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FORT FARRINGTON 
PREFACE 

 
The program outlined in this theme guide will give your pack an exciting trail to follow as you roll your 
wagon train toward the Cub World fort – Fort Farrington.  Feel free to use this program, make changes 
to it, or develop your own plan. 
 
Included in this theme guide are gatherings, openings, games, songs, skits, jokes, run-ons, crafts, snack 
ideas, and closings.  They are divided into den or small group activities, and pack or large group 
activities.  Ideally the pack meeting and Fort outing should be held after the den meetings.  For your den 
meeting, choose those activities that are age appropriate and will meet your den’s pack meeting and fort 
activity goals.  The activities should help build excitement for your Fort Farrington outing. 
 
 

FORT BACKGROUND 
 
The mental image most of us have of a fort was formed by television and movies.  These shows depicted 
the many conflicts between cowboys, pioneers, United State Cavalry, and Indians.  Fortunately, not 
every meeting between these different cultures developed into an armed conflict. 
 
A fort is a fortified or protected place.  In the 1800’s many forts were built in the west as cities, 
stopovers for travelers, trading posts, and military posts.  Few were built for war purposes.  Each fort 
served as a refuge from elements, wild animals, and a few bands of raiding Indians and bandits.  Each 
fort was a city where families lived and worked.  Just like ancient cities built with a wall around them, 
and gates to enter and exit, forts had schools, churches, stores and homes.  Inside and outside the walls 
crops were grown, and livestock was raised for milk, hides and food. 
 
Fort Farrington is typical of the many forts that dotted the western landscape during the 1800’s.  The 
activities in this guide focus on the skills and activities the settlers developed to survive.  Children’s 
games and activities were frequently practice for necessary adult life skills. 
 
 

FORT FARRINGTON FACILITIES 
 

Permanent facilities at Fort Farrington include:  a storage room, a jail, an enclosed grassy area with a 
flagpole, a BB Gun/Air Rifle Range, steer heads, two meeting rooms with lofts, two look-out towers and 
horseshoe pitching pits. 
 
STORAGE ROOM 
Supplies provided by Circle Ten for fort activities are located here.  Supplies include:  horseshoes for 
horseshoe pitching area, lassos for steer roping, and signs for the pony express obstacle course. 
 
JAIL 
This room is too small for den activities.  This area would serve well as your unit’s First Aid and 
Administrative headquarters. 
 
GRASSY AREA WITH FLAGPOLE 
Use this area for an opening ceremony, announcements, awards ceremony, and closing ceremonies.  It is 
also large enough for games during activity time. 
 
 
 



 
 
BB GUN/AIR RIFLE RANGE 
The shooting range at Fort Farrington is available for participants in the fort program only.  In order to 
open the range a Circle Ten Council Certified BB Gun/Air Rifle Range Commander or an NRA 
Certified Instructor MUST BE PRESENT and IN COMMAND OF THE RANGE at all times.  (Training 
is available from Circle Ten Council).  Range officials must be prepared to show proof of certification to 
Camp Wisdom Rangers before being allowed to open the range.  All guns, ammunition (BB’s MUST be 
purchased at Camp Wisdom), and targets are provided by Circle Ten and may be checked out from the 
Camp Wisdom Rangers. 
 
During the frontier days, represented in the fort program, hunting for food was a part of every frontier 
family’s life.  Talk to the youth participants about where their food comes from today . . . mostly from 
the grocery store.  Go over different foods and discuss the source of each.  Food is fairly easy to get for 
all of us.  How easy was it in the frontier days?  Discuss the same foods and where these foods came 
from way back when.  Almost every family’s food supply depended on growing a garden, preserving 
vegetables in some way, growing or gathering wild fruits and preserving them, owning and maintaining 
a cow for dairy products, and keeping livestock or hunting wild game for meat. 
 
There are several target choices for the fort shooting range.  The Range Commander should plan to 
arrive early to check out the range equipment, set up targets, and load guns or pellet clips.  The Range 
Commander should also plan to stay later than the group to clean and return equipment to storage. 
 
Large animal targets represent the idea of hunting for game in frontier life.  Targets may be put on the 
animals in the vital spots.  In this shooting activity, stress the importance of good sportsmanship, 
hunting only what is needed, and game conservation.  The booklet, The Hunter and Conservation, 
published by the National Shooting Sports Foundation, is enclosed for more information on this 
philosophy.  It is important to aim carefully so as not to wound animals.  A poor shot results in crippling 
an animal that runs away into the woods to suffer and die, and nothing is brought home to eat.  As the 
participants retrieve their targets, comment on what is food brought home for the family; i.e., “I see your 
family will be having turkey for Thanksgiving Dinner or . . . venison stew for your family tonight”. 
 
The small metal animal targets can be used in the same way as the large animal targets.  These targets 
are very small and are designed for pellet ammunition only.  The advantage of these targets, even though 
they are small, is that you pull a string to reset them rather than going down range. 
Regular BB/Pellet gun shooting range targets may also be used.  Good hunters always practice 
shooting in order to maintain good hunting and shooting skills. 
 
STEER HEADS 
These are located on the south side of the grassy area inside the fort.  Lassos are in the supply room.  
The object is to throw the lassos over the heads of the steer.  Score one point if the lasso goes over one 
horn and three if it goes all the way over the steer head. 
 
 
MEETING ROOMS 
Plan a simple craft, quiet games (checkers or simple card games), or some other quiet activity for these 
areas.  There will be ample opportunity for extremely active, large motor games and activities.  These 
quiet areas are ideal for short rest times and cooling off periods. 
 
LOOK-OUT TOWERS 
These areas are too small for group activities, but terrific for a boy’s imaginative play.  Allow ample 
time for boys to climb and explore the entire fort area. 
 
HORSESHOE PITCHING PITS 



Three pits are located outside of the fort enclosure to the north.  Standard horseshoe rules and 
horseshoes are located in the storage room inside the fort. 
 
SURROUNDING AREA 
The area surrounding the fort is a large open treeless field which may be used for active large motor 
games and activities such as the pony express obstacle course.  Please stay within an area close to the 
fort.  Do not allow participants to wander in or play on any other Cub World elements during your visit. 
 

 
 
 
 
 
 
 
 
 
 
 

 



 
PLANNING TIMETABLE 

 
1. Make reservations. 
 
2. Select a Cub World Coordinator.  This person must be BALOO trained and be on site during 

your Cub World visit. 
 
3. Plan meetings with the den leaders and Cubmaster.  (You will need to plan your activities for 

your visit to Cub World.  A planned program will make your visit more memorable. 
 
4. Schedule a parent meeting to let the parents know what is planned, the schedule of events and 

their involvement in your program. 
 
5. Theme den meetings 
 
6. Theme pack meetings 
 
7. Final coordination meeting with leaders to finalize plans and answer any questions. 
 
8. CUB WORLD DAY: DATE:  ARRIVAL TIME:    
 
Cub World is located at Camp Wisdom/Camp Billy Sowell located at 6400 Redbird Lane in 
Dallas.  From Dallas go south on US-67 and exit I-20.  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 a 15 mile/25 minute drive. 
 
An alternate route is to take Loop 12 south to Spur 408.  Exit Grady Niblo Road, turn left under 
the highway and then right on the service road.  Follow this road as it curves to the camp entrance 
on the 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 your Scouts for when they are at the 
campsite. 
 
    FRIDAY 
�   Arrive at Cub World after 4 p.m. 
�   Get settled in your campsite.  You may take up to 5 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 a.m. until 12:30 noon participate in your program theme area. 
�   From 12:30 p.m. until 2 p.m. the campsite must be cleaned and cleared. 
�   Once your campsite is clear, the Campmaster has checked you out and all your gear is packed into your 
     vehicles, 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 p.m. 
�   Go to your program theme area from 1 to 4:30 p.m.  You may take up to 5 vehicles to the campsite to  
    unload and then the vehicles must immediately return to the parking lot. 
�   Sometime after 4:30 p.m. you can set up your campsite. 
�   During the evening hours, visit with other unit leaders on the use of the Cub World Activities Center. 
�   Once your campsite has been cleared and the Campmaster 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 will also mean that a Cub Scout 
pack can only camp for one night.  Camp Wisdom Cub World in the only Circle Ten Council camp that allows 
for a Cub Scout pack to camp.  A Cub Scout pack that has not signed up for a program element CANNOT  
Camp at Camp Wisdom. 



FORT FARRINGTON 
 
PRE-PLANNING 
Cub World is a family program for Cub Scouts and their families participating in a half-day experience with the 
selected them area as the focus for the program.  A Theme Program Guide has been developed for a month’s 
worth of western/fort activities.  This guide is essential for the successful planning and carrying out of your 
pack’s outing.  It has been designed to encompass more that just the actual fort visit.  Complete den meetings 
with suggested crafts, ceremonies, games and activities are included in the guide to help leaders and Cubs 
prepare and get excited about their Fort Farrington experience.  There is also a pack meeting program included 
that can be used as a kick-off before the big day. 
 
In addition, the program for your visit to the fort is outlined with a schedule to follow (a.m. and p.m. times are 
listed) and activities to conduct.  Your pack has the option of developing its own program, but you will be 
restricted to the fort area for the day.  The program is designed to be staffed by adult volunteers from your pack.  
Circle Ten does not provide staffing with the exception of the Camp Wisdom Rangers or Camp Commissioners 
who conduct check-in and checkout procedures.  They are available to answer general questions. 
 
Planning is essential for a successful fort program.  Assign coordination of the month’s activities to a pack 
leader other than the Cubmaster or Committee Chair, possibly a parent with good organizational skills.  Make 
sure the Cub World pack coordinator and all dens have a copy of the Fort Farrington them guide. 
 
Three months prior to your visit, the coordinator should meet with the den leaders and Cubmaster to review the 
den and pack meeting programs outlined in the theme guide.  Den leaders should decide which crafts and 
costuming they want to work on (see the theme planning guide) during their den meetings.  At this meeting, you 
should also agree on the program to be followed during the pack meeting (see the theme planning guide) and 
your fort outing. 
 
One month prior to the event weekend, you should hold a parent meeting.  This may be done as part of a pack 
meeting or be held with individual dens.  The objectives of the meeting are: 
 
 I. Recruit volunteers to staff program areas (they, and the coordinator should arrange 
  to arrive at the fort at least ½ hour before the rest of the pact to organize and prepare  
  activity areas. 
 
 II. Determine how many participants plan to attend. 
 
 III. Distribute an informational hand out that includes at least a minimum of the following: 
  A. Date      E. What to bring 
  B. Times      F. Eating arrangements 
  C. Car pooling arrangements   G. Map 
  D. What to expect    H. Schedule 
 
 IV. Answer questions 
   

 
 

 
 
 
 
 



PLANNING YOUR DAY AT FORT FARRINGTON 
 
It is strongly suggested that you organize specific activities for your visit.  No one will be allowed to wander 
freely around Camp Wisdom or enter any other Cub World program areas. 
 
ON the following pages, you will find a Cub Scout Den Meeting Program Planning sheet, a Pack Meeting 
Planning Sheet and a suggested Fort Farrington Program Schedule.  The Fort Program Schedule is divided into 
5 twenty-five minutes activities, an opening ceremony, a closing ceremony and a clean-up time.  Times are 
given for a morning or afternoon visit.  It is suggested that you plan 5 activities and rotate the pack through 
these areas in a round-robin format.  (For more specific activity suggestions, see the theme planning guide.) 
 
Also included are individual and unit checklists of supplies to bring with you.  Your unit may want additional 
items placed on the list depending on the specific activities you have planned. 



FORT FARRINGTON 
Program Schedule 

 
Departure date:     Time:      Location:        
 
Upon arrival at Camp Wisdom, park only in the designated parking lot.  Gather at the gate of Fort Farrington 
with all supplies. 
 
TIME   ACTIVITY        DEN/PERSON RESPONSIBLE 
 
9-9:10 or  
1-1:10  Opening ceremony, flag ceremony and announcements Den       
 
9:15-9:40 or 
1:15-1:40 1.                
 
9:45-10:10 or 
1:45-2:20 2.                
 
10:15-10:40 or 
2:25-2:40 3.                
 
10:45-11:10 or 
2:45-3:10 4.                
 
11:15-11:40 or 
3:15-3:40 5.                
 
11:45-12 or Awards presentation, closing ceremony, flag         
3:45-4  ceremony and clean up. 
 
12 or  Check out with Camp Ranger of Camp Commissioners Cubmaster, Committee Chair, and/or 
4          Fort Farrington Pack Coordinator 
 
12:15 or 
4:15  Depart Camp Wisdom 
 

Additional Notes 
 
                
 
 
                
 
 
                
 
 
                
 
 



INDIVIDUAL GEAR CHECKLIST 
 
Close-toed shoes    Rain gear or poncho   Non-aerosol insect repellent 
Sunscreen     Drinking cup or water bottle  Cap or hat 
Coat or jacket (as weather dictates)  Camera with film (optional) 
 
Families should also bring their own supply of any necessary over-the-counter or prescription medications.  
Parents are responsible for administering all medications and providing medical attention for their own children.  
A first aid kit, supplied by the pack, will be available for use. 
 
The following items may NOT be brought onto Camp Wisdom property: 
 
Weapons of any kind      Personal firearms and ammunition 
Bows and arrows      Illegal drugs 
Sheath knives       Pornography in any form 
Black powder       Any alcoholic beverages 
Fireworks of any kind 
 

PACK GEAR CHECKLIST 
 

First aid kit     Trash bags    Paper cups 
Drinking water coolers (no ice available) 
Additional items necessary for activity areas: 
 
                
 
                
 
                
 
 
 
GEAR PROVIDED BY CIRCLE TEN COUNCIL FOR THE FORT FA RRINGTON ACTIVITY AREA 
 
BB guns/ammunition/targets     Steer heads/lassos    
Signs for the pony express obstacle course 
(Packs must provide all other supplies for this activity. (See the Fort Farrington theme planning guide) 



DEN OR PACK GATHERING ACTIVITIES 
 
 

CACTUS MAZE 
 
The object is to get to the top of the cactus. 
 
