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Wide Games for Cub Scouts
Introduction to Wide Games
Wide Games can be an imaginative way of putting skills learnt into practice, or simply played just for fun. The Wide Game is usually played outdoors – over a wide area – hence the term Wide Games. A Wide Game usually involves some sort of story or scenario, with activities related to the story or theme. Wide games can be run as a small part of your meeting, for the entire meeting, or as part of a Sleepover or Pack Holiday. A little imagination and some planning is all it takes to start running some Wide Games for your Pack.

There are several ways you may like to plan your Wide Games:
· Start by choosing the skills that you would like the Cub Scouts to practice – perhaps some traditional Scouting skills like knotting and first aid. Build the activities around those skills, and link them together with a story, or a treasure type hunt.

· Start by choosing a theme – whether that be Space, Pirates etc – and design your activities to suit the theme.

· Make up a story – or use one that has already been published, and plan your activities around the story. As Cub Scouts is based on the Jungle Book – a good starting point would be any of the stories in that book.
You can include anything you like in your Wide Game – your greatest limitation is your imagination. Once you sit down and start thinking – it is amazing how the ideas just keep flowing. Use one of your team planning sessions to come up with ideas – and together you are bound to come up with enough ideas to use in a Wide Game.
Some ideas to include in a Wide Game are:

· A code – there are lots of codes you could use – see notes at the end of this file

· Signals – Morse code and semaphore

· Tracking – include trail signs as part of your Wide Game

· Stalking – plus other means of developing the senses

· Handcraft

· First aid

· Compass trail

· Mapping skills

· Scavenger hunt

· Self expression – come up with a poem, or sing a song to progress in the Wide Game

· Fires and cooking – at successful completion of bases you could be given a food item. Collect them all – and at the end use these items to produce a meal.
· Badge work – components of Boomerang System, Achievement Badges and Special Interest Badges

· Special themes – some examples include – Space, Pirates, Vikings, Medieval, Spies, Native American Indians
Bird Spotting (Cub Scout File #2)
Equipment needed: 
· a different coloured marking pen per Six
· laminated pictures of birds of the locality.

Description:

Over a wide area, place the pictures of the birds up in trees. They must be seen from Cub Scout height. Under the tree place a short description – plus the name of the bird.

Members of the Six have to locate all the birds and take the Sixer (who has the marking pen) to the spot, to mark the description card with a ‘1’ if their Six is the first there, or a ‘2’ if they are second and so on.

After a time limit, add up the different coloured numbers. The Six with the lowest score is the winner.

Camouflage (Fun and Games for Cubs)

Equipment needed: nil

Description: 
There is nothing original about camouflage, but it can be great fun for the Cubs, either of practicing it or detecting it: observation comes into both of these. Take one Six at a time and let them place themselves in positions where they can see you and in which they are partly visible to you, though protected by natural camouflage. When all are placed tell them to “freeze” and invite the rest of the Pack to try to spot them. After a short interval get the hidden Six to stand up and identify themselves.
Coastguards and Smugglers

http://www.funandgames.org/games/GameWideGames.htm 

Equipment needed: best played in wooded areas where the stealth and the opportunity to hide is available

Description:
Players are divided into two teams, a small team of "Coastguards" and everybody else becoming "Smugglers". The number of coastguards depends on the terrain. In open spaces smugglers need the advantage of manpower while in woodland, etc where there are a lot of places to hide coastguards need it! 

Coastguards establish a base which becomes the ‘jail’. Smugglers are given time to get away and hide. 

Coastguards have to catch all the smugglers, and play ends when this is done. In the event of this not occurring (as it does frequently) points are made on the number of smugglers still remaining in jail at the end of a time limit. 

Smugglers once the game has started have the simple (or not so simple!) task of remaining uncaught. Once captured, they can only be released from jail by being touched by a smuggler who is still free. 

Coastguards can use whatever technique they want to try and capture smugglers, e.g. hunting as a pack, in pairs or singularly. Capture is by touch (as in "Tag"). Once a coastguard has caught a smuggler the smuggler must go back to jail.

Coastguards also have one trick they can use to stop `jail breaks’... jailers, one or two coastguards left to hang around the jail. But it’s worthwhile either limiting the number of jailers and/or only allowing jailers within a certain distance of the jail. 

