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CASTLE    
 
You are invited to Scarborough Fair. 
 
Date: 
 
Time: 
 
Place:                                                                                  

 

 
                                                         

Here enclosed are program ideas for your journey through the Dee Brown Castle. 
 
Cub World is providing program material in preparation for your visit to the “Castle” as well as  
activities for the time you are at the castle.  The theme materials are to help you transport your Cub 
Scouts from the present to another time and place.  Here we are trying to help you create a medieval 
atmosphere and life style.  This will help them understand the world they are embarking upon for the 
weekend. 
 
Please look through this material and take what works for you and use it.  Adjust other materials so that 
the ideas will work for you. 
 
The Castle 
Where did the knights live?  In castled, of course!  Castles were never built to serve only as a home for a 
king or a lord; a castle functioned primarily as a fort for the protection of its residents. 
 
A castle’s purpose was to provide defense and offense during wars.  Stone castles were built as high as 
an eight-story building and could be as long as a city street.  Many castles were surrounded by a moat 
filled with water and sharp objects.  To enter the castle, a knight would have to cross a drawbridge over 
the moat.  The drawbridge was connected to the outer wall surrounding the castle, called the bailey.  At 
the end of the drawbridge, built on top of the bailey, was a gatehouse.  Before a knight could enter the 
courtyard, he had to pass through a portcullis, which was a heavy wooden gate.  Once he crossed the 
courtyard, he would ride up to the keep.  The keep was where the lord and his family lived and was also 
the safest part of the castle.  A dungeon was built in the basement of the keep, originally for the Lord’s 
protection, but later used for prisoners. 
 
Living inside the castle was not very cozy.  The castle was cold, drafty, and had few decorations or 
comfortable furniture.  Fires lit in fireplaces provided warmth, and tapestries hung on walls—more for 
keeping out the cold than for beauty.  The castles had few glass windows, so it was dark inside.  
Servants slept on cold floors, knights slept on tables in the great hall, and only the lord and his lady had 
their own bedroom in the keep.  Instead of changing clothes in the bathroom, people used to change in a 
small closet-like room called the garderobe.  They bathed in a wooden tub of hot water. 
 
While you group is arriving at the castle camping area or at the castle, prepare a tapestry to hang on the 
wall of this castle for decoration while you are at the castle.  Make sure that you tapestry is colored with 
your favorite colors and is very personal.  Include your favorite flowers and lots of design. 
History: 
 
Castles, thrusting out from the landscape in an assertive way are bold and splendid things.  The castle 
life has played a significant role in the political, social, and economic aspects of our history.  The 
purpose of the strength and authority of the castle was to deny unwelcome outsider’s entry to the living 



area.  The castles were built of stone for the purpose of defense; protection of the living area, a place for 
work, for worship, for storag3 and for the comfortable existence of those protected within by the walls. 
 
The castle was the fortified private residence of a lord – any lord of status, not just a king or prince, 
though a king would more likely have more and grander castles because of their position.  The special 
significance of the castle was that it was their residence and their fortress. 
 
The best surviving example of a castle is the “Tower of London,” which was the royal castle of London.  
It was built by William the Conqueror around 1066 and occupied one small area of the pre-existing Old 
English and original Roman walled city. 
 
 
Program Activities: 
 Games 
 Crafts 
  Cub World 
  Unit 
 Costumes and Regalia 
 Miscellaneous Program Options 
 
Facilities and Program Support 
 Physical Layout 
 Program Equipment Needs 
 Theme Props 
 
Other Issues 
 Resources 
 Chess 
 Checkers 
 Sand Box 
 Maze 
 
 
 
 
 
 
 
 
 
 
 
 
PLANNING TIMETABLE 
 
1. Make Reservations 

2. Select a Cub World Coordinator (90 days before attending Cub World).   This person must attend 
Cub World orientation and be on site during your Cub World visit. 

 
3. Plan meetings with the Den Leaders and Cub master.  (You will need to plan your activities for your 

visit to Cub World.  A planned program will make your visits more memorable.) 
 

 



4. Parent Meeting (at least 30 days before your visit to Cub World to let your parents know what is 
planned, the schedule of events and their involvement in your program.) 

 
5. Theme Den Meetings (30 days or at least 3 or 4 meetings before you attend Cub World.) 
 
6. Theme Pack Meeting (30 to 7 days or this meeting can take place at Cub World.) 
 
7. Final Coordination meeting with Leaders (3 to 4 days before attending to finalize plans and answer 

any planning questions.) 
 
8. CUB WORLD DAY (Date:      Arrival time:     ) 
 
Cub World is located at Camp Wisdom/Camp Billy Sowell.  It is located at 6400 Redbird Lane.  From 
Dallas go south on I-67 and exit I-20 west.  Take the Cedar Ridge exit.  Turn right on Cedar Ridge; turn 
left on Redbird Lane (first road – left.)  Go ½ mile to the camp entrance.  From the Circle Ten Council 
office it is about 15 miles / 25 minutes driving time. 
 
An alternate rout is to take Loop 12 south to Spur 408.  Exit Grady Niblo Road, turn left under the 
highway and ten right on the service road and follow this road as it curves to the camp entrance on your 
right. 
 
 
 

Cub 
World 
 
Camp 
Wisdom 
 

 

 



 

 

PERSONAL HEALTH AND MEDICAL RECORD 
CLASS 1  

 
Class 1 (update annually for all participants).  Activity:  Day camp, overnight hike, or other programs not exceeding 72 hours, with level of activity similar to that 
of home or school.  Medical care is readily available.  Current personal health and medical summary (history) is attested by parents to be accurate.  This form is 
filled out by all participants and is on file for easy reference. 

 
CLASS 1 PERSONAL HEALTH AND MEDICAL HISTORY 

(To be filled out annually by all participants) 
 

To be filled out by parent, guardian, or adult participant. Please print in ink. 
 
IDENTIFICATION 

Name ________________________________________________ Date of birth_______________ Age_______ Sex_______  

Name of parent or guardian ___________________________________________________ Telephone__________________ 

Home address __________________________________ City____________________State__________ Zip_____________  

Business address ______________________________ City_____________________ State__________ Zip_____________  

If person named above is not available in the event of an emergency, notify 

Name ______________________________________ Relationship__________________ Telephone____________________ 

Name ______________________________________Relationship___________________Telephone____________________ 

Name of personal physician _________________________________________________ Telephone____________________ 

Personal health/accident insurance carrier ______________________________________ Policy No.____________________ 

I give permission for full participation in BSA programs, subject to limitations noted herein. 

In case of emergency, I understand every effort will be made to contact me (if participant is an adult, my spouse or next of 

kin). In the event I cannot be reached, I hereby give my permission to the licensed health-care practitioner selected by the 

adult leader in charge to secure proper treatment, including hospitalization, anesthesia, surgery, or injections of medication 

for my child (or for me, if participant is an adult). 

Date______________ Signature of parent/guardian or adult __________________________________________________ 

Some hospitals require the parent/guardian signatur e to be notarized. Check with your BSA local counci l. 
 

Check all items that apply, past or present, to your health history. Explain any “Yes” answers. 

ALLERGIES: Food, medicines, insects, plants Yes    No    Explain: 
____________________________________________ 

GENERAL INFORMATION:  

ADHD (Attention-Deficit     Yes      No    Yes      No         Yes      No 
 Hyperactivity Disorder         Convulsions/seizures          Hemophilia       
Asthma           Diabetes           High blood pressure       
Cancer/leukemia          Heart trouble          Kidney disease       

Explain: _____________________________________________________________________________________________  

List any medications to be taken at camp:   __________________________________________________________________ 

List any physical or behavioral conditions that may affect or limit full participation in swimming, backpacking, hiking long 
distances, or playing strenuous physical games: ______________________________________________________________ 

List equipment needed such as wheelchair, braces, glasses, contact lenses, etc.: ___________________________________  

Immunizations: (Give date of last inoculation.) 

