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CHEERS AND APPLAUSES

BEACH CHEER:  Divide the audience into three groups. When you point to group one, they yell, “Sand.” When you point to the second group, they yell, “Surf.” And when you point to the third group, they yell, “Sun.” Vary the order and speed.

OCEAN APPLAUSE:  Have all the people in the odd number rows start swaying one way. Have all the people in the even number rows start swaying the other way. Then have them start to sing, “Sailing, sailing over the bounding main!!!” (Or have them say, “SWOOOSH, SWOOSH, SWOOSH!”)

REGATTA APPLAUSE: Hold your right hand palm up in front of your mouth and pretend holding a sailboat. Release the boat with a series of puffing blows.

CATSUP APPLAUSE:  Hold bottle in left hand and try to pound catsup out of the bottle with your right hand.

CHIP-CHOP:  Divide the group in half and as you point to the first side have them yell:  “Chip” each time you point to them, have the other side yell:  “Chop” each time you point to them.  Vary your speed and direction you are pointing.  Yell “Timber” at the end of the cheer. 
HIKER:  Hold throat and shout, “Water, Water, Water” Pretend to drink it and say, “Glug, Glug, Glug”.  Wipe your mouth on you arm and say:  “Aaaaaaaahhhhhhhhhh!”

MAP:  Have group get out their pretend map, unfold it look up and down several times and then yell:  “It’s that a way!”  All point in a different direction.  

KNOT APPLAUSE:  Right over left, left over right; stand up, sit down, tie, tie, tie.
GUPPY:  Suck in both sides of your mouth and make a kissing noise three times.

NAIL POUNDING:   Start by getting out your hammer, dig into your pretend nail pouch, find a nail, set it by tapping lightly with your pretend hammer.  (Hold hammer with one hand, nail with the other.  Then strike the nail harder, one or twice, let the next one slip and hit your thumb, yell: Oooooooouuuuuuuuch!” Hold your thumb as if you were really hurt.  

TUG-A-WAR CHEER:  Divide the group into two; pretend both sides are holding ends of rope.  One side pulls, leaning back while the other side is leaning forward saying, “tug, tug, tug”.  Then reverse the pulling and repeat.
BEAVER:  Cut a tree by tapping front teeth together, slap your tail by slapping a palm against your thigh, then yell, "TIMBER!"

BIG THUMB: Hold out a hand at arms length, make a fist with the thumb up and say "GREAT JOB!!"

CAN OF APPLAUSE: Cheer and applaud as cover is removed from can and become quiet as lid is replaced.

CARPENTER: Pretend to be holding a hammer in one hand and a nail in the other. Start pounding the nail with the hammer while saying, "Bang, Bang, Ouch".

DRUM:  On legs make a rat-a-tat sound 3 or 4 times, then hit the stomach two times and say "Boom, Boom".

FAREWELL:  Hold one hand above the eyes as though looking into the distance while slowly waving the other hand.

GOOD TURN:  Stand up and turn around.

HAMBURGER:  Make a hamburger patty by clapping hands turning left hand on top, then left hand on the bottom.

HOME RUN: Simulate swinging a bat, then shade your eyes with your hands and yell, "There she goes."

MOTORBOAT:  Flutter your hand in front of you while your tongue flutters.

PANCAKE: Pretend to be holding a frying pan and a spatula in your hands. Pretend to put the spatula under the pancake and flip the pancake into the air. Look into the air as though watching the pancake flip in the air. Catch the pancake with the spatula, and flip it on your hand making a loud "Clap."

PINKY: Clap little fingers together.

REAL BIG HAND: Make a fist with the thumb extended, put thumb to lips and pretend to blow, open hand and extend fingers gradually with each puff. Hold up hand when fully extended.

SAW:  Pretend to get a piece of lumber, measure it, pretend to draw a line, place pencil behind the ear, pick up your pretend saw and begin to saw holding your lumber with one hand and sawing with the other, while making your best sawing impression.

SEAL OF APPROVAL: Put your thumbs in your armpits, then move arms up and down like a seal moving its flippers and say "Arf, Arf, Arf" several times. Variation:  Pretend you are balancing a ball on the end of your nose.

TWO-HANDED SAW:  Everyone pairs off into two's. Each pair sticks their hands out with their thumbs up. Alternately grab each other's thumbs until all four hands are each holding a thumb. Move arms and hands back and forth as if sawing.

ARCHERY:  Mimic shooting an arrow, then call out, "Bull's Eye!"

DEN YELLS

"Do Your Best! Be Prepared! Shout! Shout! Shout! Tiger Cub! Wolf Cub! Bear Cub! Webelos Scout!"

Webelos are great! They can't be beat! So let's give a yell, Webelos are swell!

A yell from one den to another: "I like Cub Scouts; yes, I do! I like Cub Scouts; how about you?" And point to the group that is to respond in the same way.

Which den is really fine?  Which den is only mine? Den nine, Den nine, Den nine!

Squirt, squirt, squirt, mooo.  Tie your shoe, we are the scouts of Day Camp Den Twooo!
Which den is really alive? Which den has all the drive? Den Five! Den Five! Den Five!!