Elephant Hunt

http://www.macscouter.com/games/V1_Evening.asp 
Equipment needed: coloured wool to match Six colours, coloured tokens, 1 tin talcum powder, Cub money, coloured mats
Description: 
Tell story to the Pack about the elephants who have escaped from the local circus, who have asked for the Cubs help in getting the elephants back. Each elephant is wearing a coloured mat on its back. Each mat matches one of the Six colours – so each Six looks for the elephant wearing their Six colour on its back. 
The Cubs then follow a trail of wool, picking up coloured tokens as they go. They must not pick up any other colours. You could tell them how many pieces they should find. The trail divides and finally the coloured wool disappears. All that can be seen is large (talcum powder) elephant’s footprints on the ground. These all lead to one place where the elephants can clearly be seen, wearing tatty mats on their backs, (parents or Leaders). But the elephants have been caught by a gang of thieves who will sell them back to the Cubs for $200 Cub dollars no more, no less. The Cubs are then told that they can gather this money from around a certain bush. Each Six must collect exactly $200 Cub dollars and pay the thieves for their elephant. They then take their elephant back to the circus where there is sure to be a reward. 

Escape From Knot Island (by Sandy Knox – 1st Ermington)

Cubs are stranded on Knot Island. The only way off the island and back to your home is to earn enough Cub dollars to buy yourself a ticket (cost - $20) on the S. S. Frayed Knot
Each Cub will start with $5 Cub dollars – not enough yet to buy a seat on the boat.
Find the natives – who will award you Cub dollars if you can complete various challenges. Each native has a limited number of challenges for you to try. You will need to find all the natives in order to attempt all the challenges. You can only complete each challenge once. 

If you need help – it will cost you $2 Cub dollars if you are attempting a challenge relating to your current Boomerang level—e.g. If you are a Bronze Cub you will need to pay $2 Cub dollars for instruction in any of the Bronze (B) challenges. If you are a Bronze Cub, you are not required to pay for instruction in any of the Silver (S), or Gold (G) challenges. 
There is a limited time to complete the challenges. When you have $20 Cub dollars – find the boat and hand your money to the Captain.
	B/S/G
	1. Tie a reef knot - $2.00

	B/S/G
	2. Tie a reef knot with hands behind back - $3.00

	S/G
	3. Tie a clove hitch - $3.00

	S/G
	4. Tie a sheet bend - $3.00

	G
	5. Tie a bowline - $4.00

	G
	6. Tie a sling - $3.00

	G
	7. Demonstrate how to coil or hank a rope correctly - $2.00

	G
	8. Do a square lashing - $10.00

	B/S/G
	9. Correctly match the knots with name and their use - $1.00 per correct match.

	S
	10. Name the parts of the rope - $2.00

	
	11. Make up a story that involves a rope - $3.00

	B
	12. Tie your shoelaces - $2.00



Field Card Game (Fun and Games 2)

Equipment needed: an old pack of cards, maps, paper and pens

Description: 
Hide an old pack of cards at various points outdoors, a single card at each point. The Pack sets out to find the cards working in Sixes (with Leader/adult) – being given clues which involve local knowledge, or by means of a map and map references, codes etc…The winning Six is the one either with the most cards, or the highest point value of the cards.
Fire Fighting (Cub Scout File #2)
Equipment needed: 

· miniature sandwiches and fruit juice

· burnt corks

· 6 buckets or similar for water (pumps)

· Spare bucket/s for refilling

· Bucket or similar in a red painted box per Six (fires)

· 3 black plastic bags (electricity failure)

· Plastic or paper cup per Cub Scout (fire trucks)

Description:

Each Six are fire fighters and have been given an area to patrol against fire. An emergency has happened (fit to area you are playing/living in – e.g. city block, bush fire, dock fire) and there is a fire in each Six area.
Firefighters are working frantically but are hindered by electricity blackouts. The electricity failures affect pumps from which the fighters get their water. Blackouts are shown by a black plastic bag being put over a pump (bucket). Leaders move bags at different times. Cub Scouts have to fill their trucks (cups) and take and empty on their fire. Each Six must stick together. Pumps are placed over a wide area. They are not moved but they can be affected by the electricity failures at differing times. Cub Scout fires can be close or spread out – they do not move. No water can be taken from a fire (bucket in red box). 

Relief Crews (Leaders) provide food at some stage of the game. Miniature sandwiches and plastic sherry glasses of fruit juice help the atmosphere. You might also like to put a burnt cork smudge on each Cub Scout as they empty their trucks on their fires. Winner is the Six with the most water on their fire when time is signalled.

