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Cub Scout Program

Army – Theme Night

By Laura Renfrew, ACSL Rosanna Cub Scouts 

	Time
	Leader
	Activity
	Equipment

	Before
	Chil
	Set up ‘mines’
	Lollies

	
	
	
	

	
	
	
	

	7:00
	Chil/Akela
	Camouflage:
As Cubs enter the Hall, they are told that they are about to go into enemy territory and they first must be camouflaged to keep themselves safe – Apply face paint
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Face Paint

	
	
	
	

	
	
	
	

	7.10
	Akela
	Grand Howl / Inspection
	

	
	
	
	

	
	
	
	

	7:20
	
	Activity: Sweeping the Minefield

The enemy has placed land mines around our army base to try to beat us before we get near them.  We send out our experienced mine sweepers to carefully find the mines, and bring them back to the Base Bomb Experts, who will defuse the mines
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Lollies

	
	
	
	

	
	
	
	

	7:35
	
	Activity: Basic Training

Our new soldiers need to be fit and well trained to be able to turn back our enemies.  They must take part in an obstacle course designed to test their capabilities:

- Combat crawling, under chairs, along a line of chairs, roll (broom across two chairs), slide on backs under a line of chairs etc.
	Various equipment in hall

	
	
	
	

	
	
	
	

	7:45
	
	Game:  Sorties from Army Base Alpha

New Soldiers have been assigned to Army Base Alpha.  There are bandits in the nearby hills who are raiding convoys and farms.  The soldiers must go out in two man units to capture the bandits and bring them in to Army Base Alpha.  Pairs of soldiers must stay in close contact for safety (holding hands/wrists).  When they capture a bandit, they must ensure he/she is brought in safely and gently so they’ll be ready for questioning.  Start of with one pair… as two bandits are brought in, the Cubs changeover to being a new pair of Soldiers to go out on Patrol
	

	
	
	
	

	
	
	
	

	8:00
	
	Game:  Wink Murder

The Military also has Military Police – MPs – whose job it is to keep military law.  A spy has infiltrated our Unit – intent on murdering our best soldiers.  All the players sit in a circle except one, the MP, who must leave the room to allow a 'spy' to be nominated. MP must find and reveal the correct identity of the spy. The  spy can kill by winking at any of the other players in the circle who must then collapse - hopefully not making too much sound. He may 'win' the game by murdering all the other players or by the MP incorrectly guessing the identity of the murderer 3 times. Once a round has been played the spy becomes the MP and a new murderer is nominated.
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	8:10
	
	Grand Howl 
	

	
	
	
	

	8:20
	
	Activity: Souvenirs and the Sergeants’ Mess

The mines have been deactivated and made safe.  Now they can be handed out as souvenirs of a good night’s work.

ALSO, because of the incredible efforts of the soldiers, each one has been promoted to Sergeant and is invited to eat in the Sergeants’ Mess
	Lollies from Game

Supper


