March 2004

“Walk in My Shoes”

Tigers

Achievements 


Electives 13, 18, 21, 39, 50

Wolves
Achievement 13, 24

Electives 3, 4

Bears

Achievements 


Electives 

Webelos
Craftsman

Academics
Communicating, Computers

Sports

Baseball, Softball

Suggested Activities:

Go to work with a parent

Visit a workplace as a field trip

Invite parents to tell about their jobs at the Pack meeting

Learn about and dress up as “what you want to be when you grow up”

Games:

Artists


Players sit round a table, each with paper and pencil. The right-hand Scout draws a picture, in separate firm strokes, of an ordinary figure or head, putting in his strokes in unusual sequence so that for a long time it is difficult to see what he is drawing. Each player looks over to see what the man on his right is drawing and copies it stroke by stroke. When the right-hand artist has finished his picture, compare all the rest with it. 

Baseball Throw

Boys take turns seeing who can throw a baseball the farthest.  Boys should be broken up into groups by rank.  A baseball is the prize for each rank.

Birds on a Telephone Line
Divide the group into two relay teams. String a clothesline from one side to the other at shoulder height of the average person. Clip 20 or more round topped clothespins onto the clothesline. (The pins are the birds and the clothesline is the telephone line) On signal, the first person in each team runs to the line, removes a pin with his teeth (no hands!), brings it back to his team and drops it into a sack. The first team finished wins.

Bull Riding

Make bulls out of cardboard boxes.  Boxes should have a hole cut in the top and the bottom flaps folded in so the Cub can stand in the box.  Cardboard cutouts can make horns and bull faces.  The Cub picks the box up with one hand while standing in the hole.  He must buck himself for eight seconds.  Done for fun.  Boys sometimes buck themselves off!

Charades

Write animals, current movies, Cub Scout nomenclature on srips of paper.  Cubs draw strips of paper at random and then try to get their teammates to guess the answer without talking.

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

Fireman, Save My Child 

Each team has a pile of the cut-out children on a table and a drinking straw for each player. Approximately 15-20 feet away from the start, place a small pail for each team on another table, chair, stool, etc.  At the call of "Fireman, save my child", the first player on each team must pick up a child by sucking up the figure against their straw.  While holding the figure this way, they run to their respective pail and deposit the figure. The next team member then goes. If they drop the figure en-route, they must stop and pick up their child, again, by sucking it up with the straw. 

Football Throw

Boys take turns seeing who can throw a football the farthest.  Boys should be broken up into groups by rank.  A football is the prize for each rank.  Nerfs work the best.

Guard the Treasury
One boy is chosen to be "IT", the keeper of the treasure, who stands guard over the "jewels" (beanbag or whatever). Everyone else forms a circle around "IT". The group standing around "IT" must try to steal the treasure without being tagged. Those touched by "IT" are frozen in place and can no longer try for the treasure. Play ends when the "jewels" are captured.

*Guessing Games

Variations of 20 questions, fun trivia quiz, Scout knowledge etc.

Karaoke

Have Cubs (and parents and leaders) lip synch to their favorite songs.

Kicking Contests (soccer/football)
Who can kick a soccer ball or football the farthest?  Boys should be put in groups by ranks.  A football or soccer ball can be the prize for each group.

Nail Driving Contest
Cubs compete against others of the same rank in a one-on-one contest to drive nails into boards.  Smaller nails can be used for smaller Cubs.  Consider having safety glasses available for the Cubs.

Nail Driving Relay 
Stand one 4x4 block for each team on edge and start two or three 16 penny nails to the same height in the edge. Place the blocks about fifteen feet from the starting line and put a hammer next to each of the blocks. On "GO!" one boy from each team races to the block, picks up the hammer, and swings ONE blow to drive the nail into the block. He then lays the hammer down and returns to his team, tagging the next boy in the relay. The race continues, with each boy in turn going as many times as it takes for one team to drive all of its nails flush into the block. Be ready to straighten bent nails.   Variation: Drive tent pegs with a mallet. 

Pony Express

Four boxes are placed across the playing field.  Each box has the name of a town written on it.  The Cubs are broken into four teams.  Leaders write the names of the towns on slips of paper representing letters to be delivered.  The papers are shuffled so each team does not deliver to only one town.  The boys must deliver their letters to the proper town and return to tag their next teammate on the hand.  First team to deliver all of their letters and return win.

Salesman

Leader comes into the room with a briefcase or box full of items.  Salesman quickly displays the items and tells their prices.  Items are then replaced into the briefcase.  Teams must remember as many items and their prices.  Leader should use a “salesman’s voice” like on commercials.

*Sentry Post 

Set up two chairs about seven feet apart. These are the sentry posts and two blindfolded players are seated in them, facing each other. The other players divide into two teams. At signal from the leader, the first player in each line sneaks forward on tiptoe and tries to pass between the two sentries without a sound. If either sentry hears anything, he calls out and points in the direction from which the sound came. If he's right, the player is "captured" and out of the game. If he points in the wrong direction, the player sneaks ahead. Each team goes through just once. The winner is the team that gets the most players past the sentries. 

Softball Throw

See who can throw a softball the farthest.  Boys should be put into groups by rank.  Softballs can be the prize for each group’s winner.

Typewriter

Gather everyone in a circle. Each player represents a letter in the alphabet, A through Z. If there are more players than there are letters, one can become a number, another a period, and another an eraser for correcting mistakes.  Find or create a sentence that uses all the letters in the alphabet. For example, "The quick brown fox jumps over the lazy dog". In the case of extra people, it can be two dogs. When a space between words is reached, everyone calls out together "Space"! If a mistake is made, just keep going, unless there is a person who is the eraser to call out "Correction"!

Career Fields

Business

Computers

Media

Entertainment

Sports

Health

Government

Social/Cultural

Education

Arts

Science

Brainstorm Careers

Look at the career fields.  List as many job titles for each career field.  Have the boys research one of the careers that they might be interested in.  Get on the Internet and go to a job posting site.  Have the boys print off the requirements for getting that job.  How much education?  What should they study in school?  Where can they expect to work if the get the job (for example, United states, Antarctica)?  How much money can they make?

Have the boys visit somebody who is employed in that particular job at work.  Have them make a costume and wear it to the Pack meeting.  Allow the boys to give brief presentations.  Post the job requirements as want ads around the meeting room.