Fox and Hounds
http://www.funandgames.org/games/GameWideGames.htm 
Equipment needed: whistles or flour

Description: 
Divide into two teams, the "Foxes" with around 25% of the players and "Hounds" with the other 75%.  Foxes are given either a whistle or a packet of flour, and a time limit is set (usually 10 minutes). Foxes are given a minute "head-start" and told explicitly to either lay flour every 20 seconds of their journey or blow the whistle every 20-30 seconds. After the initial minute is up the Hounds are let out to chase the Foxes following their path and every fox tagged is out. The Foxes win if any of them are still active after 10 minutes and the Hounds win if all have been caught.
Frontiers

http://www.macscouter.com/games/V1_Evening.asp 
Equipment needed: tokens (flags)

Description: 
Divide the Pack into teams. Each team is given a small "home base". In the "home base" each team is given 10 - 15 tokens (flags). The playing field is divided into parts with a home base on each. (The game is best played in an area with trees and bushes). The goal of the game is to sneak into the other team’s area and capture a token. If someone from the other team tags you on their side of the field you are taken as a prisoner to their "home base". 

Prisoners can be freed from an enemy base – by choosing to free a prisoner rather than taking a token. If you have a token or a "free" prisoner you can safely return to your home base. The game lass for a specified time and the team with the most tokens wins. 

Harbour Boom (Fun and Games 2)

Equipment needed: rope and 6 torches

Description: 
Two trees wide apart are needed for this game. Tie the rope between the trees – this is the harbour boom. Tie 6 mines (torches) to the rope and switch them off. Three Sixes have the job of defending the boom, and the other Six must creep up and set off the mines (by switching on the torches). The defending Sixes are not allowed within 10 metres of the rope.

Information Collecting (Fun and Games for Cubs)

Equipment needed: nil

Description: 
Groups of Cubs can be given lists of information, preferably useful, to collect in the local area. The first group to return with the correct information required are the winners.
In Search of the Easter Bilby (by Sandy Knox – 1st Ermington)
Instructions for Leaders:

· Each team will be represented by a different colour. 

· Hidden around the Scout hall/grounds/park are plastic eggs (in team colours) with a letter on the outside (A, B, C, D, E, and F). Inside the egg will be the instructions for the activity. These need to be read out to the team.

· The team then completes the relevant activity. 

· On successful completion of the activity the team will be given a piece of a puzzle by the Leader/helper that is accompanying the team and assisting with activities. There are 6 puzzle pieces to collect. These puzzle pieces must be retained by the team and brought with them to all activities.

· The activities around the Scout hall need be completed first – A, B, C, and D. You must complete activity D last as this will contain instructions that will get you to move across to Thomas Weymess Park to complete the remaining bases. 

· At/near the park you will need to complete activity E and F.

	[image: image1.jpg]



	The Easter Bilby has returned to his burrow. He has left you a present back at the Scout hall.


Activity Bases

	Base
	Item
	Activity Description
	Equipment

	At the Scout Hall/Grounds

	What Does It Eat?

Bilbies do most of their foraging at night. They like to eat a mix of plant food (bulbs and seeds) and insects (termites, witchetty grubs and spiders), most of which they dig up with their strong front legs. One of the bilby’s favourite foods is the bush onion that that grows in desert sandplains after fires.

	A
	Game
	The Bilby is Hungry
Use nose to move as many bush onions (ping pong balls) into your burrow (cardboard box – front flap is cut out – this is the entrance to your burrow). Record the number of bush onions each team is able to get to their burrow in a set time period.
	Boxes, ping pong balls

	What Does It Look Like?

Bilbies are about the size of a small cat and have soft, blue-grey fur with white underparts and a distinctive white-tipped tail. They have long, highly sensitive ears and a pointed snout.

	B
	Craft
	Make a Bilby Mask.

1. Colour the mask and cut it out. 

2. Cut out the eye holes.

3. Punch holes at the sides

4. Thread piece of elastic through the holes and tie off to form the mask.
	Bilby mask printed on cardboard, crayons, hole punch, scissors, elastic

	Conservation Status

Commonwealth & Western Australia: Vulnerable

Northern Territory, Queensland, South Australia: Endangered

A vulnerable species is a species which is likely to become endangered unless the circumstances threatening its survival and reproduction improve.

An endangered species is a species whose numbers are so small that the species is at risk of extinction.

	C
	Activity
	Making Words

The letters of “endangered” will be hidden around the grounds. These will be colour coded for each team. Each team must find all the letters (they are only allowed to retrieve their coloured letters). Once all the letters have been found (10) the team must assemble the letters to make the word. Each team will then be given a large sheet of paper and they have to try and make as many words as possible from this.
	Coloured “endangered” letters to match team colours, paper, textas

	Where Does It Live?