 
 
 

 
 



 
TEXAS WORD FIND 

 
DEEP IN THE HEART OF TEXAS 

 
The 36 worlds and phrases below are hidden deep in the heart of Texas.  They may be vertical, horizontal or 
diagonal, but are always in a straight line.  Can you find them all? 
 
 
 

 
 
 
 
 
 



PACK YOUR WAGON 
 
 

 



YOUR BRAND OF FUN 
 
Cattle were branded as a means of identifying who owned them.  When grazing on the open range, cattle from 
more than one ranch sometimes roamed together in search of food and water.  One look at the brand told who 
owned each cow. 
 
Match the brand symbol with its ranch name.  Place brand name letter next to the correct brand symbol number. 
 
 
 

 
 
 
 
 



OPENINGS 
 

AN OLD WEST SHOW 
 
Personnel:  8 Cubs in western attire. 
Scene:  All Cubs are standing in front of the room and read or say script in turn. 
 
CUB #1:  In Buffalo Bill’s Wild West Show many stars of the Old West showed off what they could do. 
CUB #2:  Sharpshooters would show their accuracy with pistols and rifles.  They would set their sights and 
never miss their target. 
CUB #3:  Indians would perform death-defying feats on bareback horses, jumping on and off the horses as they 
moved, but always keeping their balance. 
CUB #4:  Chuck wagons would race across the arena, with the driver keeping the team of horses working 
together so they wagon stayed on course. 
CUB #5:  Cowboys would ride their bouncing bucks always staying in the saddle and never letting the horse 
throw them to the ground. 
CUB #6:  Buffalo Bill brought all these parts of the Old West together so he could share with people in other 
parts of the country what the frontier was all about. 
CUB #7:  And so these performers showed things about the Old West that we can use today.  Set your sights on 
something and go do it; keep your balance in life; work together as a team; stay in control of your life; and share 
what you know with others. 
CUB #8:   Every Wild West show started with cowboys on horseback riding into the arena with the flag of the 
United States.  As in the old Wild West shows, let us begin our pack meeting tonight by honoring our flag with 
the Pledge of Allegiance.  Attention, salute, “I pledge allegiance . . .” 
 
 
 
 

OLD WEST PHILOSOPHY 
 
Personnel:  5 Cubs dressed in western attire. 
Setting:  Cubs are lined up in front of the audience. 
 
CUB #1:  The pioneers and settlers of the western plains were bound by their desire to live free. 
CUB #2:  They felt that they had to show respect for their fellow man. 
CUB #3:  Respect for his beliefs, respect for his belongings, respect for his privacy, and respect for the ground 
he walks on and the air he breathes. 
CUB #4:  In doing so, they showed respect for themselves and secured freedom for all. 
CUB #5:  Will you please join me in the Pledge of Allegiance. 



CLOSINGS 
 

PIONEERS AND CUB SCOUTS 
 
Personnel:  Cubmaster could read the poem, or Cubs from a den could read it with each Cub reading a verse. 
Setting:  Standing in front of the audience. 
 
The pioneers blazed a trail 
Through wind and storm and hail. 
The cavalry defended them all 
They were always on call. 
 
The wagon trains forged ahead 
Day after day after day. 
From dawn to sunset 
They made their way. 
 
The cavalry faced great hurdles 
And defended the land. 
Even against great odds 
They always made their stand. 

If it hadn’t been for those 
Pioneers of long ago, 
We might not have the life 
We’ve now come to know. 
 
So when the going gets rough 
And you think you’re done in, 
Pick yourself up 
And do it again. 
 
The Scout, the cavalry and the pioneer 
From this part of the west 
Are all dedicated to 
Always doing their best. 

 
CUBMASTER’S MINUTE – TRAILS 

 
The early pioneers and settles traveled many trails on their journey west.  It was a long trail littered with hard 
work and many disappointments.  There were good times, good friends and many wonderful achievements, too. 
 
Cubs, you’re going to travel many trails in your life.  I’m not talking about the ride down here in the care 
tonight either.  I’m talking about all the different endeavors and adventures that everyone takes during a 
lifetime.  No trail is too long or too difficult if you really want to take it.  Don’t ever start down a trail without 
believing that you will finish and come to the other end.  What would we have done if all t hose who went 
before use never believed that they would finish the trail they took?  All of our futures lie in the hearts and souls 
of each of you.  Don’t be afraid to travel down those unknown and sometimes lonely trails.  Instead, enjoy the 
adventure that the trails of the future hold for you. 

 

 
 



DEN OPENINGS AND CLOSINGS 
PIONEER OPENING 

 
Personnel:  Denner reading opening and Assistant Denner holding the flag. 
Scene:  Both are standing at attention in front of the den. 
 
“When pioneers came to the west many years ago, they were looking for opportunities to start a new life in this 
country.  They came with hopes and dreams and a spirit that would not be broken.  They cleared the land and 
started the farms and communities that we live in today.  Let us honor these brave pioneers who helped 
American grow by pledging our allegiance to the country that gave them that opportunity, the United States of 
America.  I pledge allegiance . . .” 
 
 

CAVALRY OPENING 
 
Personnel:  Denner reading opening and Assistant Denner holding the flag. 
Scene:  Both are standing at attention in front of the den. 
 
“The cavalry in the old west provided an important service for settlers as they made their way to their new 
homes.  The forts were a place of safety from Indian attacks and a place to refresh and renew before the settlers 
set out for the next part of their journey.  Let us honor those brave men and women who helped tame the old 
west while serving their country by repeating the same pledge that they made to the flag of the United States of 
America.  I pledge allegiance . . .” 
 
 

AMERICA THE BEAUTIFUL  
 
Personnel:  Denner reading opening and Assistant Denner holding the flag. 
Scene:  Both are standing at attention in front of the den. 
 
“O beautiful for spacious skies, for amber waves of grain, for purple mountain majesties above the fruited 
plain.”  Yes, our country is indeed beautiful – from the charm of New England on the eastern coast to the deep 
blue lakes of Minnesota, to the towering mountains, the golden wheat fields, the roaring rivers, the majestic 
Grand Canyon and the expansive deserts of the west, to the giant redwoods of California on the western coast.  
We are proud of our beautiful American and pledge ourselves to keep it beautiful.  There is a beauty in each of 
the 50 states, and in the flag that represents those states.  Will you join me in the Pledge of Allegiance?  I pledge 
allegiance . . .” 
 
 

FORT OPENING 
 
Personnel:  Denner reading opening and Assistant Denner holding the flag. 
Scene:  Both are standing at attention in front of the den. 
 
“The United States built forts throughout the Southwest for protection and places of refuge for pioneers who 
were settling our great country.  The United States Cavalry occupied these forts, dedicated men who risked their 
lives to keep the peace in a vast wilderness.  They led an arduous, lonesome existence and often gave their lives 
so that the pioneers could live without fear, the west could be settled and we could live free.  They repeated the 
same pledge and raised a flag similar to the one we use today.  Let us honor their memory by repeating the 
Pledge of Allegiance.  I pledge allegiance. . .” 
 



CLOSINGS 
 

ROPE CIRCLE 
 
Personnel:  Den Chief or Den Leader reading closing. 
Props:  2-foot length of rope for each Cub. 
Scene:  Give each Cub Scout a piece of rope.  Ask them to tie their ropes together with square knots.  Holding 
the knotted rope with their left hand, have them for a friendship circle, lean back against the rope and let the 
rope support them. 
 
“You are held together in a friendship circle by a rope joined with square knots.  The square knot is also known 
as the friendship knot.  You are also joined together by your belief in the Cub Scout promise.  Will you please 
join me in repeating that promise?  I (your name), promise . . .” 
 
 

 
PONY EXPRESS 

 
Personnel:  Den Chief or Den Leader reading closing. 
 
“The pony express was a unique service dedicated to getting the mail through to the people in the old west.  The 
pony express relied solely on teamwork and the ability of its riders to deliver the mail.  If a rider made the 
wrong turn, or a horse or rider wasn’t ready to go at the next station, the mail would be late and the entire 
system would be messed up. 
Our den is much like the pony express.  We must all work together to accomplish our goals.  If someone is late, 
or disrupts the meeting, or forgets to bring something, the system breaks down just like the pony express.  Let 
us dedicate ourselves to following the example of the pony express and strive to do our best as individuals and 
as a den. 
Will you join me now is repeating the promise that binds us together.  I (your name) promise . . .” 
 
 

STEER WRESTLING 
 
Personnel:  Den Chief or Den Leader reading closing. 
 
“One of the most popular rodeo events is a contest called steer wrestling or “bulldogging”.  The event runs 
something like this:  a steer is released from a caged chute.  As the steer runs out into the arena, the cowboy 
rides quickly out to catch up with the steer.  On the other side of the steer is a cowboy called the “hazer”, whose 
job it is to keep the steer running straight.  As the cowboy catches up with the steer, he jumps off his horse, 
grabs the steer by the horns, and wrestles or throws it to the ground.  If he’s lucky and fast enough, he’ll win the 
contest and the prize money.  But the cowboy doesn’t keep all the prize money for himself.  Part of it goes to 
the hazer; part of it goes to his sponsor who has helped pay for the cowboy’s expenses; and if the cowboy used 
someone else’s horse, he gives part of the prize money to its owner. 
Many accomplishments that each of us achieves in life have a lot do to with help from others – including our 
parents, teachers and friends.  Always remember, like the steer wrestler, to give credit to those who have helped 
you.  Also, always be ready to help someone else.  Their accomplishments can only make you a better person, 
too. 
Please join me in repeating the Cub Scout motto:  “Do a good turn daily.” 
 
 
 



BE A HELPER 
 
Personnel:  Den Chief or Den Leader reading closing. 
 
“The settlers of the old west often lived many miles from their nearest neighbors.  They got together, however, 
to help each other.  A man could not build a barn by himself.  When a pioneer had his entire lumber ready, he 
would have a “barn raising”.  Neighbors would come from miles around bringing their whole families and tools 
to help.  The men would work all day sawing and nailing and helping each other and hold heavy lumber.  The 
women worked all day cooking large meals to feed everyone.  Even the children were assigned simple tasks, 
like straightening nails or bringing water to the workers.  Everyone worked very hard and at the end of the day, 
when the barn was built, they would often celebrate with a party or dance.  They worked hard toward a common 
goal and celebrated their accomplishments. 
Our Cub Scout dens and packs are a lot like those early pioneers.  We all work very had to learn new skills.  
Once a month we get together with the entire pack to celebrate and acknowledge your accomplishments.  This 
spirit of helping each other helped build our great nation.  We continue this tradition today in Scouting.  Will 
you please join me in the Cub Scout promise:  I (your name) promise to . . .” 
 
 
 
 
 
 
 
 

 



ADVANCEMENT 
 

DAVY CROCKETT ADVANCEMENT 
 
Personnel:  Fun-loving adult, dressed as Davy Crockett, complete with a toy rifle.  Cubmaster or Advancement 
Chair dress in uniform. 
Props:  Awards 
Setting:  Cubmaster or Advancement Chair is in front of the room.  Davy makes grand entrance. 
 
DAVY:   Howdy folks!  My name is Davy Crockett.  I heard this is a good place to get me a mess of Bobcats! 
 
CUBMASTER:  You must be a stranger around here.  This is a Cub Scout pack meeting, and the only Bobcats 
around here are the Cubs who have earned the Bobcat badge.  Let me introduce them to you.  (Call up boys and 
parents to present awards.)  You know, Mr. Crockett, our Bobcats have had to learn a whole lot of stuff and 
I’m afraid some of them are still a bit fierce.  Why, they’re so fierce that we have to pin their Bobcat badges on 
upside down!  They can’t be sewn on right side up until they’ve proven how civilized they are by doing a good 
deed.  Would you please help me pin the rank badges on these fierce Bobcats? 
 
DAVY :  Why, I’d be might proud to help you pin some Bobcats.  I’ve done it before you know.  (Bobcat 
presentations are performed.  Bobcats and parents return to their seats.)  That sure was interesting.  I heard told 
about a pack of wolves that hang around these parts.  You wouldn’t be knowin’ about where they hang out, do 
you? 
 
CUBMASTER:   We have some Wolves right here in our pack, Mr. Crockett.  But these Wolves are Cub 
Scouts who have climbed the trail of Scouting to the next advancement rank.  I’ll show you.  (Cubmaster calls 
up boys and parents and presents awards.  Boys and parents return to their seats.) 
 
DAVY:   Very impressive, but not exactly what I had in mind to hunt.  A trapper down ‘round Dallas told me 
you had a lot of big bears around these here parts.  I’m aimin’ to bag me one.  You know where some might be? 
 
CUBMASTER:   Our Bears are a year older and wiser than our Wolves.  They’ve learned to take care of knives 
and tools, learned how to tie knots, and even learned about you, Mr. Crockett.  (Cubmaster calls boys and 
parents up and presents awards.  Boys and parents return to their seats.)  Mr. Crockett, would you like to see 
our Webelos get their awards? 
 
DAVY:   What in tarnation is a Webelos? 
 
CUBMASTER:   Cubs, let’s tell him!  (Turn to the audience and shouts)  Cubs, what does Webelos stand for?  
(Cubs answer, “We’ll be loyal Scouts!”) 
 