Tetanus toxoid ____________________  Measles ____________________   Polio ______________________  

Diphtheria _________________  Mumps ____________________        

Pertussis ___________________   Rubella ____________________       



 
 
 
 

 
 CAMPING AT CUB WORLD  
Remember – you need to plan a program for while you are at your campsite. 
 

Friday 
�  Arrive at Cub World after 4:00 pm. 
�  Get settled in your campsite.  You may take up to five vehicles to the campsite to 

unload and then the vehicles must immediately return to the parking lot. 
�  Communicate with other leaders in Cub World on the use of the Cub World activities 

center for the evening hours.  (Activities center is the only facility a pack can use 
during Friday evening.  No elements can be used on Friday.) 

�  Saturday morning from 9:00 am until 12:30 pm participate in your program theme 
area. 

�  From 12:30 pm until 2:00 pm the campsite must be cleaned and cleared. 
�  Once your campsite is clear, the Camp Master has checked you out and all your gear 

is back into the cars your pack can participate in open program areas such as: 
  Southwest Airline Freedom Flight Space Station 
  Cave & Mountain 
  G.E. Nature Center 
  Cub World Activities Center 
 

Saturday 
�  Check-in prior to 1:00 pm 
�  Go to your program theme area from 1:00 to 4:30.  You may take up to five vehicles 

to the campsite to unload and then the vehicles must immediately return to the 
parking lot. 

�  Sometime after 4:30 pm you can set up your campsite. 
�  During the evening hours visit with other unit leaders on the use of the Cub World 

Activities Center. 
�  Sunday morning clean up campsite and remove all gear from your site by noon. 
�  Once you campsite has been cleared and the Camp Master has checked you out your 

pack can participate in any open program area such as: 
  Southwest Airline Freedom Flight Space Station 
  Cave & Mountain 
  G.E. Nature Center 
  Cub World Activities Center 
�  All units must leave Cub World no later than 12 noon on Sunday. 

 
Cub Scout packs can only reserve one program element per weekend.  This also means that a 
Cub Scout pack can only camp for one night.  Camp Wisdom Cub World is the only Circle Ten 
Council camp that allows for a Cub Scout pack to camp.  A Cub Scout pack that has not sign up 
for a program element cannot camp at Camp Wisdom. 

 
 



 
 

PROGRAM AGENDA 
 

PROGRAM AREA – CASTLE 
 

This three-hour program agenda is designed to help you prepare and provide exciting ideas for 
Cub Scouts, their parents and the leaders as part of the outdoor camping experience. 
 
Time   Activity 
 
30 min   Gathering – Pre-opening 
 
30 min   Opening 
 
30 min   Activities and Crafts 
 
30 min   Games 
 
30 min   Storytelling   
 
30 min   Inspiration 
 
30 min   Announcements and Closing 
 
 

 
 
 

 
 
 
 
 
 

 



Castle Terminology 
 
Bailey  The bailey lay at the base of the motte and is enclosed by wooded stakes.  The  

soldiers lived in the motte and it was their safe haven when the enemy attacked 
them. 
 

Battlement The battlement consists of alternating high and low segments.  The high segments  
were called merlons and each contains an arrow loop.  The low segments were 
called embrasures and each contained openings used to drop missiles on the 
enemy.  
 

Blacksmith The blacksmith made any necessary repairs to the weapons and tools.  The shop 
  was usually located at the end of the barracks. 
 
Bolts  Crossbow bolts could pierce all but the heaviest armor.  They were often fired at 
  armor in the workshop to test the strength of the metal. 
 
Brigandine Brigandine was armor worn by Italian foot soldiers.  It was made of narrow scales  
  of steel riveted together and covered with cloth or leather.  Brigandines were 
  comfortable, light, and flexible. 
 
Chivalry  Chivalry is the strict code of ethics knights obeyed to be religious, honorable, and  
  courteous.  Chivalry required that knights be brave, loyal, and just, speak only the  
  truth, be fair to their enemies, help people in distress, protect women, and sow  

mercy to the weak and defenseless.  This was more easily said than done.  Some 
knights did not live up to the chivalrous ideal. 
 

Cistern The cistern is a large stone tank where the rainwater is stored. 
 
Crossbow The crossbow was the most important weapon of the foot soldiers during the  
  Middle Ages. 
 
Dais  A dais was a slightly raised platform at the head of the room.  This, and the lord’s 
  single chair, were a sign of his importance. 
 
Dinner Breakfast was not a big meal and consisted only of bread and ale.  The main meal, 
  dinner, came around 10 or 11 o’clock in the morning.  Supper, a smaller meal  
  than dinner, was served in the evening.  In addition to meats, castle dwellers ate 
  chicken, turkey, gulls, starlings, pigeons, swans, peacocks, and larks.  When 
  available, herring was also eaten.  They ate many fruits and vegetables like  
  onions, peas, cabbage, leeks, apples, and pears. 
 
Garderobes Clothes were often stored in the garderobes because the odor helped keep the  
  moths away.  In fact, the word “wardrobe” is reported to have come from this use  
  of garderobe. 
 
Gothic  A style of armor very popular in the 15th century was called Gothic.  It was  
  slender in form and designed with points and peaks that resembled the pointed  
  and peaked arches and towers of Gothic cathedrals. 
 
Hanging  Hanging was used for murder rebellion and sometimes theft. 
 



Joust  The joust was a contest between two mounted knights who were armed with  
  lances.  Each knight had to try to break his lance against his opponent, without 
  hitting him below the belt.   Sometimes the knights finished their fight on foot,  
  with swords, maces, or poleaxes. 
 
Lance  A lance was a long, tapered wooden pole with a metal tip.  After about 1100, it  
  became common for knights to charge at their enemy with a lance gripped rigidly  
  in their right armpit. 
 
Livery  A livery is a cupboard that was used to keep salt vessels, dishes, pickles, and spices. 
 
Longbows The longbow was a weapon used by a soldier, called an archer.  To fire the arrow,  
  the hand drew the string of the bow back. 
 
Lyre  A lyre was a musical instrument that probably came from Asia.  It was made of a  
  sounding board from which two arm-like pieces stretched upward.  These arms 
  held a crosspiece, or yoke, with from 3 to 10 strings attached to it.  Plucking the 
  strings with the fingers made the musical sound. 
 
Mace  A mace is a heavy club used by the cavalry and the infantry to break through  
  armor. 
 
Manners  Many hours were spent in learning manners.  Pages were taught to kneel on one 
  knee before the lord of the castle, bow their heads when answering, and to stand 
  still unless spoken to. 
 
Mantle Noblewomen always wore cloaks, or mantles, because the castles were always cold. 
  The cloaks were fastened at the shoulders with a cord. 
 
Mason  The master mason oversees the stone masons.  He also checks both the vertical and  
  horizontal accuracy of the walls as they are built. 
 
Maximilian Maximilian armor was named for the emperor, Maximilian I.  This type of armor 
  was rounded and broader than Gothic, and the rows of flutings were vertical and ran  
  in parallel lines. 
 
Minstrels A minstrel, or troubadour, traveled all over Europe and would stop for a few days  
  at a castle.  He would pay for his food and lodging by entertaining the lord, his 
  family, and guests with music, songs, and stories.  Daring adventures of legendary 
  knights and the story of King Arthur were always popular. 
 
Mortar The mortar maker was responsible for making the mortar used to bind the stones  
  together using a mixture of water, sand, and lime. 
 
Motte  A motte was made by piling up the soil or by digging away at the sides of a hill to  
  make it steeper.  It was surrounded by a deep ditch and crowned with a tower 
  called a keep. 
 
Mythology In Greece, dragons were slain by Hercules, Apollo, and Perseus.  In Norse, 
  German, and early English legend, Sigurd, Siegfried, and Beowulf killed dragons. 
 
 



Palisade A palisade was a sturdy wooden fence usually built to enclose a site until a 
  permanent stone wall could be constructed. 
 
Pillory  Anyone who broke the rules of medieval society was swiftly punished by standing 
  in the pillory for a day.  The upper board of a pillory was clamped around the law- 
  breaker’s neck and wrists.  Villagers would often laugh and throw things to 
  anyone who was standing in the pillory. 
 