The Greater Bilby is an iconic threatened marsupial that used to live in much of mainland Australia. These days it is restricted to drier desert areas in the Northern Territory (NT) and Western Australia (WA) and to a small corner of southwestern Queensland.

Most bilbies live in sandy desert areas in spinifex grasslands. They dig large burrows up to 2 metres deep in sandplain country, where they live either singly or in pairs. They also seem to prefer freshly burnt country where there are more plentiful supplies of preferred foods.

	D
	Activity
	State Symbols (revision)

Show the Cubs sheet with the states and their flora and fauna symbols for about 1 minute. Take the sheets away and the team has to match the state cards with their symbols. 
	State symbols sheets and cards.

	Once D activity is completed find the E egg – it will be located somewhere near the bus stop on Bartlett Street.

	At/near the Park
	

	E
	Activity

[image: image2.jpg]



	Follow the Bilby Tracks
Follow the bilby tracks – can you find the bilby at the end of the tracks? 
	Bilby tracks (laminated) and bilby picture –to mark the end of the bilby tracks.

Please leave the tracks in place for other teams to follow.

	
	
	Leader info - the tracks will take us across the road (review how to safely cross the road), down Kissing Point Rd to the school, along Vignes St to the back entrance to Thomas Weymess Park and into the park where there will be one more activity to complete. Last group to pick up the tracks.
	

	The Bilby’s Predators

Foxes and feral cats prey on bilbies. Wherever these introduced pests have spread bilbies have declined in number and disappeared altogether.

	F
	Game
	Escape From The Predators

All Cubs are bilbies. There are two burrows. These are rope circles at the end of tarp tunnel. The bilbies have to get from one burrow to the other without being caught by the foxes/cats (Venturers/Leaders/adults). 
	Ropes, tarps, tent pegs.

	Now that all the activities have been completed assemble the puzzle. There is a message for you. Follow the message (with your Leader).

	Back at the Hall

	
	Activity
	May be an Easter egg piñata, or small packets of eggs – all placed in a big colourful box with a message on the side. After closing parade take turns to break the piñata and share out the sweets.


	Piñata (string up on rafters at the hall) filled with treats, bat.


Kick Tin (Fun and Games for Cubs)

Equipment needed: an old can, area with cover

Description: 
Akela is the “Guardian of the Tin”, which is placed in a circle about half a metre across. The Cubs all stand round the circle and one of them kicks the tin out. Everybody then runs and hides except the Guardian who runs and puts the tin back. Then the Guardian goes to look for the Cubs and whenever he sees one, he calls his name and they both race for the tin. If the Guardian reaches it first and kicks it, the Cub is a prisoner, but if the Cub reaches it first and kicks, he may go away and hide again. The prisoners stand near the circle, and when the Guardian is not looking, call “Rescue”. Anybody who is hiding may then run out, and try, unseen by the Guardian, to kick the tin, and rescue one prisoner, and then they both run and hide again. Prisoners must be released in the order they were captured. Only the Guardian may replace the tin after a kick, and no kick counts unless the tin is in the circle. The Guardian must go and look for those in hiding, and not stand near the circle all the time.

Light – No Light

http://www.macscouter.com/games/V1_Evening.asp 

Equipment needed: torch
Description: 
The game is best played in a large open wooded area. Players line up at one end of the playing area, while one player, holding a flashlight, stands at the other end. The object of the game is to move from one end of the playing area to the other, past the person holding the flashlight. The player with the flashlight stands with his back to the other players. Every five seconds, he turns around, turns on the light and scans the area for three seconds. If a moving player gets caught by the flashlight beam, he has to return to the starting end. Stationary players may remain where they are. The first person to successfully move past the 'flasher' becomes the light for the next round. 
Variation: The player with the flashlight keeps the flashlight on, and continuously scans the playing area. Stalking players dress in dark clothes. If stalking players are caught, they must return to the starting end.
Nigel’s Navy (Fun and Games for Cub Scouts)

Equipment needed: 

· Four small balls of different coloured wool

· White cards 

Description:

Divide the Cubs into three or four fleets. Each has an adult Leader as an Admiral and Quartermaster. Each also has a base in which the Admiral/Quartermaster sits. There are three types of ships; battleships (B), submarines (S) and destroyers (D). There should be three destroyers to every two submarines and to every one battleship. Each Cub Scout should be given a small piece of card with the letter D, S, or B, to show which ship they represent. Each fleet has its own colour wool, and each Cub in that fleet has a piece of that colour wool tied round his arm. During the battle a battleship takes a destroyer; a destroyer takes a submarine; and a submarine takes a battleship. These facts should be made very clear.
At a given signal the fleets are released from their bases to the central fighting area, where every member challenges any other member of another fleet by tagging them. Each then says what ship he represents. Nothing happens if they are the same, but when different the loser must give up his piece of wool to the other, and return to base for a new piece of wool from the Quartermaster. He may not continue fighting without a piece of wool his own colour. The side collecting the most wool of the other colours wins. It is advisable to have intervals in order for the Cubs in the fleet to change ships, by swapping cards.

