
JUMPSTART: Cubs Pirates !

Cub Meeting Schedule: Week One

THEME: Pirates Of The High Seas - Ships and Knots

Date: _____________

Time  Activity Program Details Leader Responsible

10 mins. Gathering Activity Sharks

   See detail planning sheet

5 mins. Opening Ceremony Opening 
   See detail planning sheet

10 mins. Game Clear the Desk

   See detail planning sheet

20 mins. Theme Activity Knot Skill Session 

   See detail planning sheet

10 mins. Game Knots Relay
   See detail planning sheet  

20 mins. Theme Activity Compass Reading and Navigation 

   See detail planning sheet

10 mins. Song/Story What Shall We Do....
   See detail planning sheet

10 mins.  Six Meeting Pirate Flag
   See detail planning sheet

5mins. SpiritualFellowship • ReciteLaw/Promise
   • Prayer
 5 mins. Closing Ceremony Closing

   See detail planning sheet

15mins. LeaderDiscussionTime Reviewmeetinganddiscussnext
   week’s plans

BadgeLinks: PurpleStarA#2;GreenStarA#6;TawnyStarA#2;RedStarA#3; 

   CanadianCamperAward;ReaderBadge#1C;WatercraftBadge#1,2
 
Meeting  
Notes:
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PIRATES OF THE HIGH SEAS - SHIPS & KNOTS 

GATHERING ACTIVITY:  Sharks

How to Play:

• Threetofiveplayersjoinhandstobecomethe“Shark”.The“Shark”catches“Fish”bysurrounding
individualplayers.ThosewhoarecaughtbecomepartoftheShark.Thelastthreetofiveplayersnot
caughtbecometheSharkforthenewgame.

GAME:  Clear the Deck

Participantsactoutcommandsgivenbyanother.Avariationon“Simon Says”.

Directions:

Givenames(relatingtosectionsofaship;seethelistbelow)toareasofaroomorfield.Startoutslowly 
—fourpositions,afewcommandsandincreasedifficultylevelgradually.

 Bow  .......................................... Frontofship
 Stern  ......................................... Rearofship
 Starboard  ................................. Rightsideofship
 Port  .......................................... Leftsideofship
 Admiral on Deck  ...................... Stand at alert

 In the Galley  ............................. Centreofship
 Flag Going Up  .......................... Standatalert,Saluting
 Boom Coming Over  ................. Lieflatonfloor

How to Play:

• LeadercallsoutthepositionsorcommandsandtheCubsruntothatareaoractoutthecommand.
ThelastCubtoreacttotheinstructionrollsupsleeve,pantleg,etc…nooneiseverout.

THEME ACTIVITY:  KNOT SKILL SESSION - Reef Knot & Sheet Bend Knot

Distributeinstructionsfortheknots.Provideenoughsoft,flexiblerope(notpolypropylene)toallow
youth to practise their own knots. Fun With Knots,andtheFieldbook for Canadian Scoutingarebothuseful
resourcebooksavailableinScoutShops.

Beforestarting,reviewtheknottyingterminology.Astraightpieceofropedoesnothavedefiniteparts
suchasahead,bodyortail.Instead,thinkoftheropeashavingtwoendsandamiddle(orstandingpart).
Knotsaremadewithacombinationofthreebasicturns-bight,looporoverhand.

**REEF KNOT**

TheReefKnotisusedinallfirstaidworkorforjoiningtwopiecesof
stringorcordofequalthickness.Itisnotrecommendedforjoiningrope.

Begin with an over and under crossing (Fig. A)andthenbringtheends
backaboveinasecondsimilarcrossing(Fig. B). The completed knot  
(Fig. C)issnuggedupbypullingontheends.Notethatitmakesno 
differencewhetherthefirstcrossingistiedleftoverrightorrightoverleft, 
as long as the second crossing corresponds correctly. 
AReefKnotcanbeloosenedeasilybytakinganendandastandingpartof
oneropeineachhandandpushingthebightsapart.

Figure A

Figure B

Figure C
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KNOT SKILL SESSION:  **SHEET BEND**

TheSheetBendisthemostimportantknotforjoiningtworopeendsandisespeciallyusefulwhenthe
ropesareofunequalsize.Apermanentloopcanbesubstitutedfortheright-handportionoftheknot.

Abightisfirstformedwiththethickerrope.Thethinnerropeisthenthreadedthroughthisloop(Fig. A),
andpassedrightaroundtheendandstandingpartofthethickerrope(Fig.B).Itisthentuckedunderitself
(Fig. C),andtightenedbypullingonthestandingpartofthethinrope(Fig. D).

Notice how the thin rope jams against the loop of the thick rope to prevent it from slipping.

GAME:  Knots Relay

Thisgamewillhelpreinforceknowledgeofknots.Thefirstteamtofinishtyingtheirropesintheformofa
circle using designated knots wins the game.

