieve the ball while the resthaf Ecouts
get back in a circle. He is also given a 'spud! point (a lipstick mark on the cheek). If the &cis
missed, the throwing Scout chases after the bdligats a spud. Once the ball is retrieved, the daegans
again, with the number called and the ball throWme Scout with the least number of spuds at theoénd
the game wins
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Steal the Bacon Divide the troop into two, three, or four groupsurhber off EACH group
separately. Line them up facing each other, aBowt0 feet apart. The number 1 Scout on one te#im w
be across from the last Scout on the other teameeBlour 'bacon’ between the lines. The idea ia for
Scout to go out and retrieve the object. The leadls out a number and each Scout with that number
out and tries to get the object and go back behindine. Once the object is touched, the otheruScan
tag the Scout that touched the object. There avenswys to win a round: either get the object ardgoit
behind your line without being tagged, or tag ttieeo Scout after he grabs the object and beforedies

it past his line. Variation: Tell a story insteafdust calling out numbers: "THREE Scouts wentedmike.
They saw TWO deer and FIVE trees...”

Steal the Treasure A Cub sits in a chair blindfolded. He is the gua®bme treasure, a hat, key
ring, etc. is placed under the chair. Other Cubdraa circle around the guard. One Cub is seftytto
steal the treasure. The guard tries to tag tle tien he hears him approach. If the thief igbahe
becomes the guard.

Straw Buildings Cut straws into four-inch sections. Connect thaves with paper clips. See
who is most creative.

Strip the Leader Attach 8” strips of paper to the leaders’ shirtttmtape. Break the Scouts up
into teams. When the game starts, the Scoutstbastep the pieces of paper from the leaderstshir
After a set time limit, count the number of strqmdlected by each team. Most strips wins.

Submarine Dive This is a variation of musical chairs that woblest for Den meetings. Rope
loops are placed on the floor representing subraaritCubs circulate around the room. When thestead
yell, “Submarines! Dive!” Cubs try to make it intocircle. Cubs left out of the submarine each doare
eliminated. One loop is removed each round setisealways one fewer loops than Cubs.

Submarine Minefield  Split Scouts into two teams. One forms a line s€tbe playing field with
blindfolds on and standing close enough togeth&uoh hands. Each hand is a mine that will 'dgsa
ship (a member of the other team). The other tgaietly tries to sneak along the line weaving id ant

of the mines, (i.e. between their feet, or betw@enscouts). After a minefield team member uses on
hand and hits a ship, that hand is out of playHerround. Later ships may go through an unpreteatea.
When the whole team has gone through, change Avéne end of the game, the winning team is the one
that managed to get the most ships through thefieide

Thar She Blows! Cubs representing the rocks in the sea are pktoeshdom around the room and
cannot move. One Cub is the whale. A beanbagfoball is the harpoon. Cubs must pass the harpmo
one another in an attempt to get the whale harmhoi@e Cub who harpoons the whale is the nextevhal

Three Balls Have group members pass 3 balls/objects throughrthe consecutively in the
shortest possible time. Choose your words carefulty remember them exactly so that the instructians
be repeated when asked. This teaches problenmgoltdave a stopwatch handy.

Three Coins in the Fountain Divided the pack into 4 teams. Position 4 chaira square roughly 15
feet apart for the teams to wait behind. Placecties in the middle of the square. When you aall
number, a player from each team must try to geti@sconto the seat of their chair. They may onlyyca
one coin at a time and must place the coins theigve on their chair to be easily visible. Oncdettad

coins have disappeared from the center they may sbvéns from other players.

Tic-tac-toe with Bean Bags Set up a tic-tac-toe board on the ground or flddake bean bags out
of dried beans in sandwich baggies with a pieceotfred construction paper inside to tell X from O.
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*Tunnel Relay Team members stand in a line one behind anotharthdir legs apart. The
person at the back of the team crawls throughege of the other members and then stands at the fro
legs open. The next team member then goes. Wheyoeeehas crawled through (team is back in order)
the team has finished.