One of the battleships is given an extra card, which signifies the flag it carries, for he is the flagship. This flag must be made the decisive factor, and so, depending on the number in each fleet, it is worth at least 50 to 150 pieces of wool. If this battleship is attacked by a submarine, it must surrender its flag as well, which the submarine at once returns to his Admiral, who at once gives it to his own flagship, who thus becomes doubly valuable. This flagship, if attacked, loses both its flags at the same time. Clearly it is wise for this flagship to play a defensive role and to be helped out by defending submarines and destroyers of its own fleet. The flagship can only be changed once in the game. The game may be played for up to 30 minutes. Count wool as it is handed in to the Quartermasters.
Pallette Ball
http://home.fastnet.co.uk/dmlo/scouts/widegm.htm 
Equipment needed: groundsheets, ball
Description:
The group is split into two teams and at each end of a field a folded groundsheet or a pallette is placed. A ball is placed in the center of a field.
The idea of the game is to get the ball onto the opposing team's groundsheet or pallette. The rules are:

1. Players can run with the ball 

2. Players can pass / throw / kick the ball 

3. Players must drop the ball as soon as they are tagged 

4. Players must drop the ball when they cannot move forward anymore 

Once a goal has been scored, the teams return to their home pallettes and the team who lost the last round starts with the ball.

Photograph Hunt (Fun and Games 2)
Equipment needed: digital camera, maps, pens

Description:

This game takes a lot of preparation to set up and is suitable for an afternoon/day activity. In a given area take about a dozen photos of unusual objects with a digital camera. Produce a worksheet which has the photos and space for a description and a number. On the opposite side of the worksheet is a map. In teams (with Leader/parents) have the Cubs locate the digital photos – describe their location (e.g. street address, simple map reference if using a street directory map etc) and mark the position on the map provided.
You could also include clues and codes as part of the wide game.

Piffles, Poppies and Spooks (Cub Scout File #2)

Play in an area with a centre clearing and cover around the perimeter. Divide the Pack into three groups.

Equipment needed: 

· Arm bands of wool or crepe paper – 30 each of three colours

· Whistle 

· Repairs – fruit, drink, chips, biscuits, sweets etc. one per interval for repairs

Description:

It is the year 2048 AD and there are lots of robots on earth. But because the earth men have become lazy the latest designs seem to go a bit haywire.

There are three types of robots – the Piffles, the Popples and the Spooks. But they do not all like each other, even though they are all hard workers. And also they break down very quickly and need lots of repairs.

1. The centre area is declared the repair factory. This area must be clearly marked out and must be large enough for all the robots, the repairmen (Leaders) and the tools.

2. Robots are named (arm bands on) and sent out to work. However, they feel they must capture other’s arm bands from any group they do not like.

3. The Piffles do not like the Poppies (Piffles=red). The Poppies do not like the Spooks (Poppies=blue). The Spooks do not like the Piffles (Spooks=white). 

4. After five minutes they break down and must go back for repairs. Whistle blast as a reminder. Must return to centre area without being caught on the way. There they have one minute for repairs. They get another arm band – some will have two now if they have not been captured.
5. Only one arm-band can be taken by any one person. Even if the captured robot has two or more on.

6. They only wear their own colour – carry any captured colours.

7. Repeat steps 2-4 often as you like. Different repair each time they come in. Count ribbons at the end.


N.B. Groups can be swapped so that they are not chasing the same people all the time. But this does cause some confusion.

Postman Game

http://www.macscouter.com/games/V1_Evening.asp 

Equipment needed: 3 plastic bags, 2 sets of differently coloured cards (5 cm squares are big enough)

Description: 
Three Leaders are required for this game. The first Leader is the post box, the other two give out the different postcards. The Pack is split into two teams. One team collects and posts one colour of card, the second team posts the other colour. Players can only hold one postcard at a time - they must post one card before collecting another. The post box and distributors can roam and hide to evade the players. The team who has posted the most postcards wins. 