Materials:

• Onelengthofropeperparticipant.

Preparation:

• GiveeachCubonepieceofrope.
• Eachsixlinesupinrelayformation.(Trytohaveequalnumbersorequalnumbersofropesineachsix.)

How to Play:

• Thefirstteammemberrunstoadesignatedpositionandlayshis/herropeontheground,thenrunsto
thebackofline,taggingthenextteammember.

• Thesecondteammember(afterbeingtagged)runstothedesignatedposition,andusingareefknot,
attachestheropestogether.TheropesarethenputbackonthegroundandtheCubrunsbacktotag
the next person in line.

• Thirdandsubsequentteammembersdothesamething.

WhenallCubshaveattachedtheirropes,thefirstparticipantrunsagain,andattachesthetwoendsofthe
ropetogethertoformacircle.Aftertheknotiscompleted,theCubreturnstothefrontoftheline,andthe
team sits down.

CRAFT 

Pirate Flag for Sixes

Materials:

 • Piratetemplates(attached)
 • Constructionpaper
 • Glue
 • Scissors
 • Pencils

Construction:

1. UsingthePiratetemplates,tracetheshapes 
 onto construction paper.

2. Carefullycutouttheshapes.
3. GluethePirateshapesontoapieceof 

 construction paper.

4. Whenthegluedries,displaytheartwork 
 aslairflags.

Figure A Figure B Figure C Figure D
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SONG

What Shall We Do With the Drunken Sailor’s

What shall we do with the drunken sailor?

What shall we do with the drunken sailor?

What shall we do with the drunken sailor?

Ear-lyinthemorn-ing.

Chorus
Hoo-rayandupsherises,
Hoo-rayandupsherises,
Hoo-rayandupsherises,
Ear-lyinthemorn-ing.

Put him in scuppers with a hose pipe on him.

Put him in scuppers with a hose pipe on him.

Put him in scuppers with a hose pipe on him.

Ear-lyinthemorn-ing.

Chorus
Heavehimbytheleginarunningbowline,
Heavehimbytheleginarunningbowline,
Heavehimbytheleginarunningbowline,

Ear-lyinthemorning.

Chorus
Shavehisbellywitharustyrazor,
Shavehisbellywitharustyrazor,
Shavehisbellywitharustyrazor,

Ear-lyinthemorning.

Chorus
That’swhatwedowithadrunkensailor,
That’swhatwedowithadrunkensailor,
That’swhatwedowithadrunkensailor,

Ear-lyinthemorning.

Chorus
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FLAG TEMPLATE 

(PHOTOCOPY AT 100%)
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Cub Meeting Schedule: Week Two

THEME: Pirates Of The High Seas - Ships at Sea

Date: _____________

Time  Activity Program Details  Leader Responsible

10mins. GatheringActivity Kim’sGame-Itemsfromthesea
   See detail planning sheet

5mins. OpeningCeremony ThemeOpening-Ships
   See detail planning sheet

10mins. Game DizzyIzzy
   See detail planning sheet

20mins. ThemeActivity BeltBuckleandEyePatch(Craft)
   See detail planning sheet

10mins. Game GrabIt(wearingbeltbuckle&eyepatch)
   See detail planning sheet

20 mins. Theme Activity Compass reading and navigation

   See detail planning sheet

10 mins. Story Pirate Story

   See detail planning sheet

10mins. SixMeeting WaterSafetyandWeatherKnowledge
   See detail planning sheet

5mins. SpiritualFellowship • ReciteLaw/Promise
   • Prayer

 5 mins. Closing Ceremony Theme Closing: Ships

   See detail planning sheet

15mins. LeaderDiscussiontime Reviewmeetinganddiscussnext
   week’s plans

BadgeLinks: PurpleStarA#2;GreenStarA#6;TawnyStarA#2;RedStarA#3; 
   CanadianCamperAward;ReaderBadge#1C;WatercraftBadge#1,2

Meeting  
Notes:
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Pirates Of The High Seas - Ships at Sea

GATHERING ACTIVITY:  Kim’s Game:  At Sea

Materials:

• Largecloth
• Paper
• Pencils

• Itemsrelatedtoshipping,sailing,thesea(seashells,ropes,coins,compass,knives,sand,water,bell,
rocks,fish,bottlewithmessage,etc.)

Preparation:

• Layoutarticlesonatable,tray,orfloor.CoverwithaclothandpassoutpaperandpencilstoCubs.

How to Play:

• Cubsgatheraroundthecloth.Onepersonremovestheclothfor1to2minutes,whiletheCubstry
tomemorizeasmanyitemsastheycan.TheclothisthenreplacedandtheCubswritedownasmany
itemsastheycanremember.