DAVY:   Now, THAT I can understand.  I’m a scout, too . . . a TRAIL scout. 
 
CUBMASTER:   Webelos Scouts learn about our government, first aid, the outdoors, and have even slept under 
the stars just like you.  I’ll call them up to meet you.  (Boys and parents are called.  Awards are presented.  
They return to their seats.) 
 
DAVY:   Well now, Mr. Cubmaster, Cub Scouting sounds like a mighty fine way to raise up a young-un.  Wish 
we’d had Cub Scouts when I was a lad.  I’d best be getting’ on with my hunting now.  So long, and remember, 
always stay on the Scouting trail, and you might end up a legend jus’ like me! 



 
 

PONY EXPRESS ADVANCEMENT 
 
 
Personnel:  Cubmaster or Awards Chairperson 
Props:  Awards in a saddle bag (brown paper bag made to look like leather – see crafts) 
Setting:  Cubmaster or Awards Chairperson is in front of the room. 
 
 
CUBMASTER: 
We’ve been traveling the west this past month.  I know several of the dens have studied the pony express and 
tonight we’re going to revisit some of those famous pony express stations.  All Cub Scouts receiving awards 
will become pony express riders and their parents will be the station agents. 
 
The Bobcat station is our first stop.  This part of the trail is very long and hard as he learns to live the ideals of 
Cub Scouting – the Cub Scout Promise, the Law of the Pack, the motto, as well as the sign, the handshake and 
the salute.   It’s a long hard ride to the Arrow of Light, but the following pony express riders have made a good 
start.  (Call up Bobcat candidates and their adult partners.  After presenting awards, ask them to be seated.) 
 
Next a Cub is ready to continue his journey to the Wolf station.  There are 12 achievement mileposts on this 
trail between rank stations.  Just as the pony express rider galloped along the trail, defying the danger and 
hazards of the wilderness from one station to the next, so a Cub begins his gallop along the trail to Wolf Valley 
Station.  The following Cubs have completed that ride.  (Call up Wolf candidates and their adult partners.  
After presenting awards, ask them to be seated.) 
 
We have pony express riders who have galloped another 12 miles to Bear Ridge Station, accomplishing 
important feats along the way.   Will the following brave pony express riders and their station agents please 
come forward?  (Call up Bear candidates and their adult partners.  After presenting awards, ask them to be 
seated.) 
 
The next groups are Cubs that have made the long trip to Webelos Lodge Station.  They have already passed the 
fitness milepost and two others.  Will the following Cubs and their adult partners please come forward?  (Call 
up Webelos and their adult partners.  After presenting awards, ask them to be seated.)  The following Webelos 
have passed the following activity mileposts.  (Present activity badges.) 
 
The last station on our pony express trail represents the mountaintop of Cub Scouting.  This is the Arrow of 
Light Station.  On this trail the Cubs have slept under the stars and have completed requirements, which will 
enable them to continue the Scouting trail. Will the following Cubs and their adult partners please come 
forward?  (Call up Arrow of Light candidates and their adult partners.  After presenting awards, ask them to be 
seated.) 
 
I would like to congratulate all these fine riders and station agents for advancing along the Cub Scout Pony 
Express Trail.  As you ride along life’s trail, you will learn and advance.  And as you advance, you will grow. 
 
 
 
 
 
 
 



DEN AND PACK PIZZAZZ 
(Songs, skits, audience participation, cheers, jokes and run-ons) 

 
SONGS 

 
HOME ON THE RANGE 
 
Oh give me a home where the buffalo roam, 
Where the deer and the antelope play. 
Where seldom is heard a discouraging word, 
And the skies are not cloudy all day. 
 
(Chorus) 
Home, home on the range, 
Where the deer and the antelope play. 
Where seldom is heard a discouraging word, 
And the skies are not cloudy all day. 
 
How often at night when the heaves are right, 
With the light from the glittering stars, 
Have I stood here amazed and asked as I gazed, 
If their glory exceeds that of ours. 
 
(Chorus) 
 

 
 
 
HAPPY TRAILS TO YOU 
 
Happy trails to you, 
Until we meet again, 
Happy trails to you, 
Keep smilin’ until then. 
Who cares about the clouds if we’re together, 
Just sing a song and bring the sunny weather. 
Happy trails to you, 
‘Til we meet again. 
 
 
 
 
 

SHE’LL BE COMIN’ ROUND THE MOUNTAIN 
(With motions and sound effects) 
She’ll be comin’ ‘round the mountain when she comes,  
Toot, Toot! 
(Pull whistle cord in the air.) 
 
She’ll be comin’ ‘round the mountain when she comes, 
Toot, Toot! 
(Same motion.) 
She’ll be comin’ ‘round the mountain, 
She’ll be comin’ ‘round the mountain, 
She’ll be comin’ ‘round the mountain when she comes. 
Toot, Toot! 
(Same motion.) 
 
2nd verse 
She’ll be drivin’ six white horses when she comes, 
Whoa!  Back! 
(Pull back on reins.) 
 
3rd verse 
And we’ll all go out to meet her when she comes, 
Howdy, Ma’am! 
(Wave hand) 
 
4th verse 
And we’ll kill the old red rooster when she comes, 
Hack!  Hack! 
(Chop wrist with side of hand.) 
 
5th verse 
And we’ll all have chicken and dumplings when she 
comes, 
Yum! Yum! 
(Rub tummy.) 
 

 

 



CLEMENTINE 
 
In a cavern, in a canyon, 
Excavating for a mine, 
Dwelt a miner, forty-niner, 
And his daughter, Clementine 
 
(Chorus) 
Oh my darlin’, oh my darlin’, 
Oh my darlin’ Clementine. 
Thou art lost and gone forever, 
Dreadful sorry, Clementine. 
 
Light she was and like a fairy, 
And her shoes were number nine, 
Herring boxes, without topses, 
Sandals were for Clementine. 
 
(Chorus) 
 
Drove she ducklings to the water, 
Every morning just at nine, 
Hit her foot against a splinter, 
Fell in the foaming brine. 
 
(Chorus) 
 
Saw her lips above the water, 
Blowing bubbles mighty fine, 
But alas, I was no swimmer, 
So I lost my Clementine. 
 
(Chorus) 
 
 

             
 
JOHNNY APPLESEED BLESSING 
O – the Lord is good to me, 
And so I thank the Lord, 
For giving me 
The things I need, 
The sun and the moon and the apple seed, 
Yes, the Lord is good to me. 

CLEMENTIN THE MULE  
(Tune:  “Clementine”) 
In a cavern, in a canyon 
Excavating for a mine, 
Was den of trusty Cub Scouts 
And their mule named Clementine 
 
She was stubborn and mule headed 
Couldn’t get her in the mine. 
Now she’s lost and gone forever 
We’re not sorry Clementine. 
 
Tried to lead her, tried to feed her 
All she’d do was stand and whine. 
When we pulled her by the tail is 
When we lost our Clementine. 
 
First she see-sawed, then she hee-hawed 
Then she broke loose from the line. 
To the mountains we have lost her 
We’re not sorry Clementine. 

                 
 
THEY CALLED THE WIND MARRIAH 
 
Away out here they got a name for rain and wind and fire. 
The rain is Tess, the fire’s Jo, and  
They call the wind Marriah. 
Marriah blows the stars around and  
Sends the clouds a ‘flying. 
Marriah makes the mountains sound  
Like folks up there is dyin’. 
 
(Chorus) 
Marriah, Marriah, they call the wind Marriah. 
 
Before I know Marriah’s name and heard her wail and 
Whinin’; I had a girl and she had me and the sun was 
Always shinin’. 
But then one day I left my girl, I left her far behind me 
And now I’m lost, so gol-darn lost not even God can find 
me. 
 
(Chorus) 
 



THE COWBOY’S SWEET BYE AND BYE 
(Tune: “My Bonnie Lies Over the Ocean” 
 
Last night as I lay on the prairie and gazed at the 
Stars in the sky, I wondered if ever a cowboy 
Could drift to that sweet by and by. 
 
(Chorus) 
Roll on, roll on, roll on little doggies 
Roll on, roll on. 
Roll on, roll on, roll on little doggies, roll on. 
 
The road to that bright heavenly region is a dim 
Narrow trail so they say, but the road that leads the 
Other way, is littered with those that have strayed. 
 
(Chorus) 
 
They tell of another great roundup where cowboys 
Like doggies will stand, They’ll be cut by the 
Rider of Judgment, they say he knows everyone’s 
brand. 
 
(Chorus) 
 
 
WISDOM CUB SCOUT FORT 
(Tune:  “Quartermaster Store” 
 
There are mountain men who smell like old bear 
dens, At the fort, at the fort. 
There are mountain men who smell like old bear 
dens, At Fort Farrington Cub World Fort. 
 
(Chorus) 
 
My eyes are dim, I cannot see, I have not brought 
My specks with me. 
 
(Remaining verses set up as the first one with 
chorus between each.) 
 
There are Pony Express, who can’t read the 
address… 
There’s a Wild West Show, I can’t afford to go… 
There are cavalry, their horses tied to trees…. 
There are buffalo with hunters ‘tween their toes… 
There are brave Cub Scouts running all about… 
There are Cub Scout leaders, slapping at the 
skeeters…. 

COWBOYS HAVE A SMELL 
(Tune:  “Battle Hymn of the Republic”) 
 
My eyes have felt the dust of the old cattle trail, we have 
Driven them down the gullies and through the rain and 
Hail, We are riding into town for a drink of ginger ale, a 
Cowboy and his horse you’ll know them by their smell. 
 
(Chorus) 
Cowboys smell like old leather, There horses don’t smell 
Much better, And if you smell ‘em when they ride by, I’ll 
bring great tears to your eyes. 
 
Cowboys on the trail you know they really like to munch, 
They eat beans for breakfast and they eat beans for lunch, 
They eat beans for dinner, yep they eat beans a bunch, 
That keeps them charged up, so they really pack a punch. 
 
(Chorus) 
 
The cowboys stood the test of the old Chisholm trail, 
When the goin’ got rough those cowboys would prevail, 
One an’ all looked up to them no matter how they smelled. 
‘Cause they did their jobs and more very well. 
 
(Chorus) 
 

                                    ‘ ’ 

 



SKITS 
 

LONE RANGER & TONTO 
 
Characters: Cubs dressed as the Lone Ranger and Tonto, and a narrator to set the scene and cross the stage 

with the “Later that night” sign. 
Props: Artificial campfire, sleeping bags and a sign reading “Later that night” 
Setting: The Lone Ranger and Tonto are snuggled in their sleeping bags near the campfire.  The narrator 
 Stands to the side of the stage to set the scene. 
 
NARRATOR:   Tonight we join the Lone Ranger and Tonto.  They’ve had a full day of righting wrongs, have 
had a good meal, and are settling down around their campfire for a well-deserved night’s rest. 
LONE RANGER:   ‘Night, Tonto.  You are a good and faithful friend. 
TONTO:   Good night Ki mo sa bi. 
(Lone Ranger and Tonto lie down and pretend to sleep.  Narrator crosses stage with “Later that night” sign. 
TONTO:   (Tonto awakens and looks around slowly.)  Ki mo sa bi!  Ki mo sa bi!  (Tonto reaches over and 
shakes the Lone Ranger.  Lone Ranger wakes up groggily and looks around.)  Look up at the sky and tell me 
what you see. 
LONE RANGER:   (Looks up at the sky.)  I see millions and millions of stars. 
TONTO:   What does that tell you? 
LONE RANGER:   (Scratches chin and ponders for a moment.)  Astronomically it tells me that there are 
millions of galaxies and potentially billions of planets.  I can tell by their placement that the time is about 3:00 
in the morning.  Religiously I feel God’s presence and feel small and insignificant as measured against these 
vast heavens.  Weather wise, and not seeing any clouds in the sky, I can predict that we will have a fine and 
beautiful day tomorrow.  Tell me, my great and wise Indian friend, Tonto, what does it tell you? 
TONTO:   Lone Ranger, my friend, it tells me that you are a meathead.  Seeing the open skies like this tells me 
THAT SOMEONE HAS STOLEN OUR TENT! 
 
 
 

LEWIS AND CLARK GET LOST 
 
Personnel:   4 Indians, Lewis and Clark 
Setting: Indians are on stage, Lewis and Clark enter. 
 
LEWIS:  Hello, Indians.  My name is Lewis. 
CLARK:  And mine’s Clark.  We’re exploring our way across 
this new land. 
INDIAN #1:  We don’t think it’s a new land.  We’ve lived here 
all our lives.  
LEWIS:   Great!  You should know your way around these parts very well. 
CLARK:   And that’s terrific because you see, we’re lost!  Could you help us find our way to the Missouri 
River? 
INDIAN #2:   Missouri River?  Never heard of it. 
INDIAN #3:  Me, neither.  I’ve heard of the Misery River, but it’s downstream quite a ways. 
INDIAN #4:   I once ate some liver from a cow from Missouri, but I guess you’re not looking for the Missouri 
Liver. 
LEWIS:   You’re all crazy!  You’ve lived here all your lives, and you can’t tell us how to get to the Missouri 
River? 
CLARK:   You must not roam much. 
INDIAN #1:   We may be crazy, and we may not roam much, but at least we’re not lost! 



THE BALLAD OF PISTOL PETE 
 
Characters:  Three Cubs dressed as cowpokes Joe, Bill and Sam; one Cub 
dressed as the old cowboy, Pistol Pete, and a voice off stage. 
Props:  Sticks for cowpokes to pretend to whittle on, dinner bell, and a stick 
horse for Pistol Pete to ride in on. 
Scene:  Cowpokes are lazin’ around in chairs, whittling. 
Note:  To make the skit even funnier, have the Cubs sing the song titles. 