Variations: 
Leaders can swap jobs so that players do not always know who to go to.
Query Hunt (Fun and Games 2) 
Equipment needed: cardboard and pens

Description: 
Draw a sketch map on one piece of card for each Six. List instructions on the other card and give to each Six, so that each one has 2 cards. On the instruction card should be a list of queries such as: when did the last bus leave from the bus stop, who owns the dairy on...Street, and what hours is it open during the weekends, what is the telephone number of the public telephone box at map reference...? Devise a circular route so that Sixes (with a Leader/adult) start and finish at different points along the route and work independently of one another.
Releasing the Prisoner (Fun and Games for Cubs) 
Equipment needed: nil
Description: 
This game is best played where there is a certain amount of cover. The first thing to do is to decide upon a “prison”. A tree is most suitable. The Cubs are divided into teams, the Hunters and the Hunted. At a given signal the Hunted run off. Half a minute later the Hunters go in search of them. The object of the Hunters is to capture the Hunted, and as each Hunter makes a capture he takes him to prison and leaves him there. The members of the Hunted have two objects, for they not only have to escape capture themselves, but they also have to try to release the prisoners. This they do by getting to the prison and touching as many prisoners as they can. The moment the Hunted start moving in to release their comrades, so the task of the Hunters in making captures becomes easier. If there are a lot of Cubs it is a good idea to start with two or three prisoners, as this tends to prevent the Hunted from scattering too much, as they have to release prisoners, right from the start. If a Hunted is caught while trying to release a prisoner, then both become prisoners.
Rockets and Interceptors (Fun and Games for Cubs)

Equipment needed: 

· Some coloured bands

· Six tins

· Number of bottle-tops or dried peas

Description: 
For this game the area needs to be partly open, and partly of the kind where the Cubs can hide themselves: i.e. with scrub, lupins, and little hillocks etc. 

The Cubs are divided into two teams, Rockets and Interceptors, each with their own coloured bands. They change sides at half time. 

About six targets are laid out in the playing area as wide apart as possible. They should be about 25 cm in diameter each, and have a Leader as umpire at or near each end, and a tin in the middle. Only the Rockets are allowed in the target areas, and no more than four Interceptors are allowed to hover around each target area. Each Rocket is given five war-heads (bottle-tops). If so desired special war-heads can be issued worth five bottle-tops each. Five of these should be issued and these Rockets should have no ordinary war-heads worth one bottle-top each. 
The aim of the Rockets is to destroy the target areas by landing a fixed number of war-heads in them, say 25 for each target area. A bonus of 10 war-heads can be given for each target area wholly destroyed. The Rockets have to run into the target areas without being touched by an Interceptor. If they are tagged they must give up one of their war-heads. The special war-head must be given up in total. Winner is the side with the most war-heads at the end (after two halves).
Rope Rescue (by Sandy Knox - 1st Ermington)
Pre Wide Game Set Up

In the park the following items need to be set up.

1. Numbers strung from/around trees etc – indicating the location of the base – and that the instructions can be found near here (need scissors and string, or duct tape)

2. Instructions in a small bucket/tin at each base.

3. 2 ropes strung from tree A to tree B at base 3

4. Hide the jungle animals near base F.

5. Set up bases

Divide the Cubs into teams – can be Sixes – with a range of Boomerang levels. Give each member of the team a team name badge – Alpha, Bravo, Charlie, Delta (or use fabric strips as headbands – a different colour for each team).

The teams will need to find numbers (write numbers on old CDs and hang them from and around trees etc.). Near the CD will be a small bucket/tin with the instructions – colour coded for each team. Each team will be given a list of the order of the bases they must visit (see below).  Make sure you take out your instructions only – and place them back in the small bucket/tin before you proceed to your next base. All teams need to find and attempt base 1 first, and base 6 last. On completion of bases 1 to 5 the team will be handed a token (have a zip lock bag for the tokens). The team needs to collect 5 tokens before they can move onto the final activity base. These tokens need to be exchanged at base 6 for some items that will be required to finish the wide game.

	#
	Alpha (Blue) Team
	Bravo (Green) Team
	Charlie (Red) Team
	Delta (Yellow) Team

	1
	Base A
	Base A
	Base A
	Base A

	2
	Base B
	Base C
	Base D
	Base E

	3
	Base C
	Base D
	Base E
	Base B

	4
	Base D
	Base E
	Base B
	Base C

	5
	Base E
	Base B
	Base C
	Base D

	6
	Base F
	Base F
	Base F
	Base F


	Base
	Description
	Equipment

	A
	Knots and Uses

a) As a team the Cubs need to match the knot to their use.
	Knots and uses matching activity

	
	b) Once the above has been completed the team needs to then tie a reef knot (Bronze level Cub), clove hitch (Silver or Gold level Cub), sheet bend (Silver or Gold level Cub), and bowline (Gold level Cub). Have different members of the team tie the knots if possible.
Note: find a friendly Venturer/Leader to help you if you need to.
	Ropes, knot tying instruction sheet, pole for clove hitch

	
	c) The team is awarded 1 token on completion of the base. Return your instructions before moving onto the next base.
	Tokens, zip lock bags

