	Theme:
	
B-P’s Early Life
	


Date:   ____________________


    Duty Six:  ____________________
	Time
	Min
	Activity
	Equipment


	Scouter

	
	05
	GRAND HOWL

Flag

Prayer

Register

Break

	Totem/skin/rock

Flag/flag pole

Prayer book

Register
	

	Can we remember who started Scouting?  Yes, it was Robert Baden-Powell, fondly known as B-P.


	
	05
	INSPECTION:  Notebook and pencil

	Bones
	

	When B-P was young, people were still afraid of train travel.  Today, however, there is always a crowd.


	
	05
	STEAM RELEASE:  Ticket Collector
One Cub is the “Ticket Collector”, armed with a whistle.  The rest of the Pack, each holding a ‘ticket’ are the passengers.  On whistle blast, all run for the train.  When caught, surrender ticket and join “Ticket Collector” in the middle.

	Whistle; tickets (small pieces of paper)
	

	B-P’s father died when he was seven.  His widowed mother had to work very hard to look after her seven children.


	
	20
	WORK SESSION:  Helping Ourselves and Others

	
	

	B-P loved drawing.

	
	10
	RELAY GAME:  Drawing
Sixes in separate groups, each with a large sheet of paper and a pencil.  The leader, armed with a list of six objects to be drawn, stands roughly equidistant from the Sixes.  On ‘go’ Sixers run up and are given the name of an object to draw, e.g. a bicycle.  Each returns to his/her Six and draws in silence, the others guess aloud what it is.  Artist may only answer ‘yes’ or ‘no’.  When object is correctly identified, number 2 runs up for the name of another object and so on until all six objects have been drawn.  First Six finished wins.

	Large sheet of paper and pencil for each Six
	

	B-P and his brothers had no money for toys.  They made their own fun exploring the countryside studying the different creatures living there.



	Time
	Min
	Activity
	Equipment
	Scouter

	
	10
	SENSE TRAINING:  Wonders of Nature
Each Six studies a marked-off area of ground, approximately one metre square, for interesting natural plant and animal life.

	None
	

	B-P and his brothers loved sailing.

	
	05
	YARN:  A Yachting Adventure

	
	

	All good sailors need to know how to tie their knots!

	
	10
	REVISION GAME:  Knotting Market
On ‘go’ the Cubs may do any knot and bring it to show the leader.  If it is correct, the Cub receives a counter.  The Cubs continue to do the knots until time is up, but no Cub may do the same knot twice running.  The Six with the most counters is the winner.


	One rope per Cub; 3 counters per Cub


	

	Now that we have remembered all our knots, it’s time to go sailing.

	
	10
	ACTIVE GAME:  Man Overboard
Play in a small area, inside or out-of-doors.  The leader is the captain of the ship in very stormy seas.  The crew must obey orders as follows:
“Man overboard” – all rush to one side to look for him/her.

“To the lifeboats” – all rush to the opposite side.

“There’s a big one coming” – all hurl themselves flat to prevent being washed overboard.

The fun lies in the captain calling orders very rapidly and naturally mixing the sequence.

	None
	

	
	05
	NOTICES/BADGES


	
	

	
	05
	GRAND HOWL

Flag

Prayer

Dismiss

	Totem/skin/rock

Flag/flag pole

Prayer book
	