 
JOE:  Look at that old sun going down.  Gives you a lonesome kind of feelin’.  I like mornings better. 
BILL:   Boy, you musta’ been kicked in the head by a mule.  This is the best time of day when our work is all 
done and we’re a waitin’ for supper. 
SAM:  Yup, I’m a tendin’ to agree with you, Bill.  But you have to admit this is a kind of lonesome time of day.  
Nothin’ excitin’ ever seems to happen in the evenin’. 
JOE:  (shading his eyes and looking into the distance)  Say, wait a minute!  Look off there across the prairie.  
See that cloud of dust?  Somebody’s a comin’ and I’d say he’s in a big hurry. 
(All shade their eyes and look off into the distance.) 
BILL:  Looks like we might have some excitement tonight after all.  (Pistol Pete enters on stick horse, 
dismounts and walks over to the cowpokes.) 
SAM:  Well lookie here, if it ain’t a “Red Headed Stranger”.  Howdy!  Who are you and where are you headin’ 
in such a hurry? 
PISTOL PETE:   “I’m an Old Cowhand from the Rio Grande.” 
JOE:  Why that’s a far piece away.  On the far side of “The Red River Valley” I hear. 
BILL:  You wouldn’t be from “The Streets of Laredo” now would you? 
PISTOL PETE:  Naw, I make my “Home on the Range”. 
SAM:  What ‘cha in such a hurry for, stranger?  Wouldn’t be ridin’ out to see “Oh Suzanna” now would ya? 
PISTOL PETE:  Shucks, no.  I’m going home to “My Clementine”.  I heard “She’ll be Comin’ ‘Round the 
Mountain When She Comes” and I sure want to be there.  (Dinner bell sounds offstage and a voice calling, 
“Come ‘n get it.  Beans and hot dogs tonight!” 
JOE:  Well, Pete, you’re welcome to set awhile with us and share supper.  I hear we’re going to “Get Ah-long 
Little Doggie”. 
PISTOL PETE:   Thanks a lot fellas, but “Don’t Fence Me in”.  I’m not getting any younger and I don’t want 
anybody to “Bury Me Not on the Lone Prairie”.  I guess it’ll be “Back in the Saddle Again” for me.  So long 
fellas.  (Pete mounts stick horse, waves to cowpokes and rides offstage.) 
BILL:   (Speaks to audience.)  You know, I think I’ve heard folks a singing about that thar’ Pistol Pete.  Don’t 
know what they found to sing about.  I thought he was too old and mournful a cowboy to get excited about.  
Guess there’s a lesson to be learned by you folks, though . . . “Mammas, Don’t Let Your Babies Grow Up to be 
Cowboys!” 
(Other cowpokes chase Bill offstage.) 
 

GO WEST YOUNG MAN 
(A very short, silly story) 

 
The golden spike had been driven; thereby indicating the completion of the 
first transcontinental railway.  Now, it would be possible to get on a train on 
the East Coast and travel directly to the West Coast.  Several different  
companies joined in enthusiastic competition for passengers to ride from New York to San Francisco.  They had 
not, however, counted on one complication – the company that made the passenger cars had manufactured the 
seats too small.  The passenger’s seats wouldn’t fit in the train seats, so to speak!  The railroad companies were 
forced to counter the financial and public relations disaster with the soon-to-be-famous disclaimer posted in all 
New York railroad stations – “No west for the reary!” 



TOO MUCH ARGUMENT 
 
Personnel:  3 Cubs dressed as cowboys, 1 Cub dressed as a cow (if you have it, use a real cow costume; if not, 
pretend horns, a tail, and a sign “COW” would be just as funny.) 
Props:  Artificial campfire, 3 whittling sticks and knives (real or pretend) 
Setting:  Cowboys are lazing around the campfire whittling on sticks.  All of their actions are slow, very 
deliberate and dragging.  Cow enters at intervals, moving slowly, from one side of the stage to the other. 
(Cow enters and walks slowly across the stage.  After a delay, cowboy #1 says. . .) 
COWBOY #1:  “That were Rancher Brown’s cow.” 
(Cow enters and walks slowly across the stage.  After a delay, cowboy #2 says. . .) 
COWBOY #2:  “That were NOT Rancher Brown’s cow.” 
(Cow enters and walks slowly across the state.  After a delay, cowboy #3 says. . .) 
COWBOY #3:  “I can’t stand this arguing.  I’m going home.” 
 
 
 
 
 

SHERIFF’S OFFICE 
 
Personnel:  1 Cub dressed for the part of the Sheriff, 5 Cubs dressed in western attire. 
Props:  Table and chair with papers spread on top of the table.  Plastic plucked chicken, like 
those found at party shops, is off stage for later use. 
  
SHERIFF:   (Looks up from his work.)  Can I help you boys? 
COWBOY #1:  It seems that two of our turkeys have run away.  With food being so scarce, we need to try to 
find those turkeys. 
SHERIFF:  I agree with you.  Before we start looking though, I need to ask you a few questions.  First, what 
are the turkey’s names? 
COWBOY #2:  Dolly and Billy Bob. 
SHERIFF:   How big are they? 
COWBOY #3:  Dolly is about 2 and a half feet high and weights about 45 pounds. 
COWBOY #4:  Billy Bob is about 3 feet high and weights about 55 pounds. 
SHERIFF:   Where were they last seen? 
COWBOY #5:  Last we seen ‘um they were high tailin’ it to the bushes in the north forty. 
SHERIFF:   Well, I think I have enough information.  I guess I can start lookin’ into this.  You stay here while I 
go out and investigate. 
(The Sheriff leaves while the cowboys mumble among themselves.  Soon the sheriff returns holding the plucked 
chicken.  The cowboys looked dismayed.) 
COWBOY #1:  But Sheriff, we lost two turkeys and you bring back a plucked chicken! 
SHERIFF:   Yea, that’s true.  But you said the last you seen of ‘um they were high tailin’ it to the bushes in the 
north forty. 
COWBOY #2:  Yea, that’s right, but we still don’t understand. 
SHERIFF:   Well, it’s really quite simple.  They way I see it, a bird in the hand is worth more than two in the 
bushes! 



AUDIENCE PARTICIPATION 
 

                       THE SAD TALE OF TWO COWBOYS 
 
Divide your audience into four groups and assign one of the following parts to each group: 
 
WILD BILL HICCUP:  Hic-c-cup! 
HAP-A-LONG CATASTROPHE:  Oooophs! 
CACTUS:  Ouch! 
HORSE:  Not again!  
 
Let me tell you the story of two famous cowboys and their HORSES from western history.  Yea, you guessed it!  
There were WILD BILL HICCUP and his sidekick, HAP-A-LONG CATASTROPHE.  It seems that WILD 
BILL HICCUP was constantly plagued with long seizures of hiccups for which there seemed to be no cure.  
Many doctors all over this land of sagebrush and CACTUS had tried to cure him but it was all in vain.  Nothing 
worked. 
 
WILD BILL HICCUP’s sidekick, HAP-A-LONG CATASTROPHE, was also plagued with a peculiar ailment.  
It seems that he was so clumsy that he was like a HORSE in a china shop.  He stumbled his way from one 
catastrophe to another.  Out in this land of sagebrush and CACTUS these two men were continually keeping 
each other company and trying to keep out of the way of others so as not to disturb any more people and 
HORSES than necessary.  Thus, WILD BILL HICCUP and HAP-A-LONG CATASTROPHE were together 
constantly. 
 
One day, as usual, HAP-A-LONG CATASTROPHE stumbled and fell while trying to mount his HORSE, thus 
scaring the HORSE and causing the HORSE to run away.  Now WILD BILL HICCUP was HAP-A-LONG 
CATASTROPHE’s best friend and he felt sorry for him.  WILD BILL HICCUP told HAP-A-LONG 
CATASTROPHE to jump onto his HORSE and they would ride out through the CACTUS and look for the 
runaway HORSE. 
 
Finally, with much effort and many tries, HAP-A-LONG CATASTROPHE made it onto the HORSE with 
WILD BILL HICCUP and they rode off through the land of sagebrush and CACTUS.  After riding for a while 
they caught sight of the HORSE.  It had calmed down and was slowly walking among the CACTUS.  Wouldn’t 
you know it!  WILD BILL HICCUP got so excited at finding his HORSE that he began to hiccup violently and 
of course, HAP-A-LONG CATASTROPHE, being the way that he was, could not take the jerking of his friend 
on the HORSE.  Just as they came to the next big CACTUS, WILD BILL HICCUP gave out a most tremendous 
hiccup, which sent HAP-A-LONG CATASTROPHE sprawling right into the middle of the biggest CACTUS, 
which frightened the HORSE again and sent him running off into the sunset. 
 
The last we saw of our western heroes, HAP-A-LONG CATASTROPHE was still trying to get on WILD BILL 
HICCUP’s HORSE, only to be sent flying back in the CACTUS by a giant hiccup from his best friend.  I’m 
sure after so many trails and failures, our heroes must have felt the whole thing was pointless, but the CACTUS 
was still there to remind them of the point. 



 
                                                                          PECOS BILL 
 
Divide your audience into 4 parts and assign them the following responses: 
 
PECOS BILL – “Yahoo!”                               COYOTE – coyote howl 
HORSE OR WIDOWMAKER – Whinny     SLUE-FOOT SUE – “Oh, Bill!” 
 
PECOS BILL fell out of the wagon while traveling westward with his family.  
He was found by a pack of COYOTES and it wasn’t long before PECOS BILL 
started acting just like a COYOTE.  PECOS BILL howled at the moon like a   
COYOTE, sniffed sagebrush like a COYOTE, and some say he even had fleas just like a COYOTE. 
One day a cowpoke came by and told PECOS BILL that since he didn’t have a tail like a COYOTE, he figured 
that he must be a human.  He also told him that the only humans in this part of the west were cowboys, so he’d 
better get himself a HORSE to ride and act like a cowboy.  Now poor PECOS BILL had no idea how to get a 
HORSE. 
A couple of days later PECOS BILL had slipped back into his old COYOTE ways and was stalking game when 
suddenly he came upon a whole herd of HORSES.  A HORSE is just what I need thought PECOS BILL.  So he 
watched and stalked that herd of HORSES until he saw just the colt for him.  It was as rough as a tiger and as 
crazy as a streak of lightning.  He soon cornered that colt in a draw, fed it barbed wire and dynamite, and named 
it WIDOWMAKER.  Those two, PECOS BILL and WIDOWMAKER, were soon a team back-flipping and 
somersaulting all over Texas. 
One day while they were bouncing around the Pecos River, they cam across a wild-looking, red-haired woman 
riding on the back of the biggest catfish PECOS BILL had ever seen.  The woman looked like she was having a 
ball, screeching ‘Ride ‘em cowgirl!” as the catfish whipped her around in the air. 
“What’s your name?” PECOS BILL asked. 
“SLUE-FOOT SUE!  What’s it to you?” she answered as she war whopped across the river. 
My on my, but from that day on all PECOS BILL could think about was SLUE-FOOT SUE.  He was so love-
struck that he reverted to some of his old COYOTE ways.  He sat on his haunches in the moonlight and began 
a-howling and a-hooing.  That was ok though, because SLUE-FOOT SUE had a bit of COYOTE in her, too.  It 
wasn’t look before the two of them decided to get married. 
On the day of the wedding, SLUE-FOOT SUE wore a beautiful white dress with a steel spring bustle, and 
PECOS BILL appeared in an elegant buckskin suit.  After the ceremony, SLUE-FOOT SUE got it in her head 
that she just had to have a ride on WIDOWMAKER.  Well, PECOS BELL tried his best to talk SLUE-FOOT 
SUE out of it, but she just wouldn’t listen.  Before you know it, SLUE-FOOT SUE, wearing he white wedding 
dress with steel spring bustle, had jumped on the back of WIDOWMAKER.  WIDOWMAKER bucked up in 
the air with such force that suddenly SLUE-FOOT SUE was flung over plains and mesas, deserts and prairies.  
When SLUE-FOOT SUE landed on her steel spring bustle she rebounded right into the sky up past the moon.  
As she bounced back and forth between earth and the moon, PECOS BILL whirled his lariat above his head and 
lassoed SLUE-FOOT SUE.  But instead of bringing her back down to earth, he got yanked into the night sky 
right past the moon with her! 
Poor PECOS BILL and SLUE-FOOT SUE were never seen walking this earth again.  And to this day, there’s 
some folks who say that PECOS BILL and SLUE-FOOT SUE are still bouncing back and forth between the 
moon and earth.  You can tell it’s so every time you hear a COYOTE how ‘cause that’s just the COYOTES way 
of saying howdy every time they see PECOS BILL and SLUE-FOOT SUE bounce by. 



RUN ONS 
 
1st CUB:  Did you ever hear that story about Davy Crockett and how he killed a bear when he was only 3? 
2nd CUB: Yes, I think I’ve heard that legend.  Why 
1st CUB:  Know how he found the bear? 
2nd CUB: No.  How did he find the bear? 
1st CUB:  Well, he was traveling down a famous Illinois – Indiana trail and he saw a sign that said “Bear to the 
right!” 
 
1st CUB:  Yipee-ti-yi-yay!  Yipee-ti-yi-yay! 
2nd CUB: What in the world are you doing? 
1st CUB:  I’m trying to give away these dachshund puppies. 
2nd CUB: But why are you yelling ‘yipee-ti-yi-yay!’? 
1st CUB:  Oh, that’s cowboy talk for ‘get your long little doggies’! 
 