*Turtle Tag To insure safety, a player must be on his back alitfour feet in the air. The
boy who is "it" counts to ten and all turtles (atheys) must hop up and run at least ten stepsdefgain
assuming the turtle position. If "it" can tag ayglabefore he is "safe" they exchange places amdttier

boy becomes "it".

Typewriter Gather everyone in a circle. Each player represetetier in the alphabet, A
through Z. If there are more players than therdedters, one can become a nhumber, another a pemold
another an eraser for correcting mistakes. Fintteate a sentence that uses all the letters ialpiabet.
For example, "The quick brown fox jumps over theyldog”. In the case of extra people, it can be two
dogs. When a space between words is reached, evecadis out together "Space"! If a mistake is made
just keep going, unless there is a person wheaeigthser to call out "Correction™!

Ugly Face Contest Tell contestants that this is a contest to see egmomake the most accurate
drawing of their face on a paper sack. Place pgqerery sacks over the contestants’ heads. Hwearma t
draw their faces on the outside of the bags wilthtifiemarkers. Contestants may not use their fraed to
steady the bag. See which contestant has thesuffiee on the bag. Guess who wins (wink).

Vocabulary Test A written test of camping and Cub Scout words. $Sube correct meaning of
the words. Make it multiple choice or essay answer

Water Relay Race Transport water from point A to point B holding watup above head. Water
cup has small nail hole in bottom resulting in avgér effect on the carrier. The first team thdsfils can,
bucket, etc. wins.

Wheel Rolling See who can roll a wheel the farthest across tHemgglot.

*Wheels Line teams up. Give each team member a numbezn $hout out
modes of transport, for example a car. Number fans because it has four wheels. Any mode of

transport is applicable. One = unicycle, 2 = biey8 = tricycle or a unicycle and a bicycle, 4ar,& =
unicycle on top of a car, 6 = three bikes, traiwhole team runs. Design a short course for therario

*Wink Murder Everyone closes their eyes, and the leader picksoomore boys to be killers.
When everyone opens their eyes, the killers tiiltdhe other boys by winking at them. The nonléis
try to expose the killers before everyone is défaalnon-killer announces that someone is a kitleen 1)
if they are right, the killer is "dead", or 2) ey are wrong, the guesser is "dead". Killerslikhmther
killers. Keep going until all the killers are deaduntil only one Kkiller is left.

*Wolf The boys stand in a circle with the "Wolf" in thenter. Boys call "Wolf, Wolf, are you
ready?" Wolf answers "No, I'm putting on my shaatl pantomimes putting on his shoes. The other
imitates him. Again they ask "Wolf, Wolf, are yoeady" and he replies that he is putting on his,dagt
hat, etc. each time pantomiming putting on the jtetmile all follow suit. Whenever he wishes, the ¥vo
answers with "Yes, I'm ready, and here | come". filagers rush to a goal line and the Wolf trietaip
them. If any player is tagged, he becomes the Wolf.

*Wheelbarrow Race Team members race by grabbing ankles of other tedemand running the
course like wheelbarrows.
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Xmas Trivia Have families at the December Pack meeting wortheranswers as a team.

Use common Christmas information about Santa, €hais songs, etc. Ask some tough questions as well
as easy questions. Award points for each answeeritng on hard the answer (one point for eachef t
nine reindeer, etc.) Highest team (family) totahsva jar of Christmas candy.

*Yelling Contest Who can yell the loudest? Can be done as indalg] by Dens, or by groups.

*Y is for Yale Split the Cubs into teams of about eight. The Catier or den leader calls out
a letter and what it stands for. Each team muastaage itself to form that letter.

Zone Dodge Ball Split the Pack into 2 or 4 teams and allocate @antne. The teams should
throw the ball at players in an opposition tealyinty to hit them under the knee. When a playeitisd
joins the team which threw the ball at him. Thenteaho has the most players (or all the playertheend
wins. We use a hall with badminton court lines nearkn it. Each of the four teams is allocated aeor
The area in the middle is a no-mans land. Once twoyteams remain we re-allocate the zones so more
space is used. Variation: Use more than 1 ball.
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