• Givethemtwotofiveminutestorememberasmanyitemsaspossible.Uncovertheitemsandletthe
Cubscomparetheirlistswiththeactualitems.

GAME:  Dizzy Izzy

Allparticipantsruninrelayformationandattempttorejointheirteamasquicklyaspossible.

Materials:

• None

Preparation:

• Lineupparticipantsinrelayformation.

How to Play:

• Thefirstplayerineachlinerunsuptoadesignatedposition,placesonefingeronthefloor,andruns
arounditseventimes.He/Shethenrunsbacktotagthenextplayer.

• Repeatuntilallplayershaveaturn.

• Cubsshouldsitdownwhentheirteamfinishes.
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CRAFTS 

Pirate Eye-Patch

Materials:

Construction:

1. Carefullycutoneeye-patchshapefromtheblackfelt,usingFigure 2 as a template.

2. Usingtheholepunchorscissors,createaholeatthetoptwocorners,largeenoughtofeedthe 
elastic through.

3. Threadtheelasticthroughthetwoholesandtietheendsoftheelastictogether.
4. VOILA!Instantpirateeye-patch.Useyourimaginationanddecorateyoureyepatchwithbeadsorany

other appropriate method.

 Caution: Do not use glitter paint as it comes off easily and may get into the Cub’s eyes.

Pirate Belt Buckle

Materials:

Construction

1. Carefullycuttwobeltbuckleshapes,onefromcardboardandtheotherfromconstructionpaper, 
using Figure 1 as a template.

2. Gluetheconstructionpaperbuckletothecardboardbuckletogiveitcolour.
3. Cuttwoverticalslitsinthebuckleapproximately3inchesapart. Refer to Figure 1.

4. Useanoldclothorscarfasabelt.Threadthescarforcloththroughtheslitsofthebuckle.
5. HavefundecoratingyourPirateBeltBuckletoyourownpersonaltastes.

GAME:  Grab It.  (A Hunting and E luding game.)

Materials:

 • Twocoloursofclothstrips(10to12incheslongby3to4incheswide).
 • Thereshouldbeenoughfortwoteams,eachwiththeirowncolour.

How to Play:

• DividetheCubsintotwoteams.Passoutthecolouredcloth,oneperchild.
• TheCubstuckoneendoftheclothintothebackoftheirpantsorbelt.Eachplayerattemptstocapture

theotherteam’scloth.IfCubslosetheircloth,ateammembermustretrieveitforthem.

Variation:

 • PlaythegamewhilewearingthePiratebeltbuckleandeye-patch.

 • Cardboard(anoldcerealboxwillbesuitable)
 • Constructionpaper(assortedcolours)
 • Scissors
 • Craftknife
 • Glue
 • Pencil

 • Colouredmarkers 
  or paints

 • Lengthsofscarfor 
  cloth long enough to  
  fiteachCub’swaist
 • (Templatesupplied)

 • Blackfelt(4”x4”)foreachCub
 • Thincottonelastic(1/8”x18”)foreachCub
 • Scissors

 • Holepunch
 • Chalk
 • Template-supplied
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THEME ACTIVITY:  COMPASS and NAVIGATION 

COMPASS

Thecompassneedlealwayspointsnorth,
right?Wrong!Theneedlehastwoends,and
onepointssouth;toavoidconfusion,the 
distinctionbetweentheendsmustbekeptin
mind.OK,thenorthendoftheneedlealways
pointsnorth,right?Wrong!Thecompass
needlepointstomagneticnorth,nottrue
north. Trail navigation is not so precise that 
ahikerneedstoworryaboutdeclination.It’smoreimportanttoknowthe 
compass points and in which direction you are travelling on the map.

MAP SYMBOLS

AllCanadiantopographicmapscarryagraduatedscaleonthebottomofeachsheet.Thisscaleusually
showsthedistanceinbothmilesandkilometres.Tousethisscale,measuretheroutethatyou’retravelling,
thencompareitagainstthescaletodeterminethedistance.Ifitisastraightroute,arulerorpieceofpaper
willdo.Ifyourroutecurves,useapieceofstring.

Northisgenerallyatthetopofthemap,southatthebottom.Lookonyourmapforthecompasssymbol
indicating North.

Topographicmapsportraytheverticalshapeoftheterrain,withtheaddedfeaturesofcontourlines,and
othermapsymbols.Hillsandvalleysareshownontheflatsurfaceofthemapbybrowncontourlineswhich
connectpointsofequalheightthroughouttheareapresentedonthemap.Eachlineisnumberedtotellyou
theheightofthegroundabovesealevel.

THE COMPASS POINTS

Whenyouknowwherenorthisfromlookingatthecompassneedle,
youshouldhavenodifficultyinfindingtheprincipalpointsofthecom-
pass.Whenyoufacenorth,southisthendirectlybehindyou,weston
yourleft,eastonyourright.Thereare32pointsofthecompass.The 
diagramonlyshows16ofthesepoints.