1st CUB:  Have you heard that they have trained animals with horns to play music through their antlers?  They 
are supposed to be putting on a concert in my hometown of Buffalo, New York at the new domed stadium. 
2nd CUB: Are you going to the concert? 
1st CUB:  Sure, since it’s in the town where “I live in a home near the Buffalo Dome where the deer and the 
antelope play!” 
 
1st CUB:  How much are the spurs? 
2nd CUB: $10 a pair. 
1st CUB:  Here’s $5, give me one. 
2nd CUB: What can you do with one spur? 
1st CUB:  Well, I reckon if I can get one side of the 
horse going, the other side will keep up! 

1st CUB:  Who’s the oldest settler in the west? 
2nd CUB: Death Valley Scotty? 
1st CUB:  Nope. 
2nd CUB: Buffalo Bill? 
1st CUB:  Nope. 
2nd CUB: Wild Bill Hickok? 
1st CUB:  Nope. 
2nd CUB: I give up.  Who? 
1st CUB:  The sun! 

 
 
                                                      AUDIENCE WAKER UPPER 
                             (Use if your audience is going to sleep or you need a time stretcher.) 
                                               PAUL BUNYAN THE LUMBERJACK 
 
Call two fun-loving adults to the front of the room and designate them to be the  
following: 
Foreman – he says “TIMBER!” 
Whistle Punk – he says “TOOT-TOOT!” 
 
Divide the remainder of the group for the following parts: 
Sawers – “SAW!  SAW!”  (They pair up facing each other and grasp each others elbows making sawing 
motions.) 
Fallers – “CHOP!  CHOP!”  (They pantomime chopping motions.) 
Donkey engines – “CHUG!  CHUG!”  (They move their arms around and around like the wheels of a train.) 
 
Get the entire camp working – Sawers, Fallers and Donkey engines – slowly and quietly at first.  They become 
louder and louder and faster and faster until finally the tree is ready to come down.  The foreman yells 
“TIMBER!”, the Whistle Punk yells a loud, high and long “TOOOOT!  TOOOOT!” 
All work stops and everyone yells “CRRRASSSHHH!” 



                                                                                  CHEERS 
 
LUMBERJACK:  Divide audience into two groups, the Chips and Chops.  As you point to 
each group, they holler in unison, “CHIP!” or “CHOP!’  This is repeated faster and faster 
until the tree is chopped down and all holler ,”TIMBERRR!” and “WHOOSH!” as the tree  
hits the ground. 
 
CASEY JONES:  Divide the pack into two groups.  One group says, “CLAP!”  The other group says, 
“SHSSS!”  Point to each side alternately, slowly at first, then faster.  Finally the leader pulls the whistle and 
says, “WHOO!  WHOO!”  Everyone joins with “CRASH! KA BOOM!  POW!” 
 
BIG FOOT:   Hold one foot up in the air showing the sole of your shoe.  Put hands to the 
side of your face and scream:  “AAHHH!  THERE REALLY IS A BIG FOOT!” 

 
 
LONE RANGER #1:  Hold reins with one hand and wave other arm in the air while yelling:  “HI HO SILVER 
AWAY!” 
 
LONE RANGER #2:  Ask the audience what the Lone Ranger says when he takes out the trash “TA DA 
DUMP, TA DA DUMP, TA DA DUMP DUMP DUMP!”  (Say this to the tune of the Lone Ranger theme 
song.) 
 
RODEO:  Take a pretend 10 gallon hat off your head 
and yell:  “RIDE ‘EM COWBOY!”  
 
STEER ROPIN’:  Hold arm in the air and turn in a circular motion three times, making circle larger and larger 
each time.  Pitch arm forward and yell, “YEE HAA!” 
 
CLIPPITY CLOP:  Cubs clap hands; slap right thigh, then left thigh to the rhythm of hoof beats.  Go faster 
and faster.  Clippity clop, clippity clop, clippity clop. 
 
CLIP CLOP:  Divide audience into two sections.  Point at one and have them yell:  “CLIP!”  Point at the other 
and have them yell:  “CLOP!”  Point faster and faster. 
 
RATTLESNAKE:   Say:  “RATTLE, RATTLE . . . HISS, HISS! 

 

 
CACTUS:  Hold upper arms straight out from shoulders, and hands and forearms towards ceiling.  Yell:  
“YUCCA!  YUCCA!  YUCCA!” 
 
CUB SCOUT   
COWPOKE:  Have the audience yell:  “ROLLIN’, ROLLIN, ROLLIN!  KEEP THOSE CUB SCOUTS 
ROLLIN’!” 
 
LITTLE CUB SCOUT:    Have the audience yell:  “GIT ALONG LITTLE CUB SCOUT!  GIT ALONG!” 
 
SIX SHOOTER:  Point finger in the air and say, “BANG!  BANG!”  Then blow smoke from the muzzle of the 
“gun” and put it in your holster. 
 
COW:  Make a fist with left hand with thumb down, grasp thumb with right hand, and pretend to milk a cow 
while saying, “SH-SH-SH-SH!” 



JOKES AND RIDDLES 
 
Hey, look at that bunch of cows! 
Not a bunch, a herd. 
Heard what? 
Herd of cows. 
Sure, I’ve heard of cows. 
No, I mean a cow herd? 
What do I care what a cow heard? 
 
What did the bandanna say to the cowboy hat? 
You go on ahead, I’ll just hang around! 
 
How can you tell if a buffalo is under your bedroll? 
The ceiling of your tent is very close! 
 
What do you find between the hooves of buffaloes? 
Very slow buffalo hunters! 
 
Knock!  Knock! 
Who’s there? 
Toledo. 
Toledo who? 
It’s easy Toledo horse to water, but you can’t make 
him drink! 
 
What did the buffalo say to his son when he went on 
vacation? 
So long? 
No, Bison! 
 
What do you call a marriage between a cowboy and a 
cowgirl? 
A western union! 

Do cows often graze alone? 
Hardly ever! 
 
What goes oom, oom, oom? 
A cow walking backwards! 
 
Which way did the computer rustlers go? 
Data way! 
 
Do you want a saddle with a horn? 
Reckon not!  There isn’t much traffic out here! 
 
The posse is looking for a man with one eye called 
Butch! 
What’s the other eye called? 
 
 
 
 
 

 
 

THE TROUBLE WITH HORSE RACING 
(A very short, silly story) 

An ambitious, but ignorant rich man decided he would increase his fortune by getting into the thoroughbred 
horse racing business.  He bought a ranch in Kentucky, stocked it with good horses, and hired some cowpokes 
to manage the horses and ranch while he did other things.  He quickly found, however, that the money flowed 
only in one direction – out of his pocket and into the ranch. 
He decided to make a surprise visit to his ranch and found to his horror that he had been financing a retirement 
home for old lazy racehorses.  His horses were there, all right, but each one gave clear evidence of living a 
totally sedentary life.  The horses moved so little that they were all grossly out of shape and fat.  They were so 
unused to moving that many small birds had built nests in the horses’ hair and were busy raising their young.  
The rich man was really upset.  So much so that he fired all the cowboys.  Next, he grabbed a ladder and a rake 
and started cleaning the horses, ripping the bird nests out of the horses’ hair. 
His anger was so great that he gave the following instructions to his new cowboys:  “Beast is beast, and nest is 
nest, and never the mane shall tweet!” 



GAMES 
STOMP THE RATTLER 
The object of the game is for each Cub to stomp 
As many “rattlers” as he can while protecting his own 
“rattler”. 
 
Equipment: 
1 airship balloon for each Cub 
String 
 
Directions:  

Blow up balloons and tie closed.  Cut string in 12” lengths.  Tie one end of the string to the balloon and the 
other end to a Cub’s ankle.  On the signal “GO!”, Cubs try to stomp and break everyone’s “rattler” while trying 
to keep theirs from being stomped.  Once a Cub’s “rattler” has been stomped (popped) he is out.  The last Cub 
with an intact “rattler” is the winner! 
 

RIDE ‘EM COWBOY 
 
Equipment: 
Per team:  1 cowboy hat, belt, holster and gun, 1 chair and lost of round blown up balloons. 
 
Directions: 
Divide the Cubs into teams.  A chair is placed about fifteen to twenty feet in front of each team.  On the signal 
“GO!”, the first person on each team puts on the cowboy hat, cowboy holster and gun and places a balloon 
between his knees.  He proceeds in bowlegged fashion to the chair where he places the balloon on the seat and 
rides the “bronco” until it breaks.  He then returns to his line, passing his hat and belt to the next cowboy who 
repeats the action. 
 

TONTO 
 
Equipment:  Stickers or pieces of masking tape (10 per Cub), cardboard box and a blindfold. 
 
Directions:  Tonto, a blindfolded Cub, stands in the center of a large circle.  Besides him is the box.  Other Cubs 
are given stickers or masking tape.  These Cubs circle on hand and knees trying to crawl up silently and place 
their stickers on the box.  If Tonto hears a sound, he calls “WOLF!” and points in the direction of the noise.  
The Cub caught must start over again.  A time limit should be set.  The Cub who places the most stickers or 
tape on the box wins.  Play several times so all the Cubs can be TONTO. 
 

HAY TUG OF WAR 
 
Directions:   
This is a good outdoor game for 2 or more Cubs.  Each Cub picks a blade of grass.  The first makes a loop out 
of his blade, holding the ends between thumb and index finger of one hand.  The second bushes his blade of 
grass through the loop of the first, and then makes a loop of his blade in the same manner as the first.  Both 
Cubs now pull against each other’s blades.  The Cub whose blade of grass remains intact is the winner.  The 
winner receives his opponent’s broken pieces, and both go on to play matches with the rest of the Cubs.  The 
Cub with the most pieces of broken grass is the hay tug of war champion! 



WATERMELON SEED SPITTING 
For distance and accuracy 

 
Equipment: 
Watermelons 
Large kitchen knife 
 
Directions: 
Slice watermelons into Cub friendly slices.  (adult activity) 

 
Spitting for distance: 
Line Cubs up in one long straight line.  Distribute watermelon slices.  Each Cub eats watermelon and spits seeds 
at will.  The Cub who spits the seed the furthest is the winner. 
 
Spitting for accuracy: 
Mark a starting line.  Make a target (like an archery target) on a piece of poster board.  Place the target flat on 
the ground about 10 feet from the starting line.  Distribute watermelon slices.  One at a time allow Cubs to spit 
seeds at target.  The Cub who gets closest to the center of the target wins. 
 
 

FIRE BRIGADE I 
 
Equipment: 
2 buckets – same size 
2 much larger open-mouthed tubs 
2 smaller open-mouthed tubs – same size 
Directions: 
Divide den into two teams.  Each team forms a line side to side an arms spread distance apart.  At one end of the 
line is the larger tub full of water.  At the other end is the smaller empty tub.  Give each team a pail.  The first 
boy on each team dips the pail in the larger tub filling his pail and passes it down the line to the last Cub who 
empties it into the empty tub.  The last Cub then runs back to the full tub, fills it, and passes it down the line as 
before.  This continues until all Cubs have had a turn pouring water in and running back to the start line.  When 
both teams have finished their turns, measure the water in the end tubs.  The team with the most water in their 
tub is the winner. 
 
 

FIRE BRIGADE II 
 
Equipment:  2 small buckets with handles (disposable paint buckets are perfect), water, 2 100’ lengths of rope 
Directions:  
Before the game trace two similar trails with the two ropes.  To make the game interesting, place the ropes 
through tree or shrub branches and over or under fences or other obstacles. 
Divide the den into two teams.  Fill the buckets with water and place one end of each rope through each team’s 
bucket handle.   
The object of the game is for each team to work their bucket along the entire length of the rope, as fast as they 
can, without spilling any water.  It will take a tremendous amount of teamwork for the Cubs to overcome the 
obstacles along the rope.  Emphasize that this is a team effort and that everyone has to help for their team to be 
successful. 
You can have a winner or not.  The real emphasis here is on teamwork and cooperation. 
Note:  You can play this game with only one rope and bucket and time each team for a winner. 
 



HORSESHOES 
 
Equipment per pit: 
4 horseshoes 
2 stakes 
 
Object of the game: 
The object is to get the horseshoe over the stake or as near to the stake as possible. 
 
Directions: 
In singles, both players alternate turns – each throwing a shoe at a turn.  In doubles, one player from each team 
is at each end.  Play starts at one end with players from opposite teams alternating turns. 
 
Scoring: 
1. 1 point – horseshoe nearest stake 
2. 2 points – both shoes of one player nearer to the stake than either of his opponent’s shoes. 
3. 3 points – Ringer (the horseshoe must encircle the stake far enough to permit a stick or ruler to touch 

both ends of the shoes and still clear the stake.) 
4. Game score for singles is 21 points; for doubles 50 points 
 
Fouls: 
1. When throwing, the instep of the rear foot must not be farther forward than the stake.  If it is, the 

position of the thrown shoe is disregarded for scoring. 
2. Shoes that are hit and displaced by an opponent’s shoe are scored where they rest.  Displaced ringers are 

not counted as ringers. 
 

                                                                                     
 



 
COW CHIP THROWING CONTEST 

(For distance and accuracy) 
 
Equipment: 
1 can expanding foam insulation 
Cheap paper plates 
Fist-sized rocks 
Brown spray paint 

 
Directions: 
To make cow patties: 
This is an adult activity.  Follow all directions on can.  Protect all surrounding surfaces with newspapers.  Place 
one fist-sized rock in the middle of each paper plate.  (One can of foam should make about 6 patties.)  Mound 
foam on plat in the shape of a cow patty.  Do not touch foam while it is wet or it will deflate.  When foam is 
cured (about 2 hours) spray paint brown. 
Throwing for distance: 
Throw the “cow patty” like a Frisbee.  Each Cub should be given 3 throws.  Measure and record each Cubs 
longest throw.  The Cub with the longest throw wins. 
Throwing for accuracy: 
Place a target (a Frisbee or Hula-Hoop) about 20 feet from a starting line.  Each Cub should be given 3 tries at 
hitting the target.  Measure the Cub’s closest throw.  The Cub who gets his “cow patty” closest to the target 
wins. 
 