T-H-R-E-E The den that’s best for you and me! Watch us go and you will see!  It’s T-H-R-E-E! Den three!  Den three!

Valleys are flat, Mountains are tall Den XX is best of all.

Show us some action!  Show us some spark!  All for Den X, Stand up and bark!

Cub Scouts Blue, Cub Scouts Gold.  These Cub Scouts are the brave and bold!

Everywhere We Go

Everywhere we go, People gotta know, 

Who we are and where we come from,

So we tell them: We're from Den XX, 

Cool, cool Den XX, Wacky, wacky Den XX,

And if they don't hear us, We’ll shout a little louder. (Repeat) 

Cub boots are big, So when Cubs jump, Cubs' big boots Go THUMP, THUMP, THUMP 

(Call out in unison, jumping noisily in time with the THUMP. )

Strawberry shortcake, Eskimo pie, Den X is the best and that ain’t no lie.

We've done fine! We've done well! Now for an eardrum splitting yell! Den X! Den X! 

Den XX is great, Den XX is swell

All for Den XX, Stand up and yell!!
1,2,3,4 Which den do you cheer for?

Which den can you hear more?

Den Four!  Den Four!  Den Four!

SONGS

Bring Back My Neighbors to Me

(Tune:  My Bonnie)

One night as I lay on my pillow,

One night as I lay on my bed.

I stuck my feet out of the window,

Next morning my neighbors were dead.

Chorus:

Bring back, bring back, Oh, bring back my

neighbors to me, to me.

Bring back, bring back, Oh, bring back my

neighbors to me!

It’s An Insect Covered World

(Tune:  It’s a Small World)

It’s a world of centipedes, a world of moths,

It’s a world of katydids, a world of wasps,

There’s so much that we share that it’s time

We’re aware, it’s an insect covered world.

Chorus:

It’s an insect covered world, 

It’s an insect covered world

It’s an insect covered world,

It’s an insect covered world.

It’s a world of beetles, it’s a world of fleas,

It’s a world of caterpillars and a world of bees,

In this world that we know, there is so much to show. It’s an insect covered world.

Chorus

Around Us

(Tune:  There’s a Tavern in the Town)

There are some Cub Scouts in the town, 

in the town.

And they are looking all around, all around.

To make our town a better place to be,

Each hopes to plant and raise a tree.

At The Seashore

(Tune:  Are You Sleeping?)

Finding seashells at the seashore

Salty mists spray my face

Cool sea breezes fan me,

And the ocean water feels so good,

Feels so good.

That’s Why We’re In Cub Scouting

(Tune: Deep in the Heart of Texas)

The fun things in life, Our family’s delight 

(clap 4x) That’s why we’re in Cub Scouting.

We do our best to pass the test (clap 4x)

That’s why we’re in Cub Scouting.

We think our camp’s great, We keep it first rate (clap 4x)  That’s why we’re in Cub Scouting.

Litterbug Beware

(Tune:  Auld Lang Syne)

We are the folks who hunt the bugs,

That litter up our streets, With papers, bottles, old tin cans, And wrappers off their sweets.

Chorus:

No litterbugs, no litterbugs, No litterbugs for us. Let’s start today to do our share, no litterbugs for us.

We want to keep our playground clean,

Without a lot of fuss. Let’s start today to do our

share, No litterbugs for us.

Chorus
There Was a Bee

(Tune:  How Dry I Am)

There was a bee-i-e-i-e

Upon a wal-l-al-l-al

And it did buzz-i-uz-i-uz;  

And that’s not all-i-al-i-al

There came a boy-i-oy-i-oy

With a big stick-i-ick-i-ick

He gave that bee-i-e-i-e

An awful lick-i-ick-i-ick

And then that bee-i-e-i-e

That boy did sting-i-ing-i-ng

And it did hurt-i-urt-i-urt

Like everything-i-ing-i-ing

And then that boy-i-oy-i-oy

Let out a yell-i-ell-i-ell

He lit for home-i-ome-i-ome

He’s running still-i-ill-i-ill.

Soap and Towel

(Tune: Row, Row, Row Your Boat)
Soap, soap, soap and towel, 
towel and water please.

Merrily, merrily, merrily, merrily, 
wash your dirty knees.
Chair For Ma

(Tune: Frere Jacques)

Feet and inches, feet and inches

Do take care, do take care.

Measure them most careful,

Measure them most careful.

Oops not there, oops not there.

Now I cut it, now I cut it,

With the saw, with the saw,

Nail it all together, Nail it all together,

Give to Ma, give to Ma.

Oh how lovely, oh how lovely.

Put it there, put it there.

Isn’t it so different, Isn’t is so different.

A five leg chair, a five leg chair!

Hammer Time

(Tune:  Mickey Mouse Club)

We’re the Cubs that work with wood

As you can plainly see, H-A-M-M-E-R

Hammer Time for me.

Come along and see the things

We had for you and me, H-A-M-M-E-R

Hammer Time for me.

Hammer Time -- missed again

Hammer Time -- bent the nail

We only yell because we hit our thumb.