Portcullis A portcullis is a heavy timber grille that slid up and down in grooves cut into the  
  walls on both sides.  The bottom of each vertical piece was pointed and capped 
  with iron.  The face was also made with iron for additional strength. 
 
Protection These stone castles were almost impossible for cutting the rock to be used in 
  building the castle’s walls from the stone quarry.. 
 
Serfs  The term “serf” comes from the Latin word “servus,” which means slave.  The  
  status of a serf was midway between that of a freeman and a slave.  They were  
  allowed to own property and enjoy certain privileges 
 
Solar  In large castled, a lord had a solar.  It was a separate sitting room for his family 
  and a bedroom. 
 
Spurs  Spurs were a symbol of knighthood.  When a squire was knighted, he was said to 
  have “won his spur.”  Spurs were often buried with their owners. 
 
Surcoat  A surcoat was a loose coat worn over armor, or without armor, usually with a coat 
  of arms or emblem on it. 
 
Treasury  The Treasure contained the lord’s best wine and a chest filled with written  
  agreements between the lord, his ancestors, and various tenants.  Another chest  
  contained his treasure of gold coins, rings, jeweled broaches, silver cups, and 
  candlesticks. 
 
Utensils It wasn’t until mid-14th century that utensils were used.  Still, the king had silver 
  utensils, while others used utensils carved of or wood or animal horn.  Trenchers, or 
  stale crusts of bread from the previous day, were sometimes used as plates.  After 
  dinner, the gravy-soaked trenchers were thrown to the dogs or given to the poor. 
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 

 



GAMES, SPORTS AND OTHER FUN 
 

We enjoy having fun today and the people of the Middle Ages enjoyed having fun as well 
because they worked very hard.  In fact, because they worked so hard the people of this time also 
had more than 100 holidays and days for fun and rest. 
 
FAIRS 
Royal families often had jugglers, acrobats, musicians, puppeteers and singers entertain them at 
the castle feast.  These entertainers would work hard for their food and for a place to sleep.  If the 
entertainers were good they might even get to stay at the castle and make it their home so they 
could entertain the King and Queen at any time.  The entertainers would create interesting acts, 
write their materials they performed and to honor their King or Queen, use special effects in their 
productions.  The other members of the court would be entertained by these performers at fairs 
that were put on in the villages and around the castle. 
 
Sports were a popular form of relaxation.  Among the sports enjoyed were bowling and tennis.  
Hunting was also popular with members of the royal court.  Jousting and tournaments were 
important events for the royalty.  Among the quieter games, chess was popular.  Other quiet 
games included nine-man morris, fox and geese and hazard. 
 
SWATTER 
Lay a 10 to 15 foot length of rope on the floor.  Blindfold two boys and place one at each end of 
the rope.  Provide each boy with a swatter of rolled newspaper.  On the word “GO” each boy 
walks along the rope.  When they meet, each is entitled to one swat at the other.  Boys are then 
led back for another try or new boys may be chosen. 
 
SPEARING THE RING 
Fix a jousting target, using a large rubber or plastic ring hanging at about 6 feet high.  The boys 
gallop by on their stick horses and in full stride try to pick off the ring with their lance, a 
broomstick.  Start with a large ring, and as the boys are eliminated use smaller rings. 
 
SWORD BALANCE RELAY 
You will need two swords cut from cardboard and several balloons.  Divide the players into two 
teams of four or more.  Teams line up behind a starting line.  The first boy holds a sword and 
balloon.  At a signal, he blows up the balloon and ties it.  He returns to the goal while bouncing 
the balloon in the air with the flat of his sword.  Then he returns, bounces the balloon in the air, 
and passes the sword to the next player on his team.  Once play has begun, the balloon must be 
touched only with the sword, or the last player to make the run must start over. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



SENTRY POST 
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 in them, facing each other.  The other 
players divide into two teams.  At the 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 is 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. 
 
DRAGON HUNT  
One player is the dragon and another is the knight.  The dragon and the knight stand in the center 
while the other players form a circle leaving enough space for the player to pass through.  When 
the game starts, all players form a circle; close their eyes while the knight counts to ten.  
Meanwhile, the dragon tries to slip between two players.  Anyone who hears the dragon make a 
sound may point to where he thinks the dragon is.  If the knight says the direction is correct, the 
dragon must take a place in the circle.  The knight becomes the dragon and the boy who guessed 
correctly becomes the knight who counts to ten.  If the dragon succeeds in getting out without 
getting caught, he comes back into the circle and continues to act as the dragon until someone 
points him out. 
 
TOOTHPICK CASTLE 
Give each Cub Scout 10 flat toothpicks.  They take turns placing one toothpick at a time on top 
of an opened soda bottle.  The boy shoes toothpick causes the “castle” to fall gives his remaining 
toothpicks to the boy behind him.  The boy with the most toothpicks at the end of the game wins. 
 
SPOON JOUSTING 
Give each Cub Scout 2 tablespoons and a small potato.  He carries the potato in the spoon held in 
one hand.  The other hand holds the second spoon.  With it he tries to knock the potato off the 
spoon of another scout while trying to protect his own potato.  This may be played by 2 boys at 
one time or in a den “battle royal.” 
 
RING THE TOWER 
Cut out the shape of a castle from cardboard or wood.  Paint and decorate the cutout.  Hammer 
nails onto the castle at different places or at the tower points.  This is the target.  Place it 8-10 
feet away.  Have each boy throw rubber jar rings at the castle’s towers or at the nails on each 
tower.  The winner is determined by the number of rings hanging on the tower or on the nails.  
To make the game more interesting, mark each nail to be worth a certain number of points. 
 
TAIL FEATHERS 
The tail “feathers” are neckerchiefs tucked under the belt, with at least two-thirds left hanging.  
The idea is to snatch the tail from the other boys’ belts.  Play in a large circle or area with 
designated boundaries.  Disqualify any boy who steps out.  Winners are the ones who save their 
tail feathers and the one who collects the most from the others. 
 
 
 
 
 
 
 
 



ALQUERQUE 
 
Alquerque (say it:  all-kwair-kay) is one of the first board games ever created.  It was played in 
ancient Egypt and was brought to Europe by the Arabs.  Today we play checkers or draughts, 
which was created from it.  This game is for 2 players. 
 
Materials: Paper or tag board, 4 x 4 inches 

24 game pieces ( 12 for each player) 
2 colors of cutout tag board (or precut circles in 2 colors) 
Pencil 
Ruler 
Marker 

Directions: 1. Draw the squares on the game board with a pencil and ruler. 
 2. Cut out or find game pieces. 
 3. To Play: 
   a. Set up the pieces as shown. 
   b. Take turns moving the game pieces from corner to corner on the  
    diagonal. 
   c. If your piece moves onto one that already holds the other player’s  
    piece, you can “capture” it, take it off the board, and put your own  
    game piece on that spot. 
   d. After your game piece reaches the opposite edge of the board, it can  
    then move both forwards and backwards along the straight lines as  
    well as the diagonals. 
   e. The winner is the last one with a game piece left on the board. 

 

                           Set up the pieces like this.  Go ahead – it’s your move! 

    

    

    

    

 

 
 
 
 

   

 
 
 
 

   

 
 
 
 

   

 
 
 
 

   

 
 

  
 

 
 

 
 

 
 
 

  

  

 

  

      DONE 

Put a cross in the 4 boxes. 

Make a box and draw a cross in it. 



DRAGON BALL 
 
To play:  Divide the group into two teams.  3 players at a time on each team  

can play.   The object of the game is to get the dragon (ball) into the 
opponent’s goal.  Players cannot cross the bridge in the middle. 
 

Supplies needed: Ball that you design 
   Vests (2 different colors) 
   Hockey sticks 
 
 
KNIGHTS AND DRAGONS 
 
Have a day of contest between the “dragons” and the 
knights.  Choose an equal number of knights and 
dragons.  The dragons’ left wrists are tied to the knights’ 
right wrists.  Each dragon is equipped with a long green 
balloon for a tail tied behind his back.  Each knight wears 
a helmet with a small visor and carries a rolled paper 
lance.  A time limit is set (such as three minutes) and on a signal, each knight tries to break the 
dragons’ tail with his rolled paper lance.  Each dragon ties to take away the knight’s lance.  
When time is up, the team having most of its props intact is declared the winner. 
 