 

JOHNNY APPLESEED 
 
Equipment:  Popcorn kernels, 2 plastic spoons, 2 empty 2-liter soda bottles, newspaper and bowls. 
 
Directions:  
Form Cubs into two teams and place them relay style at one end of the room.  At the starting line, place 2 bowls 
filled with popcorn kernels and two plastic spoons.  At the other end of the room place the 2 empty 2-liter soda 
bottles on newspaper (if you place newspaper under the bottles it will make clean up easier).  On the signal 
“GO”, the first Cub on each team scoops popcorn kernels into his spoon.  He then races to the 2-liter soda bottle 
and pours in as many kernels as he can.  He then races back to his team and hands off the spoon to the next Cub 
in line.  The play continues until all Cubs have had the opportunity to plant seeds in the bottle.  The winner is 
the team with the most kernels in their soda bottle. 
 
 

DAVY CROCKETT AND THE BEAR 
 
Equipment:  Two blindfolds and a watch 
 
Directions: 
Choose two Cubs and have them stand in the middle of a large circle formed by the other Cubs.  One player is 
Davy and the other is the Bear.  Both Cubs are blindfolded (can use large paper bags) and spun to disorient 
them.  The leader commands the hunt to begin.  As quietly as they can the two Cubs begin to move around in 
the circle, the bear hoping to avoid Davy and Davy hoping to tag the bear.  The other Cubs try to be as quiet as 
possible to give Davy a better chance.  If the bear avoids Davy for a set amount of time (use a watch) the bear 
becomes Davy and another bear is chosen.  If Davy tags the bear, Davy becomes the bear and another Davy is 
chosen.  Play continues until all Cubs have had an opportunity to be the bear and/or Davy. 



WAGON TRAIN 
 

 

Equipment: 
Whistle for leader 
Directions: 
May be played in a gym or outside.  Mark a circle about 50 feet in 
diameter.  Cubs all facing in a clockwise direction, stand at 
intervals on the circumference.  They will pretend to be pioneers 
racing for their lives from bandits.  All run clockwise around the 

circumference of the circle until the whistle blows.  When one Cub is passed by another, he is considered 
captured and drops out.  Sharp unexpected blasts of the whistle indicate an Indian attack and all reverse their 
direction.  Over-eager Cubs may thus be caught unless they are really on their toes.  It is suggested that boys 
pass on the outside and that those caught sit in the center of the circle. 
 
 

STEER ROPING CONTEST 
 
Equipment: 
Steer heads cut from cardboard 
Crayons or markers 
Empty cans 
Sand or rocks 
Hot glue gun 
Wire and duct tape 
Directions: 
Enlarge pattern at right so that it 
measures about 10 inches from horn tip 
to horn tip.  Cut 6 steers heads from 
cardboard.  Use crayons or markers to 
draw in features.  Hot glue steer heads 
to empty cans.  Fill cans with sand or 
rocks so they will not topple over.  

               

                                                

                                                              
Bend  27” pieces of wire into circles.  Cover where they meet with duct tape.  Make an arrangement of the steer 
heads on a table.  Let the Cubs take turns trying to lasso the steer heads by tossing the rings.  May assign 
different number values to each head. 
 

PONY EXPRESS 
 
Equipment:  Chairs, a list of names of pony express stations (Deadwood, Tombstone, Rock Creek, Fort          
Laramie, Salt Lake City, Sacramento, San Francisco, etc.). 
Directions: 
All of the Cubs, except one, are seated in a chair.  The chairs are placed in a large circle.  One player, the pony 
express rider, is blindfolded and stands in the center of the circle of chairs.  The leader, the station agent, stands 
outside the circle with a list of the pony express stations.  Each Cub, sitting on a chair in the circle, is assigned 
the name of a pony express station.  The station agent calls out names, such as:  “I have a letter from Deadwood 
to Tombstone.”  Immediately the players with these names must rise and exchange seats.  The pony express 
rider tries to catch one of them or sit in their chair.  If a player is caught or his chair is taken, he becomes the 
pony express rider.  Players may crawl, walk, dive or dodge to get by the pony express rider, but they are not 
allowed to set outside the circle of chairs.  If the rider has difficulty catching anyone, the station agent may call 
out several town names at once.  The announcement “General Delivery” causes a mad scramble because all 
players must change chairs. 



JOHN HENRY NAIL DRIVING CONTEST 
 
Equipment: Two pieces of scrap lumber (2” thick x 12” long x 8’wide), short (1 ½”) bigheaded nails, and 

hammers. 
 Make pilot nail holes in the boards (drive nails into board about ½” then pull them out).  Maybe 

this will save you some smashed fingers! 
Directions: 
Form Cubs into two teams and place them relay style at one end of the room with a hammer for each team.  
Place the boards and nails at the other end of the room.  On the signal “GO!” the first Cub on each team grabs 
the hammer, races to the board, selects a nail, hammers it completely into the board, then races back to his team 
where he hands off the hammer to the next Cub in line.  The game continues until each Cub has had an 
opportunity to race.  The winner is the team that finishes first! 
 

BLIND HORSE 
 
Equipment: Blindfolds or brown grocery paper sacks, yarn or string, watch or stop watch 
Directions: 
Divide the den into pairs of Cubs.  The “horses” are Cubs with blindfolds or paper bags over their heads 
adjusted so they cannot see.  They have “reins” (yarn or string tied to their wrists for the “driver”, who walks 
behind the horses, to steer with.  The drivers may not speak except to say “Giddy-up!” to go forward and 
“Whoa!” to stop.  Drivers steer their horses by pulling on the right rein to go right, the left rein to go left, 
pulling on both reins to stop or go backwards, and shaking them to go forward. 
Set up an obstacle course – chairs to go around, a small box to walk over, etc.  The horse and driver must 
navigate the trail in the shortest amount of time. 
 

CAN GAME 
 
The early cowboys spent many hours each day hard at work on the ranch, but they also enjoyed having fun.  In 
remote areas of the west, cowboys sang, played the banjo or fiddle and played dominoes.  Since books were 
rarely available, reading as a pastime was unusual for a cowboy or ranch hand, but that does not mean cowboys 
did not like to read.  In fact, they played a game that sharpened their reading and memory skills.  Since canned 
food labels had writing on them and they were accessible to cowboys, games were developed using the 
information on the cans.  Why not try the cowboy’s can game yourself? 
Equipment: 
1 can of food per Cub or labels from several different cans of food 
Timer 
Directions: 
Pair Cubs up.  Let one Cub in each pair choose the can he wants to study.  Set a time 
limit of 3 minutes.  On the signal “GO!” the Cub who chooses the can studies the 
writing on their cans, trying to memorize every word – even punctuation.  (That’s how 
cowboys did it; but of course, back then cans didn’t have nearly as much printed on 
them as cans do today!)  When the time is up, each Cub gives his can to his partner 
and tries to recite as much of the writing on the can as he can remember.  When 
everyone is done, let the other Cub of the pair try the memorizing part. 

 

 



PONY EXPRESS OBSTACLE COURSE 
 
The course is laid out between St. Joseph, Missouri and Sacramento, California.  Along the way are many of the 
hazards encountered on cross-country travel in the year 1860.  This is a time event. 
If held as a pack event, station one Cub at every “city” so that each Cub has the opportunity to participate and 
carry the pony express bag (a shopping bag stuffed with newspapers). 
If held as a den event, have each Cub run the entire obstacle course as an individual timed event. 
 
Equipment: 
Big play area free of obstacles 10’ rope 
Stick horse Crackers 
Paper bags Small pillow 
Child’s wading pool 3’ rope 
Paper towels, trash can Stop watch 
Pony express bags (shopping bags filled with newspaper) 
Signs with pony express station names and directions written on them 
 
Directions: 
ST. JOSEPH:  Start at the sound of the cannon.  On the signal, “GO!” blow up a paper bag and break it.  Mount 
stick horse and proceed at a trot to Rock Creek. 
 
ROCK CREEK:  Dismount.  Remove shoes and socks and hold them in your hand.  Carry horse over your 
shoulder while you “ford the creek” by walking through the child’s wading pool.  Once across the creek, dry 
your feet on a paper towel.  Throw towel in wastebasket.  Put on socks and shoes.  Mount horse and take giant 
steps to Fort Kearney. 
 
FORT KEARNEY:  You are attached by bandits and must circle around to avoid them. Turn around and around 
all the way to Fort Laramie. 
 
FORT LARAMIE:  You must follow a narrow mountain pass.  Walk on the rope without falling off.  Carefully 
mount, get on and ride to Salt Lake City. 
 
SALT LAKE CITY:  Pick up a new saddle (pillow) and put it on your mount.  Remount and skip all the way to 
Cold Springs. 
 
COLD SPRINGS:  Dismount.  Remove saddle (pillow) and walk mount to Carson City. 
 
CARSON CITY:  Remount.  Hose sees a rattlesnake.  Rear up and buck all the way to Sacramento. 
 
SACRAMENTO:  You made it!  Tie horse to hitching post (sign with Sacramento written on it) with the short 
rope.  Blow up another paper bag and break it to signal your arrival! 



EASY LOG CABIN 
 
Supplies: 
The outer container of a four light bulb carton 
Scissors 
Transparent tape 
Directions: 
1.  Cut the container in half, as shown.  Cut along one 
edge of the carton to split it open. 
2.  Turn the container inside out, so that the bumps of 
the corrugated side will look like the logs of your 
cabin walls. 
3.  Fasten the box together with transparent tape. 
4.  Cut two long narrow triangles, the same size, from 
each of the short sides of the carton, as shown. 
5.  Fold across the long side to form a roof, and tape 
together. 
6.  Cut out a door, but don’t bother with windows.  
Most early log cabins had none.  Glass was scarce,  
and any opening let in too much weather.  If you build several cabins, you can make a frontier village. 
 

LOG CABIN 
 
Supplies: 
Brown paper grocery bags 
White glue 
Pencil 
Paper plate 
Scissors 
Brown construction paper  
Directions: 
Cut the paper bags into 4” wide strips.  Cut the strips into 2 ½” pieces.  To make 
a log, roll the strip around the pencil, and glue the cut end.  Slide the cylinder off 
the pencil and repeat.  When you have about 16 of these cylinders (logs) made, 
you are ready to construct the base of the cabin. 
Arrange the logs on a paper plate, alternating the logs at the corners.  Glue them 
together.  Glue a second row of logs on top of the first, staggering them at the 
corners.  Continue building upward until y our cabin is four logs high. 
Roll some smaller logs.  Use two strips 3” x 2 ½” to make logs for the first row 
that will taper to the roof.  Then make three more pairs of logs, with each pair  
getting a little shorter than the last.  Glue them at opposite ends of the cabin.  Glue longer ones first and taper to 
the roof line.  Fold the brown construction paper in half; adjust the size to fit your cabin.  Glue it to top of the 
logs.  You can use small pieces of the grocery bags or colored paper to create a chimney, windows, shutters, a 
porch step, or whatever details you choose. 



STICK HORSE 
 
Supplies: 
Broomstick or PVC pipe 
Hot glue gun 
Cloth or yarn for mane fringe 
Thin rope 
Brown grocery bag for tail 
 
For head: 
Poster board and markers or 
Old sock, poly stuffing, felt, large wiggle eyes 
 
Directions: 
Super simple: 
Cut 2 horse head shapes from poster board.  Color on features 
such as eyes with markers.  Glue on paper, cloth, or yarn   
fringe for mane.  Glue head onto broomstick.  Add a rope bridle and ride away. 
 
3 dimensional stick horse: 
Use an old sock for the head.  Stuff with poly stuffing, shape using rubber bands.  Cut ears from cloth.  Glue on 
ears and large wiggle eyes.  Glue on cloth or yarn mane fringe.  Add a rope bridle and ride off into the sunset. 
 
Tail for both: 
Cut paper bag open and cut to make a rectangle about 36”x16”.  Fold over once so your rectangle is 36”x8”.  
Fringe the bag to within 1” of fold.  Glue folded end of bag round and round bottom end of broomstick.  When 
dry, fluff the fringe end of the tail. 
 

 

CACTUS 
 
Supplies: 
Clay pot filled with sand 
Plastic milk jugs 
Green spray paint 
Tissue paper flowers 
Broomstick or PVC pipe 
Masking tape 
White pipe cleaners 
 
Directions: 
Place a sand-filled milk jug in the pot.  Poke a 
broomstick into the spout and press into sand.  Cut X’s 
in the bottoms of 3 more milk jugs; thread through the 
broomstick.  Wrap at spouts with masking tape to 
hold, if needed.  Spray paint green.  Add tissue paper 
flowers.  Poke white pipe cleaners into jugs for cactus 
thorns. 

 



LEATHER LOOK 
 
GENERAL INSTRUCTIONS 
All kinds of containers can have that rich “leather look” with a little bit of effort and lots of fun.  Cover all 
containers using the same method. 
Tear off triangles of masking tape.  Press the triangles on the container in rows, points down.  Start at the 
bottom of the container and overlap rows.  The ragged edges will help give a rough effect.  At the top, trim the 
edges evenly, or bring the tape over the top of the container. 
After the container has been completely covered, apply brown paste shoe polish with a soft cloth.  Coat with 
shellac or clear spray varnish. 
 

 

PENCIL HOLDER 
 
Cover a vegetable or soup can using the 
above method.  Fill with pencils and give to 
someone you love. 