	B
	Cub Scouts to the Rescue

a) The smallest member of your team has broken their left arm. Select a member of your team (Gold level Cub) to place a sling on the injured arm.
	Triangular bandage, instruction sheet, ropes, box, line A and line B cards

	
	b) Attach a rope to the box, using an appropriate knot.
	Rope, box

	
	c) Place the injured Cub carefully in the box and tow the Cub from line A to Line B.
	Line A and line B cards

	
	d) The team is awarded 1 token on completion of the base. Return your instructions before moving onto the next base.
	Tokens

	C
	Rope Obstacle

a) Get your team from tree A to tree B (hands on top rope and feet on the bottom rope).
	Ropes, tree A and tree B cards

	
	b) The team is awarded 1 token on completion of the base. Return your instructions before moving onto the next base.
	Tokens

	D
	River Crossing
a) The two ropes mark the edge of the river. 
	Ropes to mark the river

	
	b) For safety the team needs to all be tied together in a long line – using the ropes provided – use whatever knot you like.
	Ropes for team

	
	c) The team then needs to use the stepping stones (chairs) to cross the river. If anyone in your team falls in the river – your team must start again.
	Chairs

	
	d) The team is awarded 1 token on completion of the base. Return your instructions before moving onto the next base.
	Tokens

	E
	Bundles

a) Make a rope circle for your team. 
	Rope

	
	b) The team steps into the rope circle and holds it at waist level.
	

	
	c) The team then races the course to collect the skittles marked with their team colour. If you miss a skittle, you must return to the start point before proceeding to pick up the skittle you missed.
	3 or 4 skittles per team – marked with team colours, rope, race course markers

	
	d) The team is awarded 1 token on completion of the base. Return your instructions before moving onto the next base.
	Tokens

	F
	Jungle Rescue

Your team now has 5 tokens. At this base you will need to swap your tokens for some equipment that will help you to complete the next task.


	Assorted items to build the mode of transport – poles, ropes, blankets, boxes etc – enough for each team, 

	
	The team must locate an injured jungle animal – apply a bandage to the injured part and using the available items make something that will allow you to transport the animal to the Animal Hospital. You will need to make sure that your animal does not fall off your mode of transport. If he does you will need to start your journey all over again.
	Animal Hospital sign, a stuffed animal –one for each team, roller bandages, red tape marking the injured part.


Sardines (Fun and Games for Cubs)

Equipment needed: nil

Description:
One Cub goes off and hides within a given area. As others find him they squeeze in beside him, and all keep hidden until the last one finds them.
Scavenger Hunt (Fun and Games for Cubs)

Equipment needed: nil

Description: 
The Cubs are divided into pairs or teams, and they are given a list of objects to collect in a specified time. The first group to return with all the objects is the winner. The objects would depend on the local surroundings – flowers, grasses, insects, shells, pebbles, litter.
Search and Rescue

http://www.funandgames.org/games/GameWideGames.htm
Equipment needed: a number of differently coloured straws (one colour for each team), some bonus straws coloured black and/or some that have been covered in luminous paint, open playing field (or similar area with short grass), luminous marker posts (optional), spare torches for anyone that doesn’t have one
Description: 
Mark out the playing area with luminous marker posts (optional), and widely scatter the coloured straws before teams arrive.
Make sure everybody has torches. Divide the Cubs into teams, who are told an aircraft carrying important isotopes has had to ditch its cargo in mid air. This has been traced to falling within the area of the playing area (describe the boundaries). Teams are told that they are each responsible for finding a particular isotope as well as the rare black one which gives each team bonus points (have examples). Teams may ONLY pick up their own isotopes.

Give the group a limited timeframe to collect the isotopes.

Smuggler’s Treasure (Fun and Games for Cubs)

Equipment needed: counters (or similar to represent treasure)

Description: 
Divide the Pack into three teams: smugglers, peddlers and police. The smugglers are trying to dispose of the treasure to the peddlers, while the police are trying to prevent them. The smugglers and peddlers start at positions about a quarter mile apart, and work towards each other. The police start from a position about half-way between the two, and try to prevent the exchange from taking place. If a smuggler or peddler is caught with a counter he must surrender it to the police, but he is still in the game. The peddlers may take their counters to a base for safety, or risk being caught with several. The smuggler may return to his base for another. At the end count the treasure of the peddlers and police. The treasure in possession of the smuggler does not count.
Snow Cub and the Five Bears (Cub Scout File #2)
Play in a heavily wooded area, an area with lots of shelter.