SLEEPING DRAGONS 
 
Two boys act as dragons.  They sit on the ground about seven feet apart facing one another and 
are blindfolded.  The other boys form two teams.  On a signal from the leader, the first player in 
each team sneaks forward on tiptoe and tries to pass between the two dragons without a sound.  
If either dragon hears anything, he roars and points in the direction of the sound.  If the dragon is 
right, the player is declared to be “eaten” and out of the game.  If the dragon points in the wrong 
direction, the player sneaks ahead.  Each team goes through only once.  The winner is the team 
with the most players passing the dragons. 
 
KING ARTHUR 
 
Hold a tournament as in the days of old.  Start 
with a grand parade; then begin the games.  
Boys could do teeterboard jousting, spear the 
ring, and ball and chain duel.  The ball and chain 
are made from a stuffed sock.  Each contestant 
rides a sawhorse charger that has been heavily 
padded to form a seat.  Each has a shield and 
wears a paper hat.  The knights try to defeat 
their opponents by knocking off their hats with a 
stuffed sock ball and chain. 
 

 

 



 
TIE SLIDES 
 
SHIELD TIE SLIDE 
 
Get your plastic and pattern.  Tape the pattern to the plastic.  Etch the pattern into the plastic.  
Remove the paper pattern.  Brush acrylic paint onto the plastic.  Make sure you cover all the 
design.  Let the paint dry a few minutes and wipe off the paint with a paper towel.  Cut out the 
plastic into the shape of a shield.  You can put your initials or rank symbol on the shield. 
 

 
 
Punch two holes across from each other.  Tie yarn and leave a tassel hanging on each side.  You 
can just tie the yarn in the holes if your don’t want the tassel.  Construction paper can be glued to 
the backside of your shield, then the holes punched.  Glue only around the edges because it will 
show up on the other side. 
 
Other versions and additions – 
 
Take a block of wood 1½ x 1½ x 1 3/4 inches and carve a shield tie slide.  Have an adult drill a 
hole in the center of the wood before you start carving. 
 
You could carve a sword using a Popsicle stick or a piece of balsa wood and glue it to the shield.   
 
 
 
 
 
 
 
 
 
 
 
 

 



 
 
JUGGLING BALLS 
Some jugglers have become famous for their ability to juggle various objects such as swords, 
chairs, etc.  Follow these simple directions to make your own juggling balls and then practice, 
practice, practice, practice!!!! 
 
Materials: 4 felt squares in bright colors  Rice 
  Small funnel    Needle 
  Strong thread    Scissors 
  Pattern from below   Straight pins 
 
Directions: 1. Cut out a pattern to create a ball. 
 2. Pin pattern onto a piece of fabric.  Cut it out.  Repeat until you have   
  cut out four pieces of fabric. 
 3. Cut out interesting decorations (stars, moons, squiggles) from leftover   
  felt.  Glue decorations to one side of each piece of fabric. 
 4. Pin tow pieces of fabric together along one edge, decorated sides   
  together. 
 5. Continue this process, adding another fabric piece each time. 
 6. Leave a small opening in the final seam.  Turn ball covering inside out.  
 7. Place the small end of a funnel into the opening.  Pour rice into funnel to  
  fill up the ball. 
 8. Tuck edges of open seam inside the ball covering and finish sewing. 
 
LUGGAGE TAG SHIELD 
 
Luggage tags are a useful item and relatively easy to make.  The boys can make this project as a 
present for their Mom or Dad or for themselves.  It would be an excellent craft to do for the 
weekend to label their backpacks or duffel bags they brought for the weekend. 
 
There are some suggestions for designs on this sheet and also the instructions.  Don’t be afraid to 
design a crest of your own and let the Cubs design their own crest.  It would be an excellent family 
activity to design a crest for each family in your den or pack.  Encourage family traditions and 
history as each crest is created. 

 
 
 



 
KNIGHTS IN ARMOR 

Materials:  pinecones  small nuts  silver spray paint 
 foil    cardboard  paint for shields 
 pipe cleaners 

Use any size pinecones.  Spray the pinecones silver.  Glue a small nut on the top for a head.  Cut 
out cardboard for a sword, helmet, shield and vest.  Use pipe cleaners to make arms.  Glue a shield 
to one pipe cleaner and a sword to the other.  Make sure the shields and swords are in proportion to 
the size of the pinecones.  Use paint to color the shield.  Use foil to cover the vest and helmet. 

KNIGHT HELMETS 

Cartons or gallon plastic bottles with the bottoms removed and a section of the side cut out for a 
face opening, make marvelous knight helmets. 
       JESTER’S HAT 

 KNIGHT’S HELMET 

 

 

 

 

There is no end to the paraphernalia and trim which can be attached to give these an authentic 
appearance.  Tie items with string through holes punched in the plastic with a heated needle or 
nail.  To punch holes in any metal trim, sue a hammer and nail. 

For suitable trim, try cleanser can tops, jar lids, film spools, sections of plastic baskets, cardboard 
rolls, wire, cardboard rings (sliced form salt boxes,) or sections from pulp egg cartons. 

Paint your armor, as desired, and add tape binding around the face opening for a smooth finish. 

WEAPONS 

SPEAR - cut a long tapered blade from a cardboard carton.  for the hand guard remove the top of a 
salt box and cut a slit in the bottom, insert wide end of the blade into the slit far enough to grasp 
the end.  Tape a pipe cleaner to the pointed end of the length of the spear.  Cover with foil or spray 
paint. 

SWORD – cut from cardboard your desired shape.  Paint or cover with foil. 

LANCE – can be made from a bamboo or pine pole, tipped with a small rubber ball, and a 
cardboard hand guard taped in place. 

 

 

 



 
KNIGHT’S SHIELDS 
 
In the days of knighthood shields were decorated with designs which would identify them during 
battle.  Cub Scouts might be interested in learning something about    and the 
terminology that was used. 
 
The coat of arms is known as a “blazon.”  The shield is a “field”.  Everything on the field is a 
“charge”.  A diamond shape is a “lozenge”.  A star shape is a “mullet”.  Only seven colors are 
used:  gold, silver, red, blue, green, black, and purple. 
 
Round shields can be made from pizza cardboard.  Other shapes can be cut from corrugated 
cardboard.  Add handles on the back with tape and fasteners.  Decorate and paint.  Some ideas for 
designs are below. 
 
 

 

 

 



 
 
SIR LITTER 
 
Materials: Litter, tin cans, etc.  1 3-bl. coffee can 
 4 1-lb. coffee cans  poster board 
 wood for frame  glue, stapler, string 
 
Make a Knight in shinning armor out of cans, litter and different types of grasses, sticks and twigs. 
 
Make a wood frame; attach poster board to the front.  Head is made from a large 3-lb. coffee can 
or any type of metal bucket.  Hands are made from 1 1-lb. coffee cans, as are the feet.  Punch holes 
in 3-lb. coffee can to give the effect of a knight metal head cover.  Attach head and hands to the 
frame.  (Holes can be punched in each side of hand cans and tied on.)  Attach litter and cans to 
arm, leg and body areas until completely covered.  Add a sword, made from a tree limb and shield 
made from discarded cardboard, and Sir Litter will be ready to save the castle. 
 
This can be used as a den or pack project.  It could be an excellent project for the weekend and can 
be a mascot for your campsite. 
 
 

 
 
 
 



 
 
 
HAMBURGER PUPPETS 
 
Materials:   hamburger fast food boxes  yarn 
  construction paper    felt 
  fabric     buttons 
 
1. With scissors, poke three holes in the back of a clean hamburger box, two on the top and one 

on the bottom.  Place the holes in such a way as to enable the boys to insert their fingers to 
manipulate the puppet. 