Ice Ice Ice Ice

Come along and join the fun

The splinters are for free, H-A-M-M-E-R

Hammer Time for me.

Be A Scientist

(Tune: Are You sleeping?)

Be a scientist, be a scientist

Experiment, experiment.

Give science your attention

And make a Cub invention,

Do your best, do your best.

Raingutter

(Tune: Sailing, Sailing)

Sailing, sailing, let’s have some backyard fun.

We find the Regatta appealing 

To sailors old and young

Sailing, sailing, poof, poof, go the racing ships.

Come join in the fun Cub Scouts.

The winners have puckered lips.

Toolbox Song

(Tune: I’m a Little Teapot)

I’m a pair of pliers just because

Here is my handle, here are my jaws.

Keep me in your toolbox bright and new

Take me out and I’ll work for you.

I’m a big strong hammer, a mighty tool.

Hit the nails only, that’s the rule.

Keep me in your toolbox bright and new

Take me out and I’ll work for you.

I’m a happy C-clamp, tell you what I do,

I eat board sandwiches filled with glue.

Keep me in your toolbox bright and new

Take me out and I’ll work for you.

I’m a handy wood plane, give me a try.

I can help you out if your door’s too high.

Keep me in your toolbox bright and new

Take me out and I’ll work for you.

Water Sports

(Tune:  Yankee Doodle)

Water sports are what we like,

For summer, spring and fall.

When summer comes you now must know.

We’ll have a great big ball.

Chorus:
Cub Scouts always having fun,

Cub Scouts in the water,

Swimming, diving, fishing, too,

Safely like we “otter.”

Lobster, Starfish
(Tune: The Old Gray Mare)

Lobster, starfish, octopus and tuna fish,

Octopus and tuna fish, octopus and tuna

fish,

Lobster, starfish, octopus and tuna fish,

Live in the deep blue sea.

Next verse, use:

Flounder, porpoise, mackerel and flying fish
99 Test Tubes On The Rack

There are 99 test tubes on the rack

99 test tubes on the rack

We use one to mix this and that

Now there are 98 test tubes on the rack.

How To Get Ideas

(Tune: Row, Row, Row Your Boat)

Use, use, use your brain,

Put your mind in gear.

Bright ideas aren’t a strain,

You have some, never fear.

Think, think, think so hard,

Service you can give.

Help some other people and

Your life’s more fun to live.

Do, do, do your best.

Do a good deed now.

It will make you happy and

Cub Scouting shows you how.

Cub Scout Scientist

(Tune: My Bonnie)

The scientist works with his theories

The scientist works in his lab

The Cub Scout learns by discovery

The answers to questions he's had.

Mix this, mix that

The scientist tests his theories

Try this, try that

The Cub Scout makes a discovery.

Cub Pledge

(Tune: America)

Cub friendship, pure and deep

We promise we will keep, our pledge to thee.

We’ll honor and obey, Akela all the way

And when we graduate, Good Scouts we’ll be.

I Went To The Movies Tomorrow

(Tune: My Bonnie)

I went to the movies tomorrow.

I took a front seat at the back

I fell from the floor to the balcony

And broke a front bone in my back

I said to the lady behind me,

“I cannot see over your hat.”

I phoned for a taxi, and walked it

And that’s why I never came back

Alive, Alert, Awake 

I’m alive, alert, awake, enthusiastic [clap]
I’m alive, alert, awake, enthusiastic [clap]
I’m alive, alert, awake, 
I’m alert, awake, alive,
I’m alive, alert, awake, enthusiastic [clap] 

Trusty Tommy

(Tune: Yankee Doodle)

TRUSTY Tommy was a Scout, LOYAL to his mother, HELPFUL to the folks about, and FRIENDLY to his brother.  COURTEOUS to the girls he knew, KIND unto his rabbit, OBEDIENT to his father too, and CHEERFUL in his habits.  THRIFTY saving for a need, BRAVE, but not a faker, CLEAN in thought and word and deed, and REVERENT to his Maker.  

The Swimming Hole

(Tune:  Sailing, Sailing)

Swimming, Swimming, in the swimming hole, 

When days are hot, when days are cold, in the swimming hole.   

Breast stroke, side stroke, fancy diving too...  

Don't you wish you never had anything else to do?    (Do the swimming motions to liven it up.)

Glad I Am A Member Of The Cub Scouts
(Tune: I Wish I Was An Oscar Meyer Weiner)

Oh, I'm glad I am a member of the Cub Scouts.

That is something that I'm proud to be.
And, since I am a member of the Cub Scouts,
Something great will surely come of me. 

O, I learn about the planet that I live on.
And how I can help care for it each day.
The community around me I'm exploring,
And, I find out how to live the Scouting way. 

I try to serve my God and serve my country,
And help out other people everyday.
I'll follow my Akela on my journeys,
And always give Goodwill along the way. 

Repeat first verse 

Gimme Bugs
(Tune:  Don't Fence Me In)

Oh, gimme bugs, lots of bugs, slimy, 

creep'n crawly bugs to fill my box.
Let 'em squirm, let 'em buzz, let 'em slither up my arm and in my socks.
Wiggle here, wiggle there, in and out among my hair, I itch and scratch.
Moths and worms, ants and slugs, stinkbugs, crickets, flies and fleas, Got a stellar catch!