Sixes or groups of choice.
Equipment needed: 

· 5 bears…Leaders/Parents/Venturers/Rovers

· 1 bed…camp bed with a cover

· 1 chair

· 1 bowl of cereal … plus spoon

· Different coloured tickets for each activity – about 20 of each. Cardboard 50 x 50mm will do.

· White armband for each Cub Scout…preferably wide crepe. One on each arm.

Description:

The Snow Cub Scouts are wandering in the bush and come across the home of the three bears. They are tired and hungry and need to taste the cereal, sit on a chair and sleep in a bed in order to survive the ordeal. The bears of course, do not want strange visitors and try to capture them.

1. Each Cub Scout has to try and sit in the chair, taste the cereal, and sleep in the bed. In any order. The Six help each other to succeed.

2. The bed, chair and cereal are in widely separated places in the area, with a bear guarding.

3. Bears capture by grabbing armbands. If a Cub Scout loses both armbands, the whole Six has to return to base for the Snow Cub Scout to be refitted.

4. Near each activity is a pile of cards, marked with the name of the activity. The Cub Scout has to take one when the necessary action is completed, e.g. laid down on the bed without getting caught by the bear.
5. Other Cub Scouts try to draw off the bears while a Cub Scout does the activity.

6. The other two bears roam the bush at will – looking to capture armbands.

7. The winner is the Six who has completed all the activities and has the cards to show for it.


N.B. There can be more bears, of course. Depends a bit on the area.

Tick Tock (Fun and Games 2)

Equipment needed: a loud ticking alarm clock

Description:

A loud ticking alarm clock is placed in an area where it is within reach but hidden in foliage etc…The Pack go off to find it. The alarm is set, and if it goes off before the clock is found, the Pack loses that round.

Torch and Whistle (Fun and Games for Cub Scouts)

Equipment needed: powerful torch and a whistle

Description:

Two Cubs with the torch and the whistle are given a few minutes start from a clearing. The rest then set off to capture them. The fugitives must blow their whistle and flash the torch at least once every minute.
Trails and Treasure Hunts (Fun and Games for Cubs)

Equipment needed: as required

Description: 
There are numerous methods of setting trails and treasure hunts. But make the clues simple and the trails obvious. If this is not done the Cubs lose interest.

Suggestions: 

· Natural trail of woodcraft signs.

· Whiffle-poof – wood spikes with four inch nails dragged to leave a trail.

· Powder paint – red for trail of blood.

· Written clues and secret codes.

Whistling Hares and Hounds (Fun and Games for Cubs)

Equipment needed: loud whistle for the hares

Description: 
Scrub covered land is needed for this game. Two Cubs and a Leader are the hares. They set off with a whistle, and after five minutes start must blow it every 30 seconds. The hounds try to find them. Hares must keep moving, and can usually avoid capture by listening for the rest of the Pack, and making their moves accordingly.

Codes
If your wide game uses messages, why note code these, and add another fun element to your wide game – supply the code you have used – and have the Cubs decode the message as part of the wide game. Below are just a few suggestions.
	A
	B
	C
	D
	E
	F
	G
	H
	I
	J
	K
	L
	M
	N
	O
	P
	Q
	R
	S
	T
	U
	V
	W
	X
	Y
	Z

	Z
	A
	B
	C
	D
	E
	F
	G
	H
	I
	J
	K
	L
	M
	N
	O
	P
	Q
	R
	S
	T
	U
	V
	W
	X
	Y


Letter Substitution Code – you could use a cipher wheel in your wide game.

	A
	B
	C
	D
	E
	F
	G
	H
	I
	J
	K
	L
	M
	N
	O
	P
	Q
	R
	S
	T
	U
	V
	W
	X
	Y
	Z

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24
	25
	26


Number Substitution Code 

If you just wish to disguise your code, try writing it backwards
MEET ME AT THE POST OFFICE

ECIFFO TSOP EHT TA EM TEEM

Use an angle cipher.

[image: image3.jpg]DG \J N..QIT. W
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GO TO THE POLICE STATION




Visit the following websites for more ideas on codes:
http://www.exploratorium.edu/ronh/secret/secret.html 
http://www.scouting.org.za/codes/ 

http://www.youthonline.ca/spykids/ 
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