2. Paste on facial features; attaching a felt tongue inside the box. 
3. Make a silly outfit and body from construction paper and/or material.  Decorate with the scraps 

of materials, buttons, etc. 
4. Tape or glue the body to the top of the puppet head. 
5. Add yarn for the hair.  Insert through holes poked into the top of the case or attach yarn with 

glue. 

 

MILK CARTON CASTLE 
 
Draw your street plan on a large sheet of heavy cardboard.  Use all sizes of cartons to make castle.  
Turn them different ways and group them together for larger castle areas.  Glue on pieces of paper 
for the towers, the steps, steeples and the walkways.  Be sure to include all the areas of the castle 
such as the church, the mote, the drawbridge etc. 
 
You can also decorate your castle with construction paper trees, twigs as trees, clay as soil to hold 
the trees, cotton ball bushes painted green, etc. toothpicks and drinking straws can be used to make 
a draw bridge and/or a fence.  Clay can also be used for small stone walls and castle walls. 
 
 



 
 
A CASTLE FOR OUR KNIGHTS 
 
Materials:  Paint 
  Glue 
  Equipment: Oatmeal or salt boxes 
     Towel rolls  
     Pringles cans 
Directions: Have each boy in your den find boxes for a den castle, 
  Glue boxes together to form a castle. 
  Paint and add flags cut from paper. 
  Make or use “Lego” Knight to defend your castle. 
  Display at your Cub World pack meeting. 
 

A SANDCASTLE COMPETITION 
 
In the sand box at the castle there are many opportunities to experiment 
with castle design.  Every child likes to play in the sand and here is an 
opportunity for some design skills to be included in the fun.  Let an 
individual Cub or a team of Cubs, build sandcastles and then judge 
them in different categories. 
 
Categories could include:  Most original, most boy like, most theme 
related, most ornate, most rooms, most real-like, etc. 

 
FLAG  
Materials: Felt scraps or vinyl material  Glue 
  Markers    Dowel stick 
  Heavy paper or material 
 
Directions: Make your own den flag for the Cub World pack meeting.  Cut paper to the  
 shape your den wants.  Add the den’s motto or yell. 
 
STAINED GLASS CANDLE 
Materials: Permanent black marker  Food warmers candle 
  Baby food jar    Tape 
  Colored glue mixture   Brush 
  Pattern 
 
Directions: 1. Tape pattern inside of jar and trace pattern with the black marker. 
  2. Paint over pattern on outside of the jar with desired glue mixture.  Brush  

on as evenly as possible.  If two colors in the pattern touch, let the first dry 
before applying the second color. 

3. After the glue mixture has dried, place a food warmer candle in the jar  
and light.  This makes a great decoration for the tables at your Cub World 
dinner. 

 



 
COSTUMES 
The entire pack should dress up in the traditional caste system that existed at the time.  For 
example, the king could be adorned with fine furs, jewelry, armed and wearing his coat of arms.  
This should continue down through all the levels of society to the lowest peasants. 

Ideas for characters and their costumes: 
�  King/Queen 
�  Lords/Barons 
�  Queens Court:  Ladies in waiting, attendants, etc. 
�  Wizards/Magicians 
�  Knights 
�  Bards/Minstrels 
�  Sages/Soothsayers 
�  Clerics/Holy men/Nuns 
�  Monks 
�  Thieves 
�  Barbarians 
�  Sheriffs 
�  Peasants 
�  Witches/Warlocks 
�  Archers 

Look through your family closets and put together an outfit for yourself.  You can also find great 
costume pieces at yard sales and thrift shops—just like the old clothes dealers in the medieval 
days! 

Wear tights or pants with a long, loose smock-type shirt over them.  Wear a belt at the waist and a 
cape tied at the neck. 

Crowns were symbols for how important a king or queen was.  They were made of gold or silver 
and decorated with precious stones.  A king or queen also held a royal mace and sword as symbols 
of his or her power. 

Royalty displayed these lavish treasures, along with their gold and silver dishes, jewels, and books, 
to impress visitors from other kingdoms.  The more treasures they could show off, the more 
powerful they were thought to be. 

ROBE 
Use an old royal blue or purple robe.  Trim the front edges and cuffs with stripes of cotton tatting.  
Add cotton to the hemline if desired.  Use a black marking pen to add splotches to the white cotton 
trim, making it look like ermine. 

CROWN 
Cut from cardboard, cover with foil, glue or pin fake jewels from old jewelry.  Staple the ends of 
the cardboard together to fit head. 

You can make a crown from a strip of colored paper.  Cut and decorate it with markers or glue and 
glitter.  Staple the ends together to fit your head. 

SCEPTER 
Glue a round ball to tip of a broomstick, paint silver. 



 
PREOPENINGS 
 
KNIGHTS IN ARMOR 
 
Below is a list of definitions of words that pertain to the days of knights.  Test your knowledge of 
medieval vocabulary by writing the number of each word after the definition. 
 

1. A weapon with a long wooden pole and a sharp steelhead 
2. An ancient engine for hurling missiles horizontally. 
3. A subject is one who places himself under the protection of another as his lord. 
4. Colors used in blazonry 
5. The ceremony of conferring Knighthood upon the squire. 

 
Answers 
1.  Lance  2.  Catapult  3.  Vassal 
3.  Tinctures  5.  Dubbing 
 
Find the words and circle them.  They can be backwards, forwards, or diagonal. 
 

 
ARMOR 

CELLAR 

COAT OF ARMS 

COURT 

SHIELD 

DUNGEON 

GATE 

TURRET 

HALL 

FEAST 

CUB 

 
 
 
 
 

F E A S T X E N O R H T 
S T A I R W A Y X A I E 
S A E N T A O M M M P R 
M G T G A T R A P M A R 
R M I I D U M G E O N U 
A A R S H I E L D V E T 
F R E A P W R B W E C R 
O G R M L E I B E C Y U 
T O A J A L L A W N R O 
A R M O R I E L E A B C 
O P L O W B U C L L R O 
C A M P S W O R L D R D   

 
MOAT 

RAMP 

RAMPART 

LANCE 

DRAWBRIDGE 

STAIRWAY 

THRONE 

WALL  

WELL 

CAMP 

WORLD 

 

 
 
 
 



 
 
Jeopardy Answers and Questions 
 
1. This person was responsible for making any necessary repairs to the weapons and tools. 
 Who is the blacksmith? 
2. This armor was worn by Italian foot soldiers. 
 What is brigandine armor? 
3. The strict code of ethics knights obeyed to be religious, honorable, and courteous. 
 What is Chivalry? 
4. A large stone tank in which rainwater is stored. 
 What is a cistern? 
5. The most important weapon of foot soldiers during the Middle Ages. 
 What is a crossbow? 
6. The main meal came around 10 or 11 O’clock in the morning. 
 What is dinner? 
7. This meal was served in the evening. 
 What is supper? 
8. This style of armor was popular in the 15th century. 
 What is Gothic Armor? 
9. This word describes the walkway along the top of a wall. 
 What is allure? 
10. This is a narrow vertical slit cut into a wall through which arrows could be fired from  inside. 
 What is an arrow loop? 
11. Name a word that describes a small column. 
 What is a baluster? 
12. This term describes a cylindrical roof. 
 What is a barrel roof? 
13. The name of the keystone or the center stone of the arch or vault. 
 What is a boss? 
14. This room is next to the kitchen where the beverages are dispensed. 
 What is the buttery? 
15. The zigzag molding is called this. 
 What is chevron? 
16. This is the level layer of stones or bricks. 
 What is the course? 
17, The great tower or keep is called this. 
 What is a donjon? 
18. This is a heavy timber platform built to span a moat between a gatehouse and surrounding land  
 that could be raised when required to block an entrance.  
 What is a drawbridge? 
  

 
 



 
WHERE IN THE CASTLE ARE YOU? 
 
Directions: Read the quotes below and write the location of each person in the castle as well as  
 the person who might be speaking. 
 
1. I check out every person entering or leaving the castle.  We don’t want any spies  
 getting in to poison the king! 
 
 Location:             
 Speaker: Chief porter  queen  squire 
 
2. This is where I have my shop.  I shoe horses, make spurs, and fit bridles. 
 
 Location:             
 Speaker: wheelwright  guard  blacksmith 
 
3. I spend a lot of time serving my knight here during a tournament.  I help him spur on  
 his spurts and I water his horse. 
 