Fortunately,someonefinallysuggestedtheuseofthe360-degree
circleinsteadofnames.Nowadays,mostpeopletaketheirdirectionsor
“bearings”bydegreesinsteadofbynames.Forexample,insteadofsaying
east,theysay90degrees.Thisisthesameinformationyougetfromthe
grid lines on a topographical map.

Openpit,mine

Indexcontour

Fill

Cut

Power line

Telephone line

Railroad

Hardsurfaceroad

Improvedroad

Unimproved road

Trail

Bridge

Footbridge

Perennial streams

Water well–Spring

Lake

Marsh(swamp)

Buildings(dwellings)

School–church–cemetery

Buildings(barns,etc.)

Sand area

Woods

Orchard

Scrub

SCALE1:50,000
1.25Inchesto1Mileapproximately

Meters

Yards
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PATHFINDER COMPASS PARTS

HOW YOUR COMPASS WORKS:  

COMPASS NEEDLE

Theimportantpartofacompassisitsmagnetizedneedle,balancedonapin-point,andfreetoswing
around.Whentheneedleislefttoitself,theearth’smagnetismmakestheneedleofthecompasspoint
towardsmagneticnorth.Thisendiseitherpainted(blackorred),stampedwiththeinitial“N”,orshapedlike
an arrowhead.

RememberthatthenorthseekingendofthecompassneedlemustbealignedwithNorthonthecompass 
housing.Iftheotherendoftheneedle(usuallypaintedwhite)isalignedwithnorth,yourbearingwillbe
exactly180degreesoff.

Compassescanalsobreakorevenlosetheirmagnetism,butonthewholegoodcompasses(i.e.acompass
whoseneedleisdampenedbyaliquid)areveryreliable.Chancesarethatifyoudonotreachyourdestination
thereissomethingwrongwithyou,notthecompass!

THE ORIENTEERING COMPASS

Therearemanytypesofcompasses.Theorienteering 
-typecompassusedformanyillustrationsinthis 
sectionisgoodforbothhikingandorienteering.Inthe
orienteeringcompass,theneedlehousingrotatesona
baseplate.Thishelpsinreadingthecompassandserves
asadirectionpointerinthefield.Theedgeofthebase
plate has measuring scales to help in reading and  
making maps.

Inallourdescriptionsofcompassusewewill
assumeitissimilartotheoneshownbelow.Thatis, 
ithasatransparentplasticbaseonwhichisinscribeda
directionoftravelarrow,andamovableplasticormetal
housingwhichismarkedindegrees,from0degreeto
360degrees.

Top of compass housing—with cardinal points on upper rim, degrees 
on outer rim in two degree portions.

Magnetic needle with red north end.

Bottom of compass housing (transparent in some models) with  
orienting arrow.

Base plate with direction of travel arrow and metric and inch scales.
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STORY:  A Pirate Story

Throughout the story there are certain phrases that have words or sounds associated with them. Assign 
twoorthreeCubstoeachphrase;teachthemthewordsorsoundstheymustsayeverytimethephraseis
spokeninthestory.Tomakeitanactivestory,havethemstandupeachtimetheysaytheirpart.

Old Sea Pirate ...............................Ho!Ho!Ho!AndaBottleofRum
Bosun ............................................Snore,Snore
Black Cloud .................................. Blow Wind Blow

Sea Gulls .......................................Caw,Caw(Flappingarms)
Long John Silver........................... Aharrr Me Maties

Polly Parrot .................................. Polly Wants a Cracker

Croaky Crocodile ..........................Tic,Toc,Tic,Toc(Whileshakinghead)

The Story

Once upon a time, there was an Old Sea Pirate and his Bosun, who sailed out on the ocean 

blue on their sturdy ship the Black Cloud. Far off in the distance he could hear the Sea 

Gulls cry.

The Old Sea Pirate and his Bosun dropped anchor and went fast asleep, first making sure 

all the hatches were secured on the Black Cloud.

Now creeping up the side of the ship, came Long John Silver and his parrot Polly, looking 

for the treasure of the Old Sea Pirate and his Bosun. Looking for Long John Silver was 

Croaky Crocodile, who had swallowed a clock. Just as Long John Silver and Polly Parrot 

discovered the treasure chest, Croaky Crocodile’s clock woke up the Old Sea Pirate and his 

Bosun, who thought it was the Sea Gulls landing on the deck of the Black Cloud.

Well, Long John Silver grabbed hold of Polly Parrot and turned to run. In his haste, he 

tripped overboard, much to the glee of Croaky Crocodile. The Old Sea Pirate and his 

Bosun chased after them, but the Black Cloud rolled in the waves, clearing the deck of the 

Sea Gulls, the Old Sea Pirate and his Bosun.

