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S,COUTS

AUSTRALIA

Coming-In Game

19:00 Opening

20:00  Backup Activity
Indoor

20:25 Closing

15t Wamboin Scout Group
Cub Scout Section

PROGRAM

Games / Christmas Handcraft

15t December 2004

Who is it?

Cubs are in a circle, with one of them blindfolded in the centre.
The game is commenced by the blindfolded Cub advancing in any
direction, securing a victim. The victim must then say “Poor
pussy”, and meow. The blindfolded Cub must identify the victim
and, if successful, the two change places. Cubs join s they arrive.

Inspection, Grand Howl, Flag Break
Duty Six: Grey

Games
War & Peace
(Time it Right (Pack))
(Puzzles)

Boomerang Test 14-Handcraft
Make Christmas cards and decorations

Award Presentations:
Graeme (Gold Boomerang)

Grand Howl, Flag-down

Announcements: Holiday First Aid classes

Reminders: Carols at Wamboin, Friday 17" December, 7:00pm
Prayer

Duty Six duties reminder.



Game
Sense/Hearing
Indoor

Game
Active
Coordination

Indoor

Game
Active

Indoor

Reserve Game
Sense/Hearing

Indoor

Battleships & Minefields

All but one member of one Six are blindfolded and stand in a line
(the Battleship), one behind the other, with hands on the hips of
the Cub in front of them. The remaining Six member is the Captain
of the Battleship. All other Cubs sit (without blindfolds) around the
floor, or some portion thereof (the Minefield), of the hall, far
enough apart so that the Battleship can easily pass between any
two, but in a way that there is no clear path from one end of the
minefield to the other.

The Captain must guide his Battleship though the Minefield giving
only instructions comprising a Compass Direction and a Number
of Paces. The 'Mines' of course, must remain very quiet
throughout, lest they reveal their position to the Battleship.

Set a time limit for the passage.

Chopsticks

Sixes/teams in relay formation, with their "batons" and ball, at one
end of the hall, a plate for each Six/team at the other. On the
signal, the first member of each Six/team must propel the ball
along the floor to the plate, then lift it onto the plate, using only the
"batons". The Cub then takes the ball and "batons" back to the
next member of the team who repeats the exercise.

First Six/team, all members having had a turn, standing at attention
and in a straight line, is the winner.

Fruit Salad

Cubs in two teams, seated on floor facing each other, with legs
outstretched and feet touching. Each pair is given the name of a
piece of fruit. Leader then recounts a story that mentions all the
pieces of fruit (several times). As each piece of fruit is mentioned,
the Cubs assigned that name stand up, run behind the Cubs in their
team to the end of the hall, then, stepping over the outstretched
legs of the Cubs still on the floor, return to their place. If the leader
mentions Fruit Salad, all Cubs get up, run to the end of the hall
then return to their respective places, hopping over the legs of any
Cub already in place as they return.

Guarded Captive

One Cub is placed in the centre of the playing area, loosely bound
with rope. This player is the Captive and is guarded by one
Six/Team, the Guatds, who ate blindfolded and positioned a short
distance (outside a 3 m circle) out from the captive. The rest of the
Pack are the Rescuers, who stand encircling the playing area. The
game must be played in silence. On the signal, the Rescuers try to
creep through the Guards and untie the Captive to get him/her out
past the Guards. If a Guard intercepts—by touch only—a Rescuer,
the Rescuer is out. Rescuers can be intercepted either entering or
leaving the circle. The Captive can only leave the circle with a
Rescuer (who has not been intercepted). If a Guard intercepts a
Guard, there is no penalty.
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Shunting Trains
Sixes in relay formation at one end of the hall.

On signal, first Cub (engine) runs forwards to the other end of the
hall and returns backwards. The second Cub grabs onto the waist
of the 'engine' and they both go down and back and pick up
another Cub until all carriages are on the train. Reverse the
procedure and drop off a Cub at a time. First Cub, the 'engine'
rejoins the Six. Winner is first Six finished, in a straight line and at
attention.

Silent Ball

Pack in a circle. A ball is thrown between players, across the circle,
and never back to the thrower. The ball must be thrown so that it
can be caught easily by the intended recipient. If the ball is thrown
too high, too wide, too hard etc., or to someone who is out of the
game, the thrower loses a life. If the catcher fails to catch a
reasonable throw, the catcher loses a life. Everyone must also be
silent throughout the game—any noise results in the loss of a life
for the culprit. When there is any doubt about who is to lose a life,
all players point to the player they think is at fault—majority rules.
Each player usually gets three lives. On the loss of the first life, a
player must go down on one knee, and continue playing in that
position. On the loss of the second life, they go down on both
knees. On the loss of the third life, they are out of the game and
must sit quietly in their place in the circle until the conclusion of
the game.

Last player in wins.

Sticks

Pack in a circle, each member holding a broomstick with one end
resting on the floor. On command from the Leader, players move
either to their left or right, according to the Leadet's command.
When a player moves, they must let go of their broomstick (leaving
it standing upright) and catch the one to their left/right, according
to the direction they have been instructed to move, before it falls to
the ground.

Last pair in are the winners.

Time it Right
Leader nominates a time interval (15 — 60 seconds) and Cubs raise
their hand when they think the time is up.

War & Peace

Three or four teams. Each 'builds' fort in bush (on hill behind hall)
and defends one/two flags. Team must decide how many members
stay to protect fort, and how many attempt to steal flags from
other forts. Various rules to ensure progress in the game. Leaders
move between forts to monitor 'player integrity', offering advice or
'helping' as approptiate to maintain a level of balance in the game.