 Location:             
 Speaker: page   guard  squire 
 
4. During battle I position myself here.  I can shoot my arrows outside, but the enemy  
 can’t shoot in. 
 
 Location:             
 Speaker: chamber maid queen  merchant’s wife 
 
5. As the castle’s chatelaine, I spend time here directing my ladies-in-waiting and training  
 young pages in good manners. 
 
 Location:             
  Speaker: chamber maid queen  merchant’s wife 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
THE KNIGHT’S CODE 
 
Be always ready with your armor on, except when you are taking a rest at night.  Defend the poor 
and help them that cannot defend themselves.  Do nothing to hurt or offend anyone.  Be prepared 
to fight in the defense of your country.  At whatever you are working, try to win honor and a name 
for honesty.  Never break your promise.  Chivalry requires that youth should be trained to perform 
the most laborious and humble offices with cheerfulness and grace, and do good unto others. 
 
THE CODE OF HONOR 
(Opening) 
Personnel: Cubmaster in knight’s costume, reader, Pack of Cub Scouts dressed as knights. 
 
Equipment: Knight’s costumes, including shields, and wooden swords, a scroll 
 
Arrangement: Cub Scouts form a closed circle around the Cubmaster, holding shields I front of  
  them and facing out. 
 
Cubmaster: We, the Knights of the Roundtable, are bound together in a circle of steel.  Let this  

steel wall remind us to keep from our land and from our daily lives these things that 
are not in keeping with our code of honor.  Now, Knights of the Roundtable, place 
your left hand on your sword.  May the spirit of honor and freedom go forth from 
you to all your brothers. 

 
Reader: (Repeats the Cub Scout Promise written on the scroll). 
  (The audience is then led in the song “America”) 
 
The Kings Thought (Closing) 
 
Personnel: Cubmaster or another leader, Cub Scouts 
 
Equipment: Table, small candle, and match 
 
Cubmaster: Now, fellows, let’s all gather in a circle around the table.  I’m going to put out all  

the lights.  (Extinguishes light.)  I want you to think about the darkness.  Now, I’m 
going to light this small candle (lights candle) and even this one tiny flame makes 
the room seem quite cheerful again.  That’s just the way it can be with a Cub Scout.  
He isn’t very big, but he can light up his home and make the people around him a 
little happier if he keeps the Cub Scouting spirit always alive.  DO YOUR BEST! 

 
Cub Scouts: We’ll do our best! 



 
THE BOLD WARRIOR 

 
Read by the narrator, this story requires responses from the audience.  When the sign is given, the 
group responds properly: 
 
Finger pointing upward:  “Hurrah!” 
Both hands starting low, gradually raised higher:  :AH-H-H” 
Palm moving forward brushing each other:  “SH-H-H” 
Hand moving down:  “BOO-O-O” 
 
In the days of old when knights were bold (HURRAH)  
And barons held their sway, (AH-H-H) 
A warrior bold with spurs of gold  
Sang his merry lay (HURRAH) 
“My love has golden hair! (AH-H-H) 
My love has golden hair! (AH-H-H) 
With eyes so blue and heart so true (AH-H-H) 
That none with her compare! (HURRAH) 
So what care I, though death be nigh (BOO-O-O) 
I’ll live for love or die! (SH-H-H) 
So what care I, though death be nigh (BOO-O-O) 
 
I’ll live for love or die”! (SH-H-H) 
 
So this brave knight with armor bright (AH-H-H) 
Went gaily to the fray! (HURRAH) 
He fought the fight, but era the night 
His soul has passed away (SH-H-H) 
His soul has passed away (SH-H-H) 
Yet era he died, he bravely cried, 
“I have kept the vow I swore!” (HURRAH) 
So what care I, though death be nigh (AH-H-H) 
I’ve lived for love and died! (HURRAH) 
So what care I, though death be nigh (AH-H-H) 
I’ve lived for love (HURRAH) 
For love! (BIGGER HURRAH) 
For Love! (TREMENDOUS HURRAH!) 
And died”. (BOO-O-O) 



 
KNIGHTS 
(Tune: Reuben, Reuben, I’ve Been Thinking) 
 
Knights in armor 
All that clanking, 
How on earth did they stand up? 
 
If they ever found the enemy, 
The noise would always  
Wake them up. 

THE CLUMSY KNIGHT 
(Tune:  Clementine) 
 
I’m a knight in shining armor, 
Like to rescue ladies fair. 
Many knights they practice sword fights 
I don’t take time to prepare. 
 
On a trip through the forest, 
Saw a lady in distress. 
So I rushed to help the fair miss 
Tripped and fell, and tore her dress. 
 
Then I came upon a dragon 
His breath was hot, his teeth were green. 
Had to kill it or he’s eat me 
Don’t know hoe he got so mean. 
 
So I summoned up my courage 
I ran toward him, sword held high,  
Then I tripped over his toenail, My sword fell 
into his eye. 
 
Now he’s known as Dragon One-Eye 
I’m known as Sir Trip-n’-Slay. 
Put my sword back in its scabbard  
I’m not safe, so there it stays. 
 
 
KNIGHTS IN ARMOR 
(Tune: Yankee Doodle) 
 
Knights in armor went to see 
The King at his castle. 
 
He let the drawbridge down for them, 
So there wasn’t any hassle. 
 
Noble men of long ago, 
Kept their armor shiny. 
Mind their horses and their bows, 
And every thing stayed dandy. 

 

 



KNIGHTLY JOKES AND APPLAUSES 
 
Jester:   Sir Lancelot was out in the woods this morning and he slew  
    a dragon and a pie cost. 
Voice from Audience:  What’s a pie cost 
Jester:   About a dollar” 
……………………………………………………………………………………………. 
 

Jester: One of King Arthur’s knights stormed into an inn.  A fierce blizzard raged  
outside.  “Can you lend me a horse?” he asked the innkeeper.  My steed is too tired 
to go another step.”  “Sir Knight,” the innkeeper replied, “I have no horse.  The 
only animal I have is that big old dog in the corner.”  “Very well,” said the knight, 
“I will ride him.”  “Oh no, sire,” the innkeeper cried.  “I wouldn’t send a knight out 
on a dog like this.” 

…………………………………………………………………………………………… 
 

Jester:  Why do dragons sleep in the daydreams? 
Voice from Audience: I don’t know, why? 
Jester:  It was Knight time. 
……………………………………………………………………………………………….  
 

Jester:  Why was the period between the tenth and fifteenth centuries   
   a.d. called the Dark Ages? 
Voice from Audience: Why? 
Jester:  It was Knight time. 
……………………………………………………………………………………………… 
 

Knight Applause 
Kneel and place your right hand on your left shoulder, then on your right shoulder, while 
saying “I DUB THEE SIR KNIGHT’. 

………………………………………………………………………………………………... 
 

Sword applause 
  Pretend to have a sword in your hand.  Swing it across your body 3 (three times,   
  saying, “Swish, swish, swish”. 
………………………………………………………………………………………………... 
 

Robin Hood Cheer 
  Shout “Steal from the rich and give to the poor!” 
……………………………………………………………………………………………… 
 

Crusaders’ Cheer 
  Shout “For God and King!” 
………………………………………………………………………………………………... 
 

Round Table Applause 
  Make a big circle like around a table with hands while clapping. 
 
 



KING ARTHUR’S MULBERRY TABLE (SKIT) 
 
Characters:  King Arthur, Sir Wolf, Sir Bear, Sir Webelos, Court Herald and   
    Royal Carpenter 
Setting:  Table (with a small cardboard top) with 5 chairs, appropriate knight  
    shields, etc. on the wall 
 
COURT HERALD: Hear Ye, Hear Ye, Sir Wolf, the Cunning.  (Sir Wolf enters in suit of  
    armor and begins looking at the table.) 
 
COURT HERALD: Hear Ye, Hear Ye, Sir Bear, the Brave.  (Sir Bear enters wearing   
    armor and also looks at the table.) 
 