Now, from a very good source, I am told that the last anyone heard of all these characters 

was strange sounds in the night as the Sea Gulls flew overhead, followed by Long John 

Silver and Polly Parrot, chased by the Old Sea Pirate and his Bosun, all frantically swim-

ming away from Croaky Crocodile with his ticking clock. While to this day, the Black 

Cloud is anchored far out at sea with its treasure chest still aboard.

SIX MEETING: Water Safety and Weather Knowledge 

WATER SAFETY:  Wear your Personal Flotation Devices! (PFD)

Scouts Canada’s Bylaw, Policies and Procedureshasveryspecificrequirementsthat
applytoallmemberswhoparticipateinwateractivities.

“Youthandadultsparticipatinginsmallcraft(6metresorless)boatingactivities
involvingpoweredornonpoweredboatsmustwearTransportCanadaapproved,
properlyfitted,personalflotationdevices/(P.F.D.’s)lifejackets,atalltimes.Canoes
exceedingthe6metrestandardwillalsobeincludedinthispolicy.”
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Know and practise these rules of water safety.

1. Learntoswim.Don’trelyonfloatingaids(toys,life-belts,etc.)tokeepyouup.
2. Swimwithabuddy—neveralone.
3. Don’tgetintoroughplayinthewater.
4. Don’tfaketrouble.
5. Readandobeywarningnotices.
6. Learnandrespectthelimitsofyourstrengthinthewater.

Flotation Devices

PFDsaregenerallymuchmorecomfortablethanlifejacketsforextendedwear,butthere’sabigdifference
betweenthetwoflotationdevices.APFDwillnotkeeptheheadofanunconsciouspersonoutofthewater;
that’swhatalifejacketisdesignedtodo.Remember,lifejackets/PFD’sarenotsubstitutesforadultsupervision.

ScoutsCanada’sB.P.&P.makesaclearstatementaboutflotationdevices:“Youthandadultsparticipat-
inginsmallcraft(6metresorless)boatingactivitiesinvolvingpoweredornon-poweredboatsmustwear
Transport Canadaapproved,properlyfitted,personalflotationdevices(PFDs)/lifejacketsatalltimes.Canoes
exceedingthe6metrestandardwillalsobeincludedinthispolicy.”TheCanadianCoastGuardalsohas 
specificpoliciesrelatingtoflotationdevices.

Selecting a PFD/Lifejacket

Follow the checklist below when selecting a PFD/Lifejacket:

Basic Rescues: Reach, Throw, Row, Go, Tow

Anyonecangivesomesortofaidtoawateraccidentvictim.Evenaweakornon-swimmercanlearntosavea
lifebyusingreachingandthrowingassists.

The manner in which the water rescue is performed should be considered in the following order:

Reach ...................................Withanobject(oar,plank,pole,branch).
Throw ..................................Abuoyantobject(preferablywithanattachedline).
Row ......................................Usingaboattorescueanoffshorevictim.
Go  ........................................Swimmingwithabuoyantaid.
Tow ......................................Victimusingabuoyantobject.

1. IsitTransportCanadaapproved?
2. Willitsupportthepersonitwasmadefor?
3. Areallthesnaps,belts,ties,tapes,and/orzip-

personthePFD/lifejacketingood 
condition?

4. Isiteasytoputonandtakeoff?
5. Canyoumoveyourarmsfreelywhen 

wearing it?

6. Doesitletyoubendatthewaist? 
(Canyoutouchyourtoeswhenwearingit?)

7. Canyouseethegroundatyourfeetandwalk
overobstacleseasily?

8. Doesitkeepyourheadabovewater?
9. Relaxinthewaterfacedown.Doesitrollyouto

aface-upposition?
10. Can you swim and manoeuvre easily in  

the water?
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Rescuing Others

Canoe-Over-Canoe Rescue

Ifyouencounteranoverturnedorswampedcanoe(orothersmallcraft),makesuretheoccupantsare
safe.Onceyouknowtheyarewell,askthemtoholdontotheoverturnedcanoeasyougatheranyfloating
gear and place it in the rescue canoe.

Next,paddleyourcanoeintopositionatrightanglestotheoverturnedcanoe,forminga“T”withthe 
twocanoes.Havethepeopleinthewatermovetotheendoftheoverturnedcanoefarthestawayfromyour 
rescuecanoe.Theyshouldhangontotheend,oneoneachside.Youandanyhelperintherescuecanoe
mustpositionyourselvesfacingeachotherinthecentreofthecanoeaboutoneandahalfmetresapart.