Do Your Ears Hang Low

Do your ears hang low? Do they wobble to and fro? Can you tie them in a knot? Can you tie them in a bow? Can you throw them over your shoulder like a continental soldier? Do your ears hang low?

Do your ears flip-flop? Can you use them for a mop? Are they stringy at the bottom? Are they curly at the top? Can you use them for a swatter? Can you use them for a blotter? Do your ears flip-flop?

Do your ears fall off when you give a great big cough? Do they lie there on the ground or bounce around at every sound? Can you stick them in your pocket, Just like little Davey Crocket? Do your ears fall off?

Mother Goony-Bird

(Tune:  Father Abraham)

Mother Gooney-Bird has seven chicks
Seven chicks had Mother Gooney-Bird
And they couldn't fly, and they couldn't swim, 
They could only go like this: 
Right wing (right arm bent in ‘wing’ position, flaps up and down).

Repeat and add each time the following: 
Left wing (left arm goes along with right wing) 

Right foot 

Left foot 

Head up and down
Chin up
Tail Out
Turn Around 

On the last one, wait until they all turn around about once and then add, Sit DOWN! 

Pizza!

(A repeat after me chant)

Pizza!
Sauce!
Sauce and cheese
Sauce and cheese and anchovies
Eat-a-lotta, eat-a-lotta, eat-a lotta pizza 
Oh, no! Don't drop the pizza!
If you drop the pizza then nobody eatsa
Pizza and Coke are srump-dili-icious
Gobble, gobble, gobble, gobble BURP! 

Muddy Buddies

(Tune: Turkey In The Straw)

Oh, I love the feel of squishy mud between my wiggling toes. Sinking in up to my knees; sloshing up to my elbows. And then, oh, what the heck, let me in up to my neck; If my mom can recognize me; I ain't muddy enough yet!

Moon Walk

(Tune: La Cucaracha)

I have a spaceship,  I have a spaceship, and I will fly it to the moon.  I have a spaceship, I have a spaceship, and I will go there very soon.  And when I get there, and when I get there, I will walk upon the moon. And I will see it, and I will like it. Oh it will be so very cool! 
We Are Thankful

(Tune: Frere Jaques)

We are thankful,
We are thankful,
For our food,
For our food,
And our many blessings,
And our many blessings,
Amen, Amen 

American Folklore

(Tune: Clementine)

Paul Bunyon, Johnny Appleseed, 

Pecos Bill are some of these. 

Gave us canyons, great big rivers 

And beautiful apple trees. 

American folklore, American folklore 

And don't forget Casey Jones 

They are all to be remembered 

By our songs, tales and our poems. 

Whew-w-w-w

(Tune: Jingle Bells)

Clap your hands. Stamp your feet. 

Let's all stand up please. 

Face the left, then face the right. 

Now, hands upon your knees. 

Now sit down, then stand up. 

Clap your hands two beats. 

Now we all will wipe our brows 

And collapse into our seats. 

(Sing this through several times, each time getting a little faster) 

Fly Your Flag

(Tune: Row Your Boat)

Fly, fly, fly your flag,

On our holidays,

Be a loyal citizen,

In this and other ways.

O Cub Day Camp

(Tune: O Tannenbaum)

O Cub Day Camp, O Cub Day Camp 

How fun it is to be here 

The crafts and games are fun to do 

Archery and fishing too. 

O Cub Day Camp, O Cub Day Camp 

We'll all be back again next year. 

We'll learn new songs and eat snacks, too 

Also swim in the water blue.

Taps For Cubs

As we close, each Cub Scout knows, 

What it means to be fair, to be true. 

To be proud of the gold, and the blue. 

Physical Fitness

(A repeat after me song done with motions)
[Start with hands on hips]
Physical fitness is my goal. [repeat]
In my body and my soul. [repeat]
Reaching up to touch the sky. [repeat] 

(raise right arm up and down)
Stretching higher with every try. [repeat]
(Continue action - adding new motion with every verse) 

Physical fitness is my goal. [repeat]
In my body and my soul. [repeat]
Pumping iron with the best. [repeat]

(Make fist with left hand and bend up and down)
Puts my muscles to the test. [repeat] 

Physical fitness is my goal. [repeat]
In my body and my soul. [repeat]
Touch my chin upon my chest. [repeat] 

(Move head to chest and up)
Can not stop to take a rest. [repeat] 

Physical fitness is my goal. [repeat]
In my body and my soul. [repeat]

Bend my body to the right. [repeat]

(Bend at waist to right)
Makes my tummy muscles tight. [repeat] 

Physical fitness is my goal. [repeat]
In my body and my soul. [repeat]

Lift my leg up nice and high. [repeat]

(Lift left leg up and down)
Feel the pull all in my thigh. [repeat] 

Physical fitness is my goal. [repeat]
In my body and my soul. [repeat]

Being fit is really cool! [repeat]

(Pretend to shiver)
But now I look just like a fool! [repeat]

(End song by collapsing on ground)

Survival

(Tune:  “I’ve Been Working on the Railroad”)

If you’re lost out in the forest

Do not lose your head.