SIR WOLF:  Good to see you.  How have you been? 
 
SIR BEAR:  Fine, fine.  Did King Arthur send for you, too? 
 
SIR WOLF:  Yes, I wonder who else is coming? 
 
COURT HERALD: Hear Ye, Hear Ye, Sir Webelos, the Achiever.  (Sir Webelos enters  
    and joins the others.) 
 
SIR BEAR:  Good to see you, Sir Webelos.  How have you been? 
 
SIR WEBELOS: Fine.  Did King Arthur send for you two? 
 
SIR WOLF:  Yes, I wonder who else is coming. 
 
SIR BEAR:  Yes, but we don’t know why. 
 
COURT HERALD: Hear Ye, Hear Ye.  King Arthur.   
    (King Arthur enters – all knights bow) 
 
KING ARTHUR: Stand up, stand up – Please be seated at my table, I have something  
    to share with you.  (All knights crowd to the head of the table to take  
    the seats closest to the King.) 
 
KING ARTHUR: Hold it, hold it – you can’t all sit in these two chairs – just be seated  
    anywhere.  (All knights stop, step back, then crowds around the   
    chairs again.) 
 
KING ARTHUR: Stop!  Stop!  What is wrong here? 
 
SIR BEAR:  I’m the strongest so I should sit next to you to protect you. 
 
SIR WOLF:  But I’m cunning – you need my cunning to advise you. 



SIR WEBELOS: But I have achieved so many things – surely you want me to sit next  
    to you.  (King raises his arms to quiet the knights.) 
 
KING ARTHUR: You all deserve to be seated at places of honor – each of you has   
    special talents. 
 
SIR WEBELOS: Then which of us will you honor? 
 
KING ARTHUR: Let me see . . . (King tries moving the knights to various positions at  

the table – each time stepping back, shaking his head and muttering, “No, 
no, that won’t do.)  Let’s try walking around the table so I can see how you 
look.  (All begin walking around the table.) 
 

KING ARTHUR: I don’t know what to do – just keep walking around and around the table  
    until I make up my mind. 
 
SIR WEBELOS: This would go easier with music. 
 
SIR BEAR:  What music? 
 
SIR WOLF:  How about “POP GOES THE WEASEL?”  (All begin singing, “Round and 
    round the Mulberry bush. . .”) 
 
KING ARTHUR: Stop!  STOP!  That’s it!  That’s it!  Royal Carpenter. . . Royal  

Carpenter . . . Get me the Royal Carpenter.  (All run off stage yelling for the 
Royal Carpenter.  They return with a nail apron or carpenter coveralls.) 
 

ROYAL CARPENTER: You sent for me, Sire? 
 
 
YELLOW FINGERS (Skit) 
 
Characters: Narrator, king, monster, page and however many knights you need to give  

everybody a part. 
(The following is a story idea that the boys can use to create their own skit.  Have 
fun with it!) 
 

This is a tale of a King who wanted to send a message to his friend who was also a King and who 
lived in the neighboring kingdom.  But every time the first King tried to send one of his knights 
WITH a message to the second King, the “YELLOW FINGERS” would eat up the knight.  The 
“YELLOW FINGERS” were monsters who lived in a river between the two kingdoms.  Anyone 
who tried to cross over the bridge of the river was always grabbed and eaten by the “Yellow 
Fingers.  Finally, the King had no knights left, so he sent the bravest of all his pages.  Sure enough 
the page made it safely to the neighboring kingdom with the important message . . . .  The moral of 
this story is:  LET YOUR PAGES DO YOUR WALKING THROUGH THE YELLOW 
FINGERS. 



DRAGON-AROUND 
 
Characters: Dragon (with head boy and as many body pieces as you need for the   
   correct number of boys in the den, finishing with a tailpiece), Sir Cub   
   Scout 
Scenery & Props:  Cardboard brushes, sword, flames, feather (large), marshmallow  
   or hot dog, red sock. 
Setting: Dragon comes on stage.  Head by sticks red-socked hand out of mouth  
   occasionally as if fire is shooting out. 
 
DRAGON: Ahhhh Choooooo. . . . .(as dragon sneezes throw red colored tissue   
   paper on fake bush as if it had caught on fore – do this a couple of   
   times) 
 
SIR CUB: Now cut that out.  Dragon, prepare to be slayed. 
 
DRAGON: Sir Cub, why are you going to slay me?  I’m a peaceful dragon.  I have  
   done you not harm. 
 
SIR CUB: No harm!  What do you call all these burning bushes, you are    
   destroying the king’s forest.  I promised the king I would take care of   
   you, and that’s just what I’m going to do. 
 
DRAGON: But you don’t understand it’s not my fault.  I just can’t stop sneezing.   
   Maybe you can take care of me another way? 
 
SIR CUB: (reaches into the dragon’s nose and pulls out a feather)  Here is the  

problem, no wonder you could not stop sneezing.  But in order to satisfy the 
king we must find something useful for you to do. 
 

DRAGON: What ca I do?  Being a dragon is all I know. 
 
SIR CUB: I have an idea (pulls out the hot dog, puts it on a stick and holds it in  

front of the dragon.)  Now blow on this, you can be the kings personal cook.  
His favorite food is charcoal broiled hot dogs. 

 
HOW TO BUILD A DRAGON 
Draw a dragon on cardboard and paint.  
Each section has arm straps on the back 
for the boys to carry.  Head boy uses sock 
on arm and sticks through the mouth to be 
a tongue of flame.  Let the boy’s practice 
holding pieces together and acting like a 
dragon. 

 
 



KNIGHT FOR HIRE 
 
The number of knights can be adjusted to fit your group.  No stage props are needed, other than a 
table and a couple of chairs.  You will need a large sign reading “KNIGHT EMPLOYMENT 
AGENCY”.  Also a toy telephone, an alarm clock to use as a telephone bell, and a toy whistle. 
 
Characters: MR. KNIGHT  owner of agency, dressed in business suit 
  KING ARTHUR wearing robe and crown-own 
  LONG KNIGHT tall boy, using tin can stilts 
  KNIGHT SHIRT wearing man’s nightshirt 
  ARABIAN KNIGHT wearing sheet, turban 
  SIR LAUGH-A-LOT well padded, dresses in a knight’s costume 
  SIR GALLON-HAD wearing overalls and carrying a gallon gas can 
 
SCENE 1: (As the scene opens, Mr. Knight is seated at the table and the phone is 
 ringing.  Use an alarm clock off stage for telephone bell. 
 
MR. KNIGHT:  Hello, Knight Employment Agency.  Mr. Knight speaking.  What can I  

do for you?  Yes Mr. Arthur.  You say you need some more help over at your company?  
Well, come right on over.  Perhaps I can find the man you’re looking for.  (He hangs up 
phone… stretches)  Boy, I’m really tired.  Hope he isn’t too late.  (Leans back in chair 
and closes eyes) Arthur…Arthur… that name sounds familiar.  (Stage darkens and Mr. 
Knight falls asleep) 
 

KING ARTHUR:  Good evening, sir.  I see from your sign that you have a knight  
employment agency.  So many of my best knights are away rescuing maidens in distress, 
I have need of more men.  Can you help me? 
 

MR. KNIGHT:  (very flustered) Welcome, your Majesty.  I’m honored to have you visit  
my humble office.  Yes, indeed.  I have several unemployed knights I’d like for you to 
meet.  Just sit over there.  I’ll call them in, one by one, so you can meet them.  (Mr. 
Knight blows a small whistle and calls out each knight by name.  Each knight enters, 
speaks his lines, and then steps back in line.) 
 

MR. KNIGHT:  (blowing whistle) Enter, Long Knight.  This long fellow is no poet, but  he is 
 bright, though he may not show it. 
 
LONG KNIGHT:  I’m over twelve hours long and several feet tall; in fact I’m the longest 
 knight  of all. 
 
MR. KNIGHT:  (blowing whistle) Enter, Knight Shirt.  Here’s a man that we’ve recruited; to 
 serve as night watchman, he’s well suited. 
 