Lifttheoverturnedcraftontothegunwalesofyourrescuecanoe.You’llneedhelpfromthepeoplein
thewater.Askthemtopushdownandturnthecanoeslightlytoliftonegunwaleoutofthewater.Thiswill
breaktheairseal.Astheypushdown,youandyourhelpermustlifttheotherenduntilyoucanslidethe
canoecompletelyoutofthewateracrossyourgunwales.Asyoudothisthepeopleinthewatermustmove
totheendsofyourrescuecanoeandholdonuntiltheircanoeisbackinthewater.Turnthecanoeover
andgentlyslideitbackintothewateralongsideyourowncanoe.Holdthegunwalesofbothcanoestightly
togetherasthepeopleinthewatergetbackintotheirowncanoeagain.

Thisisanexcellentexercisetopractiseinapoolorothersafesetting.

Tired Swimmer Assist

Whenusingacanoeasarescuecraftforatiredswimmer,extendapaddle,apole,oraringbuoytothe
victim.Don’treachforthepersonbecauseofthepossibilityofbeingpulledoffbalancebytheswimmer’s
struggles.Youmightneedtoblockthevictimortoapplypressurewithyourhandontheperson’sheador
shoulderwhenthepersoncomesalongside.Thiswillkeeptheindividualfromtryingtoclimbinoverthe
gunwale.

Tohelpatiredswimmerintoyourcanoe,sitonthebottomnearthemiddle.Shiftyourweighttothe
oppositesidewhileusingahighbracetohelpbalancethecraftastheswimmerclimbsaboard.

Anunconsciousperson,ifnottooheavy,canbeliftedintoyourcanoe.Graspthevictim’sarmsnearthe
shoulder.“Jackknife”thevictim’strunkintothecanoewhenitclearsthegunwale,andthenpullinthelegs
byliftingatthehips.

WEATHER KNOWLEDGE

Weather.Itsurroundsuseveryday.Itaffectswhatwedo,andhowwedoit.Itcanmakelifemiserableor
pleasurable.Don’ttakeweatherforgrantedifyouwantanenjoyableoutdoorexperience!

Planningasimpleoutdoorgameduringaweeklymeeting.Goingonaweek-longwinterhike.Setting
outinacanoeonadeceptivelycalmandpleasantsummer’sday.Hikinginblisteringsummerheat.Weather
playsamajorroleinallthesescenarios.Mostmistakeswemake‘reading’theweatheroftenresultinlittle
morethanminorinconveniences.Someprovidefond,evenhumorousmemories.However,thosewhotake
theweatherforgrantedcouldfindthemselvesunexpectedlyfacingalife-threateningsituation.Learnto
avoid these dangers. 

Naturemaysurpriseusoccasionally.Byincreasingourweatherknowledge,wecanavoidhavingaweather 

hazardturnintoadisaster.Beprepared!
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Severe Weather and Weather Extremes

Whenyouhearofsevereorextremeweather,heedthewarnings.Toooften,peoplebecomefascinatedwith
weatherphenomenon,ignoringthedangerandneedlesslyplacingthemselvesatgreatrisk.Alwaysbealertfor
approachingweatherdangers,including:

Weather Forecasting

Whatisaweatherforecast?Howisitmade?Whatdetailsappearinaweatherforecast?Howdoyouget 
aforecast?

Weatherforecastsarepredictionsoftheweathercoveringseveraldays.Meteorologistsconductforecasts 
byobservingweatherpatternsallovertheworld.Theyfeedtheseobservationsintocomputersthatmake 
predictionsusingmathematicalformulas.InCanada,EnvironmentCanadaisresponsibleformakingweather
forecasts.

Mostweatherforecastsdetailpredictionsofthetemperature,skyconditions(e.g.sunny,cloudy),and
weathercharacteristics(e.g.rain,snow,strongwinds).Ifameteorologistforeseessevereconditions,the 
forecasterwillissueawarningoftheseupcomingevents.Neverignoreofficialweatheradvisoriesorwarnings.
Usethemtomakealternateplans,ortoprepareyourself.Peoplewhoignoreweatherwarningsaremakinga
dangerous mistake.

Beforesettingoutonanoutdooradventure,getaweatherforecastfromalocalnewspapers,television 
orradiostation,orwebsite.Wheninthefield,relyonradiobroadcasts.Parkrangersoftenpostweather 
forecastsforallcamperstosee.

Learntoreadthesignsofupcomingweatherfronts.Bykeepinganeyeontheskies,you’llhavereasonable
leadtimetotakenecessaryprecautions,winterorsummer.Heedthesigns!