PICTURE FRAME 
 
Cut out two pieces of very stiff cardboard the same size.  Cut 
out the inside of one of the pieces of cardboard big enough to fit 
a favorite picture.  Cover this “frame” with the leather look.  
Glue the bottom and side outer edges to the backing.  For a 
stand, cut a strip of medium weight cardboard, 2”x6”.  Bend the 
strip down 1” from one end and glue the bent sections to the 
back of the frame.  Adjust the strip until the picture frame 
stands.  
 

TREASURE BOX 
 

Cover a shoe or cigar box with the leather look and keep your special treasures in it. 
 

QUILTED COVERED CONTAINERS 
 
Supplies: 
Small containers – cans, plastic margarine tubs, small glass bottles 
Scraps of cloth 
White glue 
 
Directions: 
Cut cloth in small squares, triangles, and/or strips, smaller pieces for small projects.  Dip a piece of cloth into 
glue that has been poured into a small bowl (glue may be diluted with water to make it easier to work with).  
Place glue saturated cloth on container and smooth out any bubbles.  Continue to add pieces of cloth in the same 
manner overlapping edges until the outside of the container is completely covered.  When all the cloth is 
applied, coat the entire surface with undiluted glue until it is white.  Let dry.  Glue will dry clear and hard like a 
plastic coating. 
 

 



MAKE A COVERED WAGON 
 
Supplies: 
Shoebox       Black marker 
1 piece of white construction paper    Glue and tape 
1 piece of brown construction paper    Strips of white tissue paper 
Liquid starch       1 piece of white card stock 
4 brads        Scissors 
 
Directions: 
1.  Cover the shoebox with brown construction paper. 
 
2.  Dip torn pieces of tissue paper into starch and place 
it on white construction paper to create the wagon 
canvas cover.  Let it dry. 
 
3.  Mold the dry wagon canvas cover over the shoebox 
and glue the edges to the inside.  May want to tape 
over the glue to keep it in place while it dries. 
 
4.  Cut out four 3” diameter wheels from the white 
cardstock. 
 
5.  With black marker, draw boards on the wagon and 
spokes on the wheels. 
 
6.  Attach wheels to the wagon with the four brads. 

 
 

CANDLE DIPPING 
 
Supplies: 
Wax 
Wicks 
10” dowel 
#2 coffee can 
Pot large enough to hold can 
Water 
Newspaper 
 
Directions: 
Spread newspaper over all work surfaces.  Melt wax in a coffee can 
placed in a larger pot containing water.  You’re making a homemade 
double boiler.  Wax is extremely flammable!  Melting is an ADULT 
ONLY activity. 

 
Tie candlewicks to the dowel as shown.  After wax is melted, dip the wicks in the coffee can to form a coat of 
wax on the wicks.  Hang them up until the wax hardens, then re-dip.  Continue until the proper thickness is 
obtained. 



QUILL PENS 
 
In the old days, writing students had to learn a lot more than penmanship, grammar and spelling.  They also 
perfected the art of cutting their own quill pens.  Imagine you lived long ago and were writing a story about a 
legendary hero like Paul Bunyan or Johnny Appleseed.  Do you think it might sound more authentic if you used 
a quill pen?  Try it and see. 
 
Supplies: 
Feather quills (craft store) or collect fresh ones on the shore of a duck pond 
X-acto knife 
Ink 
Paper towels 
Paper 
 
Directions: 
1. Using an X-acto knife (under close supervision) carefully cut the end of the quill at an angle.  Be sure 
            the feather is hollow so the ink will flow into it. 
2. Carefully cut a small slit at the tip of the feather. 
3. To write with the pen, dip the tip into the ink.  Then dab it onto a piece of paper towel before writing. 
            Dip and dab the pen as you write. 
 
 

LARIAT SPINNING 
 
Supplies: 
18’ length of #12 braided cotton 
Sash cord (3/8” size) 
Dental floss 
 
Directions: 
Make a 3” loop, this is called a “honda”, in the rope 
and fasten the end with 10 windings of dental floss. 
 
Flat Spin:   
Here you keep the rope spinning in front of you.  Notice how the long end of the rope should be put through the 
loop.  Hold the rope as shown in figure 3.  There is no magic in rope spinning.  In starting the spin, the right 
hand must cut a circle in the air approximately the same size as the spinning noose will be.  Don’t release the 
loop with the right hand too soon.  Hold loop until the hand has cut almost a complete circle in the air.  Then 
release loop and keep it going by means of the “spoke” held in the right hand.  Start slowly and speed up 
steadily.  Use wrist motion rather than vigorous arm motion. 
When you have practiced until you can keep the rope spinning, try jumping into the loop and out again.  Do this 
by holding the very end of the spoke with your right hand and speed up loop to increase its size.  Slow down 
speed until circle almost touches the ground.  As the “Honda” passes in front of you, jump in left foot first.  At 
the same time bring your right hand overhead and continue spinning.  This maneuver is called the “Wedding 
Ring”. 



COWBOY COSTUMES 
 
SUPER COOL VEST 
 
Cut away sleeves, collar and waistband of a white 
sweatshirt.  Cut down middle and shape as a vest.  
Turn sweatshirt inside out and paint on cow splotches. 
 

 

SIMPLE VEST 
 
Use a large brown paper grocery bag.  Using the 
bottom of the bag for the shoulders, slit the bag up 
front.  Cut openings for neck and arms.  Crush and 
iron the bag for a leather look.  Cut fringe around the 
bottom of the vest.  Gold or silver seals with fringe 
added may be used for added decorations. 
 

 
CHAPS 
 
Cut each leg of chaps from a brown paper grocery bag.  
Taper at the top.  Crush and iron paper.  To attach 
chaps to belt, staple seam tape to top.  Add pairs of 
ties to underside of chaps to tie around thighs and 
below knees.  Add gold or silver seals with fringe 
added at center for decoration. 
 

 

CUFFS 
 
Cuff is made from light cardboard, stapled together.  
Decorate with fringe or add gold or silver seals with 
fringe added at the center. 
 

 

 
BOLO TIE 
 
Supplies: 
Stiff cardboard     Crayons or markers 
Leather cord or plastic lacing    Duct tape 
2 “silver” buttons with loop on back   Scissors 
 
Directions: 
1. Cut a round or oval shape from the cardboard.  Decorate as desired with crayons or markers. 
2. Poke the button backs through the cardboard. 
3. Cut the leather or plastic lacing into 40” lengths and give three to each Cub.  Braid the entire length 
        of the lacing. 
4. Thread both ends of the lacing through the button loops on the back of the cardboard. 
5. Secure the ends of the lacing with silver duct tape to replicate the traditional silver tips of a bolo tie. 



RIFLE 
 
For many westerners, a rifle was their steady and constant companion.  They never knew what kinds of dangers 
they might face.  And, without a rifle, they could not kill the animals they must have for food for their families.  
Some men even gave their rifles a name:  Davy Crockett called his rifle “Old Betsy”, and Daniel Boone called 
his “Tick-Licker”. 
 
Supplies: 
Newspaper 
Tape 
Cardboard 
Glue 
Wallpaper paste 
Pipe cleaners 
Brown and gray paint 
Paintbrushes 
 
Directions: 
1.  To make the barrel of your rifle, open two 
sheets of newspaper to their full size.  Starting 
from a long side, roll the papers into a tight 
tube.  Tape the edges in place. 
 
2.  For the handle, cut two pieces of cardboard 
twelve inches long and three inches wide.  
Shape the cardboard as shown in the picture.  
Glue a piece of cardboard on each side of the 
barrel, starting about six inches from one end.  
Let the glue dry. 
 
3.  Crumple up newspaper and pad the empty 
spaces between the cardboard.  Tape the 
crumpled newspaper in place. 
 
4.  Cut or tear newspaper into strips.  Mix 
wallpaper paste.  Dip each strip into the paste 
and smooth it onto the rifle.  Continue doing 
this until the rifle is covered with several layers 
of paper strips.  Let the past dry. 
 
5.  To make the trigger, cut a pipe cleaner in 
half.  Fold this piece in half again and stick it 
into the handle of the rifle.  Glue it in place. 
 
6.  Bend another pipe cleaner into a curved 
shape to make the trigger guard.  Stick this into 
the handle around the trigger.  Glue it into 
place.  Let dry. 
 
7.  Paint the rifle handle brown and the barrel 
gray. 

 
 
 
 
 
 
 
 

 
 

      

 
 

 
 
 
 
 

 



HUNTING KNIFE 
 

A hunting knife was another prized and important possession for a man.  When he went on long hunting trips he 
had to have a knife to skin animals and cut up the meat.  The legendary Jim Bowie designed a uniquely styled 
knife that was actually named after him.  It was known as the “Bowie Knife”. 
 
Supplies: 
Cardboard 
Pencil 
Scissors 
Glue 
Newspaper 
Wallpaper paste 
Gray & brown paint 
Paint brushes 
 
Directions: 

                                                     

1.  On a piece of cardboard, draw a knife blade shape as shown in the picture.  Cut 
the shape out. 
2.  On another piece of cardboard, draw a handle a little larger than the top of the 
knife blade.  Cut two of these shapes out.  Glue one to each side of the blade. 
3.  Cut or tear newspaper into strips.  Mix the wallpaper paste.  Dip each strip into 
the paste and smooth it onto the knife.  Continue doing this until the knife is 
covered with several layers of paper strips. 
4.  Let the paste dry.  Paint the knife blade gray and the handle brown. 

                                                 

 

 
COONSKIN HAT 

Supplies: 
Lightweight cardboard 
Cloth (unbleached muslin) 
Scissors, tape, pencil 
Tacky glue 
Pillow stuffing cotton 
Paint and paint brushes 

      

 
Directions: 
1.  Cut a strip of lightweight cardboard 4” wide and long enough to go 
around your head with two inches left over.  Fit the band around your head, 
then glue and tape the ends in place. 
2.  Place this cardboard band on a piece of cloth and draw a slightly larger 
circle around it.  Cut this out. 
3.  Spread glue around one edge of the cardboard band.  Lay the cloth circle 
flat and place the cardboard band, with the glued side down, in the center.  
Pull the edges of the cloth over the cardboard and press it onto the glue.  This 
makes the frame for the hat. 
4.  Cut the coonskin tail the size and shape you want from a piece of cloth.  
Glue the tail in place at the lower edge of the cardboard band.  Let the glue 
dry. 
5.  Spread glue over the frame and cover it with cotton.  Then do the same 
with the tail.  Let the glue dry. 
6.  Paint over the cotton.  Be sure to paint stripes on the tail.  Let the paint 
dry. 

 

                                
                                    
 

          

                                         



BRANDING IRONS AND BRANDS 
 
Brands were marks of ownership on the hides of animals.  Branding cattle was necessary in the old days when 
there were no fences and cattle grazed on the open range.  The brand was the owner’s trademark.  Twice a year 
cowboys would round up the cattle and herd them to a central place where men from each ranch sorted out their 
own herds according to their brands.  At these round-ups, a rancher’s brand was burned into the skin of new 
calves, thus claiming ownership of the newest generation of the rancher’s cows. 
The rodeo event of calf roping is a direct descendent of this activity.  A cowboy needed to have a steady horse 
and real skill to be able to rope a specific calf in a whole herd of cows.  After he lassoed the calf, the cowboy 
and his horse acted as a team to get the calf under control so that it could be branded.  Today more calf roping 
takes place in a rodeo than on an open range, but it’s still a very useful and sometimes profitable skill for a real 
cowboy. 
 

MAKE YOUR OWN BRANDING IRON 
 
Supplies: 
Gum eraser                             Sharpened pencil 
Inked stamp pad                     Mirror 
Paper                                      X-acto knife 

 
Directions: 
1.  Design your own special brand on a piece of paper.  Make it something specific about you.  For your first try 
you might want to make it fairly simple, too. 
2.  Hold the paper up to the mirror. 
3.  Trace the mirror image into the eraser with a sharp pencil.  Now draw your design in double thick letters in 
outline form (as in a stencil). 
4.  Carve away any negative space so that the letter stands out in true relief.  (Carve out any of the eraser that 
you don’t want to show on your finished brand.) 
5.  Press the gum eraser into the stamp pad, then print on paper. 
 
CAUTION! 
This activity will require close supervision.  Remember the X-acto knife is sharp! 
 
MORE ABOUT BRANDS 
A rancher tried to have his brand say something about him or his ranch.  He also tried to make it unique and one 
that could not be altered easily by cattle thieves.  A cattle thief could easily change a C into an O or a circle.  
The letter I could be changed into one of twelve other letters.  Cowboys had to be able to read brands and tell 
whether they had been tampered with. 
Brands have their own language.  The same letter could appear in several different positions – such as the letter 
A, which could be standing straight, lying on its side or slanted.  In those cases it would be called Big A, Lazy 
A or a Rocking A according to its position.  Brands with squares around them were known as “boxed brands”; 
those without as “open brands”.  A ring was called a Circle.  A dash was a Bar.  Capital letters were known as 
Big.  As an example of how brands were read, the BrandA-10 was called A-Bar-Ten. 
On the following pages you will see examples of some of the most famous brands and the common symbols 
used in branding.  Study them before you choose your brand. By the way, you can still register your brand in 
Texas.  You don’t even need to own a cow to do it! 

 



 



RECIPES 
 

Make snack time extra fun by making these easy old west recipes.  Cubs love to cook! 
 

