	Inspection:
	Ship Shape


As a change from a formal inspection try:
Submarine:  Six in file; hands on shoulders of Cub in front.  The Sixer is the periscope and the rest of the Cubs form the submarine.  Akela is the Captain and the Assistant Pack Scouters the inspectors.  The submarines can go anywhere in the playing area.  When the Captain blows his/her whistle, the submarines slowly form a line in front of an inspector.  Akela calls out the name of an island – or a card could be shown with the name printed very boldly on it - name of island 1, “Earby”.  Inspectors look for clean ears. Submarines start off again as before.  Other stations:
Island 2:
Nailsea  
- clean nails

Island 3:
Grinstead
- Cub grins

Island 4:
Neckar

- neatly folded scarves

Island 5:
Handforth
- clean hands
Island 6:
Shoebury
- clean shoes

	Yarn:
	20 000 Leagues Under The Sea


In 1866, several ships at sea report sightings of a mysterious “thing”.  They say that its size is enormous, that it sometimes glows, and that it seems to swim even faster than a whale.  Eventually, an American ship called the Abraham Lincoln sets out on an expedition to investigate what it is.  A professor from France, Pierre Aronnax, along with his faithful servant Conseil, joins the expedition.  Captain Farragut, commander of the Abraham Lincoln, also invites a Canadian named Ned Land to join the expedition.  He is a master harpooner.  Farragut believes the “thing” is a sea monster, Aronnax thinks it is a narwhal, and Ned land isn’t sure.

After three months at sea, the “thing” appears – but it’s going too fast for the Abraham Lincoln to catch it.  After many hours they come close enough for Ned Land to strike it with a harpoon.  But his harpoon bounces off the object.  The object ejects two huge spouts of water that wash Aronnax, Conseil and Ned Land off the deck of the ship.  Conseil helps Aronnax stay afloat.  Just when they are sure they will drown, they hear Ned Land’s voice calling out.  By sheer luck, he’s found a place to stand – right on top of the “thing”!  Aronnax and Conseil join him.  Soon an iron plate on the “thing” moves to one side and the three men are escorted into what they now realize is a submarine.

After a long sleep, the three visitors are greeted by Captain Nemo, the commander of the submarine.  He claims the right to call them enemies since the Abraham Lincoln attacked his submarine, the Nautilus.  He says that they must stay aboard because they’ve uncovered his secret – the fact that he exists.  Strangely, he already knows who Aronnax and Ned Land are.  After promising them a fascinating journey, he takes Aronnax on a tour of the Nautilus, which includes a museum, a library, and comfortable quarters.  Aronnax is surprised to find that the ship is powered by electricity and is also equipped with a long, sharp spur – undoubtedly, the weapon that was used to pierce the hull of the Scotia.  In his conversation, Nemo reveals that he does not really like people very much!

The visitors to the Nautilus are fascinated when Captain Nemo opens sliding panels within the submarine that reveal huge windows looking out at the deep sea.  They pass many hours admiring the sea life.  One day Captain Nemo has them dress in diving suits for an underwater hunt on the Island of Crespo.  They’re all astounded by the “forest” of sea plants rising straight up from the ocean floor to the surface.  Before returning to the Nautilus, Captain Nemo bravely saves Aronnax from a shark attack.

Leaving the coastal waters of Asia, the Nautilus passes Hawaii.  Conseil calls Aronnax to the open panels and shows him a recently wrecked ship.  Aronnax and Ned Land are growing restless when the submarine gets caught in between coral rocks.  Ned urges escape since they’re near the shores of New Guinea.  Surprisingly, Nemo gives his three visitors permission to go ashore.  There they enjoy eating coconuts and breadfruit, and hunting for game.  Ned shoots a wild hog and some small kangaroos.  Then at last the tide rises and the Nautilus is set free from the coral rocks.

As the months go by, Ned is desperate to escape the Nautilus.  Aronnax, who’s still enjoying the exciting underwater adventures, reluctantly agrees to join him.  Near the island of Crete, Captain Nemo shows Aronnax a chest filled with gold ingots.  On the same day, Ned Land calls for Aronnax to escape with him that very night.  But before they leave, Captain Nemo opens the panels to show Aronnax several of his men who are harvesting gold, silver and jewels from the half-rotted cases of an old shipwreck.  Once again Aronnax is surprised to find out that Nemo is giving the gold to the suffering people of war-torn Crete.  He thinks about how strange it is for a bitter man to do such a kind deed!

While they are looking at an extinct volcano, Nemo tells his visitors that his men get coal from the volcano.  Then they extract sodium from the coal, which they use to make electricity.  The next day they travel south across the Sargasso Sea, which is covered with a carpet of seaweed.  When the Nautilus heads farther south, Aronnax wonders if Nemo is actually bound for the South Pole – an insane venture, in Aronnax’s opinion.  Ned Land gets more frustrated as they dodge icebergs on their way south.  The Nautilus has trouble coming to the surface because of the extremely thick ice – but they finally make it.

When they arrive at the South Pole, Aronnax insists that Nemo be the first to set foot on it.  The captain happily does this, claiming “possession of this part of the globe”.  In the middle of the night, the Nautilus strikes an iceberg and becomes completely surrounded by a thick wall of ice.  Captain Nemo uses hot water from the submarine’s boilers to warm the sea enough for the crew to dig the vessel out.  Before they finally get free, they almost run out of the air stored in the Nautilus’s reservoirs.  

Bad weather continues to delay the planned escape.  One day Nemo shows Aronnax two manuscripts he’s been writing: One is the story of his life, and the other tells all he knows about the sea.  He plans to pack his writings in a watertight case and set it adrift.  When Aronnax offers to deliver it, Nemo says again that “whoever enters the Nautilus must never leave it”.  But they carry on plotting their escape and then finally, one day they are about to escape in a small lifeboat, when the Nautilus gets sucked into a deadly maelstrom.  The boat carrying Aronnax, Ned Land and Conseil is hurled from the whirlpool.  When the three men regain consciousness, they are in a fisherman’s hut in Norway, awaiting passage to take them home.  Aronnax hopes, if the Nautilus somehow survived, that Captain Nemo will one day find peace.

	Singing:
	Glub, Glub your boat


Tune:  Row, row, row your boat

Glub, glub, glub your boat,

Gently under the sea

Ha, ha fooled you all

I’m a submarine

	Work Session:
	Time


	Caracal


	· Show an adult that you know how to tell the time by a watch or clock to the nearest hour.



	Cheetah


	· Show a Scouter you can tell the time accurately to the nearest five minutes using a watch or clock.

	Leopard
	· Show a Scouter you can tell the time accurately to the nearest minute using a watch or clock.

	Lion
	· Know how the 24-hour clock system of recording time works.

· Using the 24-hour clock, give correctly the times of the main events of your day.


	Quiet Game:
	Sentries (alternate game)


Equipment:  Two blindfolds; two chairs

The prize goes to the quietest team in this game.  Set up two chairs about seven feet apart.  These are the sentry posts and two blindfolded players are seated on 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/she calls out and points in the direction from which the sound came.  If he/she is right, the player is “captured” and out of the game.  If he/she 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.


Please don’t forget to evaluate this programme:
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