If you’re lost out in the forest

Better stay put instead.

Nothing out there’s going to hurt you.

Don’t run to and fro.

Call out if you hear the searchers.

You’ll soon be home, you know.

If you’re lost out in the desert

Do not lose your head.

If you’re lost out in the desert

Find some shade instead.

Nothing out there’s going to hurt you.

Don’t run to and fro.

Call out if you hear the searchers.

You’ll soon be safe, you know.  

There Are 50 Stars On Our Flag

(Tune:  London Bridge)

Fifty stars are on our flag, on our flag, on our flag, fifty stars are on our flag, my dear country.

Thirteen stripes are on our flag, on our flag, on our flag, thirteen stripes are on our flag my dear country.

Seven are red and six are white, six are white, six are white, seven are red and six are white, my dear country.

Hoist it high and let it wave, let it wave, let it wave, hoist it high and let it wave, o’er my country.

DEN GAMES

Snake Eating Contest:  Pair off the boys. Give each pair a long, licorice whips. Each one of the pair puts one end of the whip in his mouth and stands with his hands behind his back. When the starting signal is given, each boy begins to eat his way toward his partner. The first pair to each other are the champion “snake eaters.”
Chicken Relay:  Cub Scout holds balloon between knees and runs to basket for “laying eggs”.  Den finishing first wins.  

What’s Different:  See how observant your den is.  Wear something different (put shoes on wrong feet or two different colored socks) and have the boys guess what is different. Let the boys pair up and go out of sight and make a change to themselves.  Have them come back and let the rest of the den see if they can spot the difference.

The Mysterious Mr. It:  Line Cub Scouts in a straight line facing the goal, which is another line about 30 feet away. All players must close their eyes, holding their hands open behind them. The leader walks behind the players and secretly places a small object (a penny or button) in the hand of one of them. The leader says, “Mr. It is alive!” Everyone walks toward the goal, and “Mr. It” tries not to let others know who he is. Then, the leader says, “Look out for Mr. It!” Mr. It then tries to tag as many players as he can before they get to the goal. When everyone is back, Mr. It becomes the game leader.

Twenty Questions:  This is a classic game that’s fun to play in a large or small group. “It” thinks of a person, place or thing. (Writing it down on a piece of paper will help him focus on what he is thinking of.)  One by one, the other players ask yes or no questions to figure out the answer. The group can only ask a total of twenty questions. Each player can try to solve the mystery when it’s his turn, but an incorrect guess means he’s out of the game. (An incorrect guess doesn’t count toward the twenty questions.) Continue to play until the correct guess is made or twenty questions have been asked. Variations: Instead of using person, place, and thing categories, play the game using different categories like animal, vegetable or mineral.  This game can be played in pairs, selecting an item and trying to guess the other’s at the same time.
Bags Of Clues:  Prepare some “clue bags” by deciding on a fun theme for each bag and gathering the appropriate items. Some suggestions: Beach (sand, a lifeguard whistle, water bottle, sunglasses, etc.); Pizza (olive, flour, Italian spices, cheese etc.); Monopoly (an iron, a shoe, a hotel receipt, dice, money). Just make sure the boys can relate to the theme and that the clues aren’t too abstract. Try to put together “clue bags” with the same degree of difficulty. At game time, divide the players into pairs and give each team a bag of clues. They must take the clues out of the bags, look them over, and decide what they have in common. Ask them to explain how the clues are tied to their guesses.

Mystery Match:  Choose several easy words of two syllables, like ap-ple, pen-cil, base-ball, liz-ard, sum-mer, bobcat, ea-gle, hap-py, etc. Write each word on two separate slips of paper; indicate the break with hyphens like “ap-” on one slip and “-ple” on the other. Do this for five to ten words. Make several identical sets. Divide the boys into teams. Give each team a set and ask them to make words as quick as possible. Try with boys names too like Ron-ald, Ste-ven, Rog-er, And-rew, Stan-ley, Rob-ert, Rich-ard.

Crazybones:  The idea of this game is to discover how many objects each player can identify by touching them with his elbow. Gather together such things as an eraser, a ring, a penny, a pencil, a piece of sandpaper, etc. Let none of the players see them in advance. Have each player roll up his sleeve and place his arm on the back of his chair. Pass behind and hold one of the objects against their elbows, and let 

them all write down what they think the object is. Player with the most correct answers is the winner.
Detective:  Have the boys sit in a semicircle. Choose a boy to be the detective. Another is “it.” “It” thinks of an object or a person in the room and gives the detective clues, one at a time, like “I’m thinking of something that is red.” The detective tries to guess what it is or asks for one more clue. Let the detective move around the room and try to discover the object or person. 

Grab Your Nose:  Ask everyone to hold his right ear with his left hand and his nose with his right hand.  On the command “Change” each person is to switch, unwinding his arms and grasping his left ear with his right hand, his nose with his left.  Give the commands slowly at first, then increase their speed.  Secret for leader only:  Grab your nose first.