• Thunderstorms
• Lightning
• Strongwinds
• Heavyrains
• Flashfloods
• Tornadoes
• Coldtemperatures 

(frostbite,hypothermia)

• Hottemperatures 
(heatstroke,hyperthermia)

• Sunburn
• Snowblindness
• Blizzard
• Droughtconditions 

(extremedryness,whichcan 
meanfirehazards).
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EYE PATCH TEMPLATE 

(PHOTOCOPY AT 100%)

BELT BUCKLE TEMPLATE 

(PHOTOCOPY AT 100%)
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Cub Meeting Schedule: Week Three

THEME: Pirates Of The High Seas - Islands

Date: _____________

Time  Activity Program Details Leader Responsible

10mins. GatheringActivity NavigatetoIslandonMap
   See detail planning sheet

5 mins. Opening Ceremony Opening

   See detail planning sheet

10mins. Game DefendingtheFort
   See detail planning sheet

20mins. ThemeActivity Knots:ReefKnot,SheetBend, 
   Bowline,RoundTurnand 

   TwoHalfHitches
   See detail planning sheet

10mins. Game IslandRescue,UsingKnots
   See detail planning sheet

20mins. ThemeActivity Craft:PirateHat
   See detail planning sheet

10mins. Song/Story “BlowtheManDown”and
   “I’stheB’y”
   See detail planning sheet

10mins. SixMeeting PackDiscussion:Weatheridentification
   and dressing appropriately

5mins. SpiritualFellowship -ReciteLaw/Promise
   -Prayer
 5 mins. Closing Ceremony Closing

   See detail planning sheet

15mins. LeaderDiscussionTime Reviewmeetinganddiscuss
   next week’s plans

BadgeLinks: PurpleStarA#2;GreenStarA#1,2,6,9;EntertainerBadge#4; 
   MusicianBadge#3E;HandicraftBadge1

Meeting  

Notes:
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PIRATES OF THE HIGH SEAS - ISLANDS 

GATHERING ACTIVITY:  Navigate to the Island on the Map (Enclosed)

Instructions:

• Useyourthumbtomeasuredistances.Eachthumbwidthmeasuresonedistanceinthestateddirection.
• Beginwhere “X” marks the spot.

Activity:

YouarePiratesonthelastlegofyourhomeboundjourneyaftermanymonthsatsea.Yourship’ssuppliesare
allbutgone,yourcrewsaretiredandeagertoseethebeachesofhome.Youarethenavigator,andyourcrew
isdependingonyoutopilottheshipshomesafely.Yourshipsaretoolighttotravelthehighseas,soyoumust
findsandforballast(weight).DesertIslandhasplentyofsand,butBEWARE:thewaterssurroundingthe
islandarefilledwithsharks,andtheIslandhasmanydangerouscreatures.ManyPirateshavenotsurviveda
visittoDesertIsland.
• DesertIslandisseven(7)pointsEastoftheX.

FromDesertIslandyoumusttraveltoJungleIslandtohuntformeatandgatherfreshwater.Bewareofthe
large cats and the dangerous snakes.

• JungleIslandisthree(3)pointsWest • Three(3)pointsSouth, • Two(2)pointsEast.

Nowyouhaveballast,meat,andwater.Yourshipsarealmostreadytojourneyhome.JungleIslanddidnot
provideeverything;youstillneedfruitsandvegetables.Theonlyislandthatcanprovideyouwithfruitsand
vegetablesisSkullIsland.ThenativesonSkullIslandwillnotgiveyouwhatyouarelookingfor,soyouneed
somethingtotradewiththem.PearlsandcoralfromShellIslandisjustwhatyouarelookingfor.Bewarethe
killer whales along the way.

• ShellIslandisFive(5)pointsEast • Three(3)pointsSouth.

Youhavegatheredpearlsandcoralfortrade.YouarereadytosetsailforSkullIsland.SkullIslandisavery,
verydangerousplacetovisit.Thenativesareheadhuntersandwouldprizeyourheadshouldyounothave
enough to trade.

• SkullIslandisOne(1)pointSouth • Four(4)pointsEast • Four(4)pointsNorth

YouhavesurvivedyourvisittoSkullIsland.Thenativeswerepleasedwithyourtradegoods.Butalongtheway
youlostoneshiptoagiantOctopus.Yourothershipswereheavilydamagedinafiercebattletostayafloat.You
mustfindasafeporttomakerepairs.HorseshoeIslandisthesafestplaceandhaseverythingyouneedtorepair
your ships.