LINCOLN LOGS 
 
Ingredients: 
1 slice bread (crust removed) 
1 teaspoon cream cheese or peanut butter (softened) 
½ teaspoon jelly 
Icing (see following recipes) 

 

 
Directions: 
1.  Use a rolling pin to flatten the bread.  Spread cream cheese (or peanut butter and jelly on top). 
2.  Roll the bread into a log shape.  Wrap the bread log in plastic wrap.  Twist the ends of the wrap together and 
place in the freezer while you prepare the icing.  (See following recipe) 
 
ICING: 
Ingredients: 
2 teaspoons unsweetened cocoa powder 
¼ teaspoon vanilla extract 
¼ teaspoon milk 
2 teaspoons honey 
2 Tablespoons peanut butter 
 
Directions: 
Mix ingredients together in a small bowl until creamy. 
 
                                                                         JOHNNY CAKES 
 
Ingredients: 
1 ½ cups cornmeal 
1 tsp. salt 
1 Tbsp. flour 
2 Tbsp. vegetable oil 
1 tsp. baking soda 
2 eggs beaten 
1 ½ cups milk 

 

 
Directions: 
Mix all ingredients together with a few swift strokes.  Drop the batter by spoonfuls onto a hot, oiled griddle. 
Fry until golden brown on each side.  Serve with butter, honey, jam or syrup. 



SOURDOUGH 
 
Yeast and other baking supplies were often hard to come by.  Miners and cooks used a homemade sourdough 
starter that caused bubbles of air in bread dough, making it rise.  Starters were made in many different ways.  
They were easy to make, and give baked goods a distinctive taste.  Make this sourdough starter at one den 
meeting, and then cook with it at the next. 
 
 

SOURDOUGH STARTER 
 
Ingredients: 
1 package dry yeast                   2 cups flour 
½ cup lukewarm water              1 Tbsp. sugar 
2 cups warm water 
 
Utensils: 
Mixing bowl                              Paper towel 
Measuring cup                          Spoon 
Clean glass jar 
 

 

Directions: 
Dissolve the yeast in ½ cup lukewarm water.  Stir in 2 cups of warm water.  Next stir in the flour and then the 
sugar.  Stir until smooth.  Pour into a jar and cover with a paper towel.  Let it sit at room temperature until 
bubbles form.  It may take up to 5 days.  Stir the mixture with a spoon 2 or 3 times a day.  If the mixture turns 
orange at any time, discard it and start over with a clean jar. 
 
 

SOURDOUGH FLAPJACKS 
 

Ingredients: 
1 cup flour 
2 Tbsp. sugar 
1 ½ tsp. baking powder 
½ tsp. salt 
½ tsp. baking soda 
 
Utensils: 
Measuring cup 
Mixing bowl 
Mixing spoon 

 
1 beaten egg 
1 cup starter 
¾ cup milk 
3 Tbsp. cooking oil 
Molasses or syrup 
 
 
Tablespoon 
Pancake turner 
Frying pad 

 

 
Directions: 
Mix the egg, starter, milk and 2 tablespoons oil in the bowl.  Stir until smooth.  Add the rest of the ingredients. 
Stir until smooth. 
Place 1 tablespoon of oil in frying pan and heat it at medium heat.  Use 2 tablespoons of batter for each flapjack.  
When the bubbles begin to burst, flip it over and fry the other side until its golden brown.  Serve with molasses 
or syrup.  Serves 4. 



SOURDOUGH BISCUITS 
 
Ingredients: 
1 ½ cups flour 
3 tsp. baking powder 
1 ½ tsp. baking soda 
¼ cup solid vegetable shortening 
Utensils: 
Mixing bowl 
Measuring cup 
Measuring spoons 
Oven preheated to 375° 

 
3 Tbsp. sugar 
1 tsp. salt 
1 ½ cups starter 
 
 
Fork or pastry cutter 
Rolling pin 
Cookie sheet 

 

 

Directions: 
Combine the flour, baking powder, baking soda, salt, sugar, and shortening in a mixing bowl with a fork or 
pastry cutter until it resembles coarse cornmeal. 
Add the sourdough starter mixture and stir.  Do not over mix as this will break down the bubbles and cause a 
heavy dough. 
On a floured surface, knead the dough 10 to 15 times, no more!  Roll dough out to ½” thickness and cut into 2 
to 3” circles.  Place on cookie sheet and cover.  Let rise in a warm place for 45 minutes. 
Bake in a preheated 375° over for 15 to 20 minutes.  Serve with butter, honey, jelly or jam if desired.  Makes 18 
two inch biscuits. 
 
Whenever you use some of the starter for a recipe, you need to add more to the remaining starter mixture to 
keep it going.  To replace 1 cup of starter taken out, mix ¾ cup flour with ¾ cup lukewarm water and 1 tsp. of 
sugar.  Add to the remaining starter.  After bubbles form in the starter again, it can be stored in the refrigerator.  
Every 10 days add 1 tsp. of sugar to the starter kept in the refrigerator.  The sugar feeds the bacteria so they 
keep making bubbles. 
 

DIRT CAKE 
 
Supplies: 
1lb. package Oreo cookies 
8 oz. cream cheese 
¾ cup powdered sugar 
½ stick margarine 
 

2 small packages instant chocolate pudding 
1 ¾ cups milk 
12 oz. Cool Whip 
Gumi worms 
New flowerpot and garden trowel (washed) 

 
Directions: 
1. Crumble cookies to soil consistency in large bowl and set aside. 
2. In another bowl, cream together cream cheese, sugar and margarine. 
3. In another bowl, mix pudding and milk.  Then add to cream cheese mixture and fold in Cool Whip until 

blended. 
4. Place lid from Cool Whip in bottom of flowerpot.  Layer alternately with cookie mixture and creamy 

mixture, starting and ending with cookie crumbs.  Don’t forget to layer in the worms, too. 
5. Decorate with artificial flowers and refrigerate overnight. 
6. Serve with a clean trowel. 



There weren’t many fancy drinks available in the west.  Lemonade was the most popular, but lemons were only 
grown in warm climates.  People tried to make up other drinks that tasted good, but sometimes simple, cold 
water was the beverage – even at wedding receptions. 
Root beer has been around a long time.  People used to make it from the roots of the sarsaparilla plant, which 
grows in North America.  Here’s how to make enough for the whole Pack. 
 
Ingredients: 
Root Beer concentrate (in spice/flavoring section of  
      the grocery store) 
5 lbs. sugar 
4 ½ gallons lukewarm water 
½ package dry yeast, dissolved in 1 cup lukewarm  
       water 
Utensils: 
5 – 1 gallon plastic jugs with snap on plastic lids or 
       corks (wash with hot soapy water and rinse 
       very thoroughly) 
5 gallon or larger water cooler 
Long handled wooden or plastic stirring spoon 
Plastic juice pitcher 
Plastic funnel 
(Do not use anything made of aluminum) 
Directions: 
Pour the water and root beer concentrate into the water 
cooler.  Add all of the sugar and mix well with a 

 
 

                                  

 
Spoon.  Stir the bottom of the container so the sugar dissolves thoroughly.  Dissolve the yeast in 1 cup of 
lukewarm water and stir it into the root beer mixture.  Stir well. 
When it’s all dissolved and well mixed, fill the clean plastic jugs by dipping the juice pitcher into the root beer 
mixture and pouring it through the funnel.  Fill each jug to within 1” of the top.  Snap on the plastic caps.  Place 
the filled jugs in a warm place for 1 or 2 days.  (Room temperature is fine.)  Bubbles will begin to form in the 
root beer as the yeast causes fermentation.  This will make it fizzy.  Chill the root beer before you serve it.  
Keep it in the refrigerator for 3 or 4 days if you don’t drink it right away! 
 

BUFFALO CHIP COOKIES 
 
Ingredients: 
1 cup butter 
1 cup shortening 
4 eggs 
2 cups brown sugar 
1 cup white sugar 
3 cups oatmeal 
4 ¼ cups flour 

 
1 cup chopped nuts 
2 cups chocolate chips 
2 tsp. soda 
2 tsp. vanilla 
1 tsp. salt 
2 tsp. baking power 

Directions: 
Cream butter and shortening with sugar until fluffy.  Add eggs and vanilla, mixing well.  Add dry ingredients 
and mix well.  (This will be thick; you may have to mix by hand.)  Stir in oatmeal, nuts and chocolate pieces.  
Drop by LARGE spoonfuls onto a greased cookie sheet.  Bake at 350° for 15 minutes. 



EDIBLE FIRE 
 
Fire!  Fire!  Month is an excellent time to re-enforce safe fire building skills.  Assemble the supplies, one for 
each boy, and present them as you explain the steps to building a safe fire. 
 
Supplies: 
Small paper luncheon plate 
Jelly beans or small marshmallows 
Small paper cup 
Plastic spoon 
Water, punch or soft drinks 

Shoe string potatoes or stick pretzels 
Small Tootsie Rolls 
Coconut 
Red Hots 

 
Steps to building a fire: 
1. Make a safe and suitable place for your fire.  It is important to clear the area down to the bare 

soil.  Clear all burnables 10’ away from the fire site.  Place your paper plate on the table in front of 
you to represent that you have cleared a safe spot for your fire.  Make a ring of rocks (jelly beans or 
marshmallows).  Be sure that the safety area includes horizontal and vertical safety zones.  You always 
have water in buckets (water, punch or soft drink in a paper cup), as well as a shovel (plastic spoon). 

2. You will need to gather your supplies.  You will need to have tinder, kindling and fuel.  Tinder is 
small, no thicker than a match, and burns quickly (coconut).  Kindling is dry wood, thin as a pencil and 
can be as thick as your thumb.  Kindling catches flame from the tinder (shoestring potatoes or stick 
pretzels).  Fuel is the larger wood that keeps your fire going and makes coals to cook on (Tootsie Rolls). 

3. Build your fire lay by placing a small amount of tinder in the middle of your circle; place your 
kindling around the top of your tinder; and finally  place the fuel on top to complete your fire lay. 

 Make sure that your fire lay is “open” so that air can get underneath.  (You may want to demonstrate 
several fire lays – teepee, log cabin, lean to, etc.) 

4. After you have reviewed all the fire safety precautions – a suitable fire area, no flammable objects 
near the fire, and something with which to extinguish the fire – you may light your fires (red hots). 

5. Always put out your fire as soon as you are through with it (EAT).  Make sure that the coals are 
cool to the touch (clean plate).  Always dispose of the ashes properly and leave a clean fire area for 
the next campers (through your paper plate in the trash). 

 
 
 

 



FUTURE ACTIVITY AREAS FOR FORT FARRINGTON 
 
To help packs fully utilize the fort area and era, it is suggested that council provide some of the following 
facilities for activities.  Some additions to the activity area will be needed.  Some equipment will be permanent 
and some kept in the fort activity box in the office.  It is suggested that each pack be required to leave a deposit 
to insure the return of all equipment.  Some disposable supplies should be provided by the pack (paper bags, 
rolls of pennies, etc.).  A list of pack supplies and equipment should be included in all activity packets. 
 
HORSESHOE PITCHING AREA 
Four horseshoe pits and rubber horseshoes to use in the game.  To eliminate possible injury and vandalism, it is 
suggested that PVC be driven into the ground to place the horseshoe poles in. 
Have Cubs pair up into teams and assign four Cubs to each pit.  Family members take the extra team spots.  
Standard horseshoe rules apply.  Each Cub throws two horseshoes.  A horseshoe landing within a horseshoe 
width of the pole earns one point.  A leaner (touching the post) gets two points.  A ringer (both ends of the 
horseshoe must be around the post) gets three points. 
 
LASSOING 
Wooden steer heads attached to a railing inside the fort and lassos or large rope quoit rings.  The object is to 
throw the lassos over the heads of the steer.  Score one point if the lasso goes over one horn and three if it goes 
all the way over the steer.  Allow family member to participate in this event. 
 
PROSPECTING FOR GOLD 
A giant rectangular sandbox, a rake and a stopwatch.  Packs would be asked to bring $3 worth of pennies for 
“pretend” gold. 
At the beginning of the day, leaders will hide the “gold” in the sand.  As the Cubs rotate through the 
Prospecting for gold round robin, they search for “gold” in the sandbox.  After a specific amount of time, they 
bring their “gold” to the activity area director and count their pennies.  The participant with the most pennies 
wins the game.  After the activity is over, the director of the activity area scatters the “gold” back into the sand 
and rakes it over for the next group. 
 
BARREL RACING 
Three barrels, paper bags or blindfolds, a roll of twine and a stopwatch are needed.  Cubs race around a barrel 
course set up outside the fort.  Cubs pair up.  The “horses” are Cubs with a blindfold or paper bags over their 
head, adjusted so they cannot see.  They have reins (string) tied to their wrists for the “driver” who runs behind 
the horse to steer.  The drivers may not speak except to say “Giddy-up!” to go forward and “Whoa!” to stop.  
Drivers steer their horses by pulling on the right rein to go right, the left rein to go left, pulling on both reins to 
stop or go backwards, and shaking them to go forward.  This is a timed event and the pair with the shortest 
barrel racing time is the winner. 
 

NAIL DRIVING CONTEST 
Old tree trunks, big-headed nails, hammer and a stop watch.  Cubs are placed at one end of a running course.  
The hammer is at the other end of the course with the tree trunks and nails.  On the signal “GO!” the first Cub 
races to the tree trunk, selects a nail, hammers it completely into the tree trunk, places the hammer back on the 
ground then races back to the beginning of the course.  The Cub with the best time wins. 
 

LOG SAWING CONTEST 
Bow saws, permanent saw horses, cedar logs and a stop watch. 
Cubs are placed at one end of a running course.  Place the saw at the other end of the course with the sawhorses 
and logs. 
On the signal “GO!” the Cub races to the sawing area, and saws off a piece of log.  After placing the saw back 
on the ground he then races back to the beginning of the course.  The Cub with the best time wins. 