Ice Cube Balance:  Give each player an ice cube and a fork. Players must keep the ice cube balanced on the fork as they race the designated distance. If the ice cube slips off, the player must put it back on the fork and continue. This may be run in a relay fashion.

Plink, Plop, Clunk, Boing:  Gather 8 to 10 different items such as an orange, a ping-pong ball, a peanut in its shell, a marble, a beanbag, a piece of sandpaper, etc. Put all of these things on a table. Let all boys look at the objects for one minute. Then they turn their backs to the table and remain quiet. The leader takes the objects one at a time and drops them from a height of about two feet to the table. Give each boy a chance to guess the name of the object by its sound. 
What Is It:   Put different tools, one at a time, in a paper bag or a pillow case. Each boy reaches into the bag and tries to identify the tool inside by feeling its shape. If the boys are quite knowledgeable, more exact names should be required and less common tools could be used in the bag.  (Note: Do not put something in the bag that might cut the boy – safety first.)
Get Acquainted - Leader vs. Audience:  

Tell everyone to ask the name of the person sitting at his right. On signal, everyone is to shout this name. If the leader can’t detect a single name, the audience wins. The audience should be told to conspire against the leader by yelling in unison to blend all the names into one. Leader can retaliate by making false starting signals, hoping to trap one or two into shouting names.

Circle Handshake:  Have the group form a circle, facing in. Tell them each person will be given a chance to meet every other person. Select a “guest” in the circle and ask the person to his left, “A,” to shake hands with him and introduce himself. Then A takes a position to the right of the guest. Player “B” repeats A’s actions - introducing himself and shaking hands with the guest and A - and takes his place to the right of A in what now becomes a reception line. Other players follow, introducing themselves to every person in the line. If the group is really large, make two circles--at least everyone has a chance to meet half of the group.

Zip! Zap! Pop!:   Form a circle with the leader in the center. When he points to someone and says, “Zip!” the player must give the name of the person on his right before the leader counts to 10. If the leader says, “Zap!” the player must name the person on his left. If the leader says, “Pop!” the player must give his own name. Anyone who gives the wrong name or is too slow becomes the leader. Reshuffle the circle occasionally.

Roadside Cribbage:  Each scout picks up 10 small stones which he carries in his hand or pocket.  The leader points to some nature object (tree, bird, insect, etc.).  The first Scout to identify the object drops one of his stones.  The one who dropped all of his stones first, wins.

The Biggest Balloon:  You will need a pop bottle and a balloon for each player. In advance put 3 tablespoons of vinegar into each bottle, and 2 tablespoons of baking soda into each balloon. At the word GO, have each boy attach his balloon to his pop bottle and shake it vigorously. When the soda mixes with the vinegar, the balloon will expand. Have the boys tie off the balloons to see which is the largest.

How Good Is Your Nose?:  Eight numbered dishes are placed around the room. Each dish is covered by a paper napkin in which several holes have been punched. In each dish there are: 1) Garlic; 2) Grated orange rind; 3) Peppermint; 4) Cinnamon; 5) Pineapple; 6) Coffee grinds; 7) Grated lemon rind; 8) Onion. Each player is given a piece of paper and a pencil and tries to identify each of the dishes by smell.  Items can also be placed into film canisters and passed around the group.  

Hauling In The Nets:  Each member of the den is given two sheets of newspaper. He holds one sheet (unfolded) in each hand, holding the sheets by the corner, with his arms extended in front of him. On signal, see who can first squeeze the sheets into two balls without moving their arms or putting their hands together.

Kitchen Utensil Kim’s Game:  Arrange 10+ items from the kitchen on a tray or table. Keep the items covered until the game begins. Lift the cover and have the boys study the items silently for one minute, then cover again. Each player has two minutes to write down as many items as he can remember. (They can write description if they don’t know the name.) This can be played as an individual or team game. Examples of kitchen items are spatula, wooden spoon, measuring cup, measuring spoon, funnel, tea strainer, egg timer, silverware, drinking straw, coffee mug, etc.

Newspaper Code:  Use pencils or crayons of several different colors. Write your message with one of the pencils by circling letters on a sheet of newspaper. Go from left to right and top to bottom. Then circle other letters all over the page with the other colored pencils, so the real message is hidden. Only you and your friend know the code color. This code may be used as a game: Divide the den into teams of two. Give each team colored pencils and two pages of a newspaper. Players are not to tell others the code colors. Give each player a message of about fifteen letters to put into newspaper code. On signal, all teams put their messages in code as above. When that is done, the players on each team exchange papers and decode the messages. The first team with both messages correctly decoded wins.

Hand and Stone Game:  Material:  2 small stones, red marker.  Paint or mark a red dot on one of the small stones. Sit in a circle with some friends.  Hold the stones in one hand.  Pass one of the stones to the person at your right.  Don’t let anyone see which stone you pass.  The person to your left has to guess which stone has been passed.  If the person guesses correctly give him both stones.  Then he has to pass the stones on to another person.  Next, ask someone else to guess.  The person who guesses the correct stone the most number of times wins.  