KNIGHT SHIRT:  A nightshirt at tournaments you’ll never see, but for sleeping, I’m 
 popular as can be. 
 



MR. KNIGHT:  (blowing whistle) Enter, Arabian Knight.  Under this sheet there’s a lot  
 of sand; he comes from a brave Arabian band. 
 
ARABIAN KNIGHT:  (excitedly) I couldn’t park my camel.  I’m in a spot!  I don’t think 
 this town has a Camelot. 
 
MR. KNIGHT:  (blowing whistle) Enter, Sir Laugh-a-lot.  This cheerful fellow all gloom  would 
 ban; we call him our Good Humor Man. 
 
SIR LAUGH-A-LOT:  (giggling) I’, fat and jolly, hee-hee-hee.  Even a spear point tickles me. 
 
MR. KNIGHT: (BLOWING WHISTLE) Enter, Sir Gallon-Had.  Tigers and 
 dinosaurs he can understand; at slaying dragons he’ll be a good hand. 
 
SIR GALLON-HEN:   (SWINGING GAS CAN) When you’re out of gas, I’m a welcome 
 sight.  At a time like that I’m a popular knight. 
 
ALL:  (standing in a group) A wealth of talent we possess; good Knight Arthur please say yes. 
 
KING ARTHUR:  They’re all impossible I’ll be bound, even your table is square not round.  I’ve 
 never seen a sorrier sight; all I can say for now it GOOD NIGHT. 
 
 

 

 



TIME TO EAT! 
 

There are many foods that can be used for snacks that wee eaten many, many years ago.  The 
people ate the plants they grew and the animals that they raised.  Peasants had small gardens for 
their families; the castle had large gardens and orchards.  Whether they were rich or poor, 
everyone in the Middle Ages had much the same foods to eat. 
 
To create snacks that would have a medieval flare to them, you may use some of the following 
“today” foods: 
Food: Canned ham (sliced) 
 Frozen chicken pies 
 Raw carrots, celery, radishes – cut into interesting shapes 
 Hard-boiled eggs 
 Rye or wheat bread and butter 
 Sliced cheeses 
Drinks: Lemonade 
 Apple Juice 
 Milk 
Dessert: Sliced pound cake with honey or jam 
 
Any of these foods could create a medieval snack for a den meeting or for the snack during your 
visit to the Dee Brown Castle. 
 
There is no water supply at the castle.  Be sure to bring coolers for your drink especially if it is a 
hot summer day.  The drinking water was dirty and tasted bad.  Water, therefore, during the 
medieval times was prepared for drinking by boiling it, then mixing it in licorice, honey or wine. 
 
Milk was more of a treat because there was no way to keep it cold. 
 
Snack Ideas: 
 Serve eggs and crackers 
 

Make bread in you den meeting and serve it with honey.  Have lemonade for a drink. 
 
Taste party with different kinds of foods – This could even be blindfolded to see if the 
boys could recognize different foods from the smell of the food or from the taste of the 
food. 
 
Make ham and cheese finger sandwiches. 
 
Using honey as a sweetener, try different foods.  What foods taste good with honey as a 
sweetener and what foods do not taste good with honey?  Foods that you could try are:  
apples, pound cake, carrots, bread, ham, etc.  Use your imagination. 
 
 
 



 THE DEE BROWN FESTIVAL 
 

The festival should be a replica of a renaissance fair.  It should include games, activities, 
demonstrations, and entertainment. 
 
GAMES 
The prevalent games of the medieval times were either games of chance or games of skill. 

1. The shell game:  1 ball and 3 shells; figure out which shell the ball is under. 
2. The “Mindbender”:  A memory testing game.  This game is set up to test the player’s 

memory skills by laying several objects out and covering them with a cloth.  Allow the 
player to view the objects for a set time period and then recover the items.  The object is to 
get as many right as possible. 

3. Roulette:  although it was primitive in this time period they did have it.  A wheel was made 
with small notches carved out and labeled with numbers or symbols.  Drop a small ball and 
see where it lands. 

4. “Tomato Toss”:  This is a fun game of taking tomatoes and tossing them at a target.  This is 
done with a stationary target.  Sponges could be used.  Another target option could be the 
Cubmaster. 

5. “Bocci Poison”:  This game is like a mixture of Bocci and Croquet.  It is played on a large 
field with balls roughly the size of Bocci balls.  The goal is to become what is called 
“blackened” and eliminate the rest of the players by striking them on any single toss/roll. 

 
ACTIVITIES 
 

1. Archery Competition 
a. William Tell game – shoot an apple 
b. Dragon slayer – shoot facsimile dragon targets 
c. Strong Bow Competition – farthest shot fired by competitors 
d. Eagle Eye/Robin Hood – most bull’s-eye competition 

 
2. Tug of War:  Rope pulling competition over mud or water pit. 

 
3. Tarot Cards:  An activity to allow the boys to see and play the Tarot Cards.  

(Remove the controversial/negative cards, i.e. the death card.) 
 

4. Jousting:  Ideally done with horses and lances, but not applicable here.  Rather, pillow 
jousting would work standing on a just off-center platform. 

 
5. Messenger Relay Race:  Another activity to test the memory.  A message is given verbally 

to one boy who races to another and passes it on and on down the line until the last boy 
who gives what he thinks is the message to the judge/finish line area. 

 
 
 
 



DEMONSTRATIONS 
 

1. Magic/Wizardry:  A small magic display to bewilder the campers.  The hiring of a 
magician to attend Cub World with you or at the pack meeting before your Cub World 
visit. 

2. Music:  Either have musicians or a P.A. system playing classic Renaissance era music.  
This would be a key to developing the atmosphere as each Cub enjoys their visit to the 
castle.  Among the music that would add to the atmosphere would be a fanfare of 
trumpets, the song “Pomp and Circumstance.” 

3. Metallurgist/Blacksmith:  Maybe contact a blacksmith to come and put on a 
metalworking demonstration. 

 
 
ENTERTAINMENT 
 

1. Mock Fights/Jousting:  This “battle” can be set-up and choreographed before hand.  
Showing how the medieval warriors fought would be a sure attention grabber.  If possible 
this should be done with real authentic weapons and actions.  A strong recommendation 
is to explore possibilities of bringing in performers to conduct this. 

2. Wandering Jesters:  Have a group of “fools” wandering throughout the festival 
performing.  They could be likened to modern day clowns.  Appropriate costume is 
strongly encouraged. 

3. Soothsayer/Sage:  Have a “wise old-man” perform and relate a story related to the 
program or telling stories of folklore, Arthurian Legend and mythology.  Knights of the 
Roundtable, Robin Hood are good stories.  Arthurian legend includes the ideas for the 
King and his Knights fighting for justice in the service of their God. 

 
CLOSING 
 
(Cub Scout Sign) 

“May the spirit of Cub Scouting and then meaning of liberty, freedom, and honor be 
demonstrated by you for all to see each day of your life.” 
 
 

Use this space for planning your festival. 



FACILITIES AND PROGRAM SUPPORT 
 
 Physical: 
  Have a central gathering area for the meeting of the Cubs and their parents  
 and this area can also be used for the castle activities. 
 
 Program materials: 

1. Coat of Arms materials – Bring materials to make banners and coat of arms.  
These can then be displayed around the castle area. 

2. Resources 
a. Knights and Dragons 
b. King Arthur 
c. The Wizard of Oz 
d. Robin Hood 

 
 Theme Enhancement Props: 

1. Pennants:  As in olden times, these pennants should adorn the castle. 
2. Tapestries:  Castles often had many woven tapestries adorning its walls. They 

serve a three-fold purpose: decoration, insulation and noise reduction.  
Tapestries could be made in den meetings and then brought in the castle to be 
hung during your visit. 

 
RESOURCES: 

Local Library 
Arthurian Legends 
Mythology 
European History texts 
Classical Literature 
Fiction stories 
Robin Hood 
King Arthur 
Shakespeare 
Inferno – Dante 

Movies 
 Robin Hood 
Books  
 Dungeons and Dragons books and game     

                                                                                                    


