	Theme:
	
20 000 Leagues Under the Sea
	


Date:   ____________________


    Duty Six:  ____________________
	Time
	Min
	Activity
	Equipment


	Scouter

	
	05
	GRAND HOWL

Flag

Prayer

Register

Break

	Totem/skin/rock

Flag/flag pole

Prayer book

Register
	

	The story of 20 000 Leagues Under the Sea was written a very long time ago by Jules Verne and has become a ‘classic’.  As we are venturing under the sea today to explore the water world, we need to ensure that we everything is ship shape!


	
	10
	INSPECTION:  Inspection Game

	Bones
	

	20 000 leagues is all about a submarine journey with a difference!  Under the sea you can see many different fish.



	
	05
	STEAM RELEASE:  Sardines
Choose an area in which you will play the game.  Each Sixer is to be ‘it’.  He/she hides while the rest of the group together count slowly to thirty.  The players then start looking for their Sixer.  When someone finds him/her, he/she joins ‘it’ in the hiding place and they need to stay as quiet as possible.  When the last person finds the hiding place and all the hidden players, the game is over.

	None
	

	Maybe we should start at the beginning of our story……

	
	05
	YARN:  Summary version of 20 000 Leagues Under the Sea

	Yarn
	

	Now that we have heard the story, we know that Captain Nemo was not at all keen to let anyone off the submarine!


	
	10
	ACTIVE GAME:  Men in the Sea

All Cubs but one stands behind a line – he/she is Captain Nemo.  Captain Nemo stands midway between the line and a goal thirty feet away.  He/she shouts “Men in the submarine, fish in the sea, don’t get the notion you’ll get by me”.  The Cubs leave their line and try to cross the goal line without being tagged.  Players who are tagged join Captain Nemo and help catch the others.


	None
	

	Time

	Min
	Activity
	Equipment
	Scouter

	It’s time to take a break, we need to go topside.  


	
	20
	WORK SESSION:  Knotting 
	Ropes
	

	When they caught between the coral rocks, there were some lovely shells to be seen.


	
	10
	RELAY GAME:  Picking up Sea Shells
The Cubs line up in relay formation, each with a bucket in front of their team.  Also, in front is a line of sea shells about 1 metre apart.  On ‘go’ the first Cub runs, picks up the shells one at a time and places them in the bucket.  The next Cub puts them out again, while the next puts them back into the bucket, and so on.


	1 bucket per Six; sea shells (or substitute with pictures or stones/potatoes)
	

	When sailors are out at sea for a long time they would sing to entertain themselves……

	
	05
	SINGING:  Glub, glub, glub your boat

	None
	

	When Ned and the others escaped off the submarine, they had to be careful that they were not caught even although under the sea it is very dark.

	
	10
	QUIET GAME:  Submarines
Cubs are at one end of the playing area and a leader at the other.  The leader has a torch.  Lights out.  The Cubs must creep up to the end of the playing area.  If the leader hears a noise, he/she puts the torch on and points to the noise.  If a Cub is caught he/she must freeze.  The first Cub to reach the leader undetected is the winner.

Note:  It if is not dark enough – see alternate game on the attachment.

	Torch


	

	
	05
	NOTICES/BADGES


	
	

	
	05
	GRAND HOWL

Flag

Prayer

Dismiss

	Totem/skin/rock

Flag/flag pole

Prayer book
	