Arrow Toss:  Materials:  50 plastic straws, red paint or markers.   Make “arrows” from the straws by pushing clay into one end.  Paint or mark the end of the straw with the clay inside red.  You need 5 people.  Each person should have 10 arrows.  On the ground draw a circle that is about 3 feet across.  Stand 2 paces from the circle.  The 1st player should toss his 1st arrow into the circle.  The 2nd player tries to toss his arrow so that it lands on the 1st player’s arrow.  If it does he wins both arrows.  If he doesn’t the next player tries to land his arrow on one of the arrows in the circle.  If he does he wins the arrows and the game begins again with that player tossing the first arrow.  The game continues until someone wins all the arrows.  Store arrows in coffee can or pringles can until next time.  

Getting Up When Down: Objective:  To stand up without unlocking arms. Directions:  Divide group into two groups.  Each group should then pair off.  Each pair should then sit back to back and lock arms.  When the signal is given each pair tries to stand up without releasing the arms.  The teach with the most pairs standing wins.  

Knot Pairs (Great for Webelos): This is a guessing game.  The leader announces the names of four knots.  The boys then think of the knot they want to tie and on the word “go” they tie the knot behind their backs.  Then when the leader says, “Show”, they bring the ropes out from behind their backs and compare knots.  If the knots are the same they sit down. If they are different, they must go again.  

Sounds:  While resting on a hike, list the sounds that you hear.  It will be interesting to see who has the sharpest ears.  You may hear the rustle of leaves, the chirping of a crick, a jet overhead or the breathing of the group.

Stunt Catch Elimination:  Equipment:  Softball or large inflated ball. The game leader designates a stunt for everyone to perform.  Each player in turn throws the ball into the air, performs that stunt, and catches the ball before it touches the ground.  After all have had a turn, the ones who failed are eliminated and the survivors start again with a different stunt.  Examples:  Clap hands one or more times, turn around, kneel and rise, forward roll, etc.  Go from easy stunts to more difficult ones as the game progresses. 

Touch Recognition:  The leader collects a variety of objects such as seeds, leaves, fruit, feathers, shells, etc.  All Scouts are blindfolded with their own scarves and one by one the objects are passed around the circle.  The Scouts should feel texture, weight, and smell to identify.  He must also remember!

Number One:  This game is played when it is convenient to hike single file.  The leader walks first with the others following.  The leader points to some plant or other object and asks the first in line to tell something about it.  If the first Scout answers correctly, he retains his position; if not, he goes to the end of the line.  The question is then asked to number two; if he fails, he goes to the end of the line also and so on.

Riddle-Dee-Dee:  While taking a hiking break, the Scouts gather around and one says, “Riddle-dee-dee, do you know me?”  Then he describes a nature object in detail without naming it.  The boys take turns around the circle trying to guess it.

Map Symbol Relay:  On separate 3 x 5 cards, paste road map symbols taken from a standard road map. On another set of cards, write the proper meaning of the symbols.  Divide the den into two teams, which race separately (or make two sets of cards so they can race together).  Shuffle the cards, keeping the symbols and the meanings in separate piles.  On signal, the first boy on each team races to the pile of cards and takes the first card from the symbols – he must match that card with a correct  “meaning” card.  He then runs back and touches the second boy, who repeats the action.  Continue until the team has finished with al the symbols and the meaning properly matched.  Record the team’s time.  The second team does the same.  Winning team is the one who correctly matches all symbols and meanings in the least amount of time.  

Bounce Ball:  Use a bucket (your den bucket will work) for a goal.  The object of the game is to stand six feet away and bounce a tennis ball into the bucket, scoring a point if successful.  Players have three chances to do this.  The first player to make 10 points wins.  Distance from the basket may be changed to suit the skill of the players.  

Pass Left:  Players stand in a circle and start passing two objects around the circle in the same direction, but several persons apart.  They try to make the rear object catch up with the other object.  Leader reverses the direction by calling “pass left” (if object is going to the right).  If a player gets both objects at the same time, or if he drops one, he is out.  

Pick Up Challenge:  Place a folded newspaper upright on the floor.  Grasp your left foot with your right hand behind your back.  Hold your right ear with your left hand.  Now lean forward and pick up the paper with your teeth. 

Card Flip:  Stand at a line 6 feet away and flip 10 playing cards into a box or bucket.  Each card in scores a point.

Hummer:  All players are standing in pairs.  When the leader says, “Go”, they look at each other in the eyes and start to hum.  Hum until one of them has to stop.  The loser sits down.  The winner pairs up with another winner and the contest is resumed.  This contest lasts until the champion hummer is discovered.  It is perfectly proper to try and make the other person laugh, but it is not fair to tickle them or touch them.  

Flag Jigsaw:  Prior to camp, make a set of three historic flag jigsaw puzzles for each boy. To make each puzzle, copy a historic flag on heavy paper.  Cut the flag into at least 9 irregular pieces.  Place the pieces for all three flags in an envelope and give an envelope to each player.  The boy who assembles his 3 flags first is the winner.

Bean and Straw Relay:  Equipment: Per Den: 15 beans, 2 containers, 1 straw per boy.

Have the first player in each line pick up a bean with a soda straw, carry it across the room and deposit it in a container.  The first team to have all its beans deposited, wins.

Human Knot:  Each person grabs hands with two different people across a circle.  Group works together to untangle itself.  (Leadership, everyone is important).

Bottle Cap Bluff:  Need pie plate, bottle cap or button.  Choose one player to be “it”.  Ask that other players to form a straight line.  Place the bottle cap inside the pie tin.  The first player in line holds the pie tin above his head and either takes the bottle cap or just pretends to take it.  This is the “bluff” part of the game.  Then the first player passes the pie tin to the next player in line.  One of the players in line takes the bottle camp.  Each player must “bluff” if he is not the player to take the bottle cap.  After the pie tin has been passed all the way down the line.  “It” tries to guess who took the bottle cap.  If he guesses correctly, he takes the place of the boy in the line who had the bottle cap.  If he is incorrect, the pie tin and bottle camp are passed again and he gets another turn.

The Rhymers:  The leader starts the game by giving a word to the first person in a circle, who must give a word that rhymes with it.  The next person gives a word to the player next to him who must give a word that rhymes, and so on around the circle.  Use hard words:  Flutter, steeple, story, vanish, etc. 

Wink Murder:  Sit the boys in a circle.  Pick a “detective” who moves to sit in the center of the circle.  Everyone closes their eyes and the leader walks around the circle, eventually tapping someone on the shoulder to indicate that they’re the murderer.  Everyone opens their eyes.  The detective sets to work trying to determine who the murderer is.  Meanwhile, the murderer “kills” people in the circle by winking (or blinking really obviously if winking is not possible) at them.  Boys who have been winked at must die a “horrible, dramatic death”.  Dead people lay on their backs so the detective can tell who is already dead.  The detective has three chances to guess who the murderer is.  Once the murder has been discovered, a new detective is chosen and the old murderer gets to go around the circle to pick the new one. 

JOKES AND PUZZLES

Where does Sunday come before Thursday?  (In the dictionary)

What’s the difference between here and there?

(The letter “T”)

More Jokes:

Knock, knock.

Who’s there?

Ella Mann

Ella Mann who?

Ella Mann-tery, my dear Watson.

Detective:  Just by looking at them, I can tell where you got your shoes.

Suspect:  Where?

Detective:  On your feet.

What is it you lose whenever you stand up?

Your lap.

What is it you have that you can always count on?    Your fingers.

What belongs to you, but is used more by others?  Your name.
Can you read the following?

Yy u r yy u b

I c u r yy 4 me.

Answer:  Too wise you are, too wise you be.

I see you are too wise for me.
Detective Deciphering

Be a super sleuth. Unscramble the words in the list below to uncover items often used by a detective.

AREMAC

TAH

SCREEFIBA

BRAULCOINS

CAROATIN

GIESSUID

KOBETONO

KIELWA-EAKLIT

GAMINNGFYI SASGL

COFALIFI GADEB
CREDODE

PHEETONEL

SNASSEGLUS

NECIPL

Answers:  camera, hat, briefcase, binoculars, raincoat, disguise, notebook, walkie-talkie, magnifying-glass, official badge, decoder, telephone, sunglasses, pencil.

The Case Of The Missing “ (Noun 1) ”

Before you read the following story, ask the group for 5 nouns, 2 adjectives, 3 verbs, 1 name, and 1 exclamation. Put them in the blanks in the story and read the story.

Later Monday night I hear a knock at my _____ (noun).  I know from the minute she walks into my office the lady is _____ (adjective). I try to calm her down. “Here,” I say, “Have some _____ (noun, plural).” But she just keeps _____ (verb) ing. Her _____ (noun 1) is missing, she finally tells me, and the way she says it I know we gotta _____ (verb). “Follow me,” I say, and we get into my _____ (noun) and drive off. The first place I go is _____ (name)’s. I can see him through the window, just as I suspected, _____ (verb) ing up and down with that_____ (adjective) expression on his face. “Wait here,” I tell the lady. Five minutes later, I come out with the _____ (noun 1). “_____ (exclamation) !” she says, “but how did you--?” “Just a hunch,” I tell her. “Now come on--let’s find you a safe, warm _____ (noun).”

The Jumbled Tool Box

The tool box is all messed up. Unscramble the following words to find your tools. You may not know some of the tools. Ask grownups for help.

EWERCRIVSDR
ODOW NEALP

MERMHA

SIVE

PCLAM-C

CRAEB AND ITB

TRCELEIC LIDRL
RESLIP

NDAH WSA

LORLCS AWS

GCONIP WSA

AHKC SWA

EPTA RSUEAME
LVLEE

QAESUR

IALN TSE

EIWR TREUTCS
INT PSINS

Answers: screwdriver, wood plane, hammer, vise, c-clamp, brace and bit, electric drill, pliers, hand saw, scroll saw, coping saw, hack saw, tape measure, level, square, nail set, wire cutters, tin snips
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