• HorseshoeIslandisTwelve(12)pointsWest

YouhavesafelyarrivedonHorseshoeIslandandrepairsareunderway.YourCaptainhasorderedscouting
partiesouttoexploretheislandandwatchoutforunfriendlyPirates.WhileexploringHorseshoeIsland,one
scoutingpartyhascomeacrossaTreasureMap.Thetreasuremaptellsofgreatriches,aburiedtreasureona
neighbouringisland.Theburiedtreasureisguardedbyagiantseacrocodile,butyourCaptainhasaplan.You
willanchoroutatsea,farawayfromtheisland,andridethefriendlydolphinsontoshore.Thisshouldgiveyou
enoughtimetocollectthetreasureandreturnbeforethecrocodilecancatchyou.
• TreasureIslandisfive(5)pointsSouth • Two(2)pointsEast

Yourpouchesarefilledwithgold,diamondsandraregems,andyourship’ssuppliesareplentiful.Yourgreat 
journeyhasbeenasuccess,timetoheadforhome,WolfIsland.
• WolfIslandisthree(3)pointsWest • Five(5)pointsNorth • Four(4)pointsNorthEast
• Four(4)pointsEast • Three(3)pointsNorth

This is the end of your journey—you have arrived home. It’s time to prepare for the welcoming celebration,

Grand Howl. 
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GAME: Defending the Fort

Preventtheattackingteamfromgettingthesoccerballintothecircle.

Materials:

• Onesoccerball

Preparation:

• Dividetheparticipantsintotwoequalteams.

How to Play:

• Teamone(thedefenders)formsacircle,holdinghandsandfacingoutwards.Amemberofteamonestands
inthecentreofthecircle.Teamtwo(theattackers)attemptstokickthesoccerballintothecircle.

• Ifthesoccerballiskickedovertheheadsofthedefenders,theplayerinthecentrecancatchtheballbefore
ittouchesthefloorandtossitout.

• Theteamschangepositionwhentheattackerssuccessfullytouchthefloorinsidethecirclewiththe 
soccerball.

THEME ACTIVITY:  KNOT SKILL SESSION - Bowline & “Round Turn” Knots

ReviewtheReefandSheetBendknotstaughtpreviously.

**BOWLINE**

Averyimportantknot,thebowlineformsaloopthatwillnotsliporjamno 
matterhowgreatthestrain.Itsmanyadaptationsareusefulinfirstaidandlife- 
saving.EveryScoutshouldhaveathoroughunderstandingoftheseveral 
variationsofthisknot.

Startbyforminganoverhandloopandastandingpart,spacedsoastomake 
theresultinglooplargeenoughforitspurpose.Thefreeendistakenup
throughtheloop,aroundthestandingpartandbackdownthroughthecentre
oftheloop.

**ROUND TURN AND TWO HALF HITCHES**

Thisisasimplemethodoffasteningaropetoaspar,ring
oranotherrope.Itisespeciallyusefulfortowingpurposes.

The round turn is shown in Fig. A (the rope makes  
twoturnsaroundthespar).YoucanseeinFig. B that  
thesecondhalf(thetwohalfhitches)islikemakinga 
clovehitchonthestandingpartoftheropewiththe 
freeend.Pulltightatthisstageanditwilllooksomething 
like Fig. B & C.

Animportantpointtorememberisthatthepullor 
tensionontheropeinthesehitchesmustbeasshowninthesketch(atrightanglestothespar).Ifnot, 
the rope may slip along the spar.

A B C
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GAME: Island Rescue

• RescueoneteammemberfromanIslandthatissinkingintothesea.

Materials:

• One6footlengthofropeperCub.

Preparation:

• GiveeachCubonelengthofrope.
• LineupCubsinsixesinrelayformation.

How to Play:

• Withtheteamsinrelayformation,oneteammemberisselectedtoberescued.Thatteammembermoves
toapositiondesignatedastheSinkingIsland.TheSinkingIslandshouldbenofurtherawaythanthe
lengthofropestheteamhas.

• Therestoftheteamusesasmanydifferentknotsaspossibletotietheirpiecesofropetogether.The 
teammemberattheheadofthelinecoilstherescuelinetogetherandthrowsittotheteammember 
ontheIsland.

• Thestrandedteammembermusttietherescuelinearoundhim/herselfusingabowlineknot,thensignal
totheotherteammemberstopullhim/hertosafety.

• Theteamsitsdownoncetherescueiscomplete.

CRAFT:  Pirate Hat

Materials:

• NewspaperorFlip-Chartpaper(18”x24”)
• Scotchtapeorstapler
• Optional:Feathers,Braid,Glitter,Glue,Crayons

Construction:

1.Laydoublesheetofpaperonatable,withthecentrefoldedatthetop.
2.Foldthetopleftcorner,thenthetoprightcornerdiagonallydownagainstthefront,sotheymeetinthe 

centre.Creasethefoldsflat.
3.Takeonlythesingletopsheetofthestripthatrunsacrossthebottom,andfoldthatupagainsttherest 

(asshownbythedottedline).
4.Turnthehatovertotheotherside,andfoldtheotherbottomstripupthesamewayasthefirstone.
5.Tapeorstaplethebottomstripstogetherattheopenendstoformacontinuousbrimaroundthehat.
6.Putyourtwothumbsupinsidethehat 

 at the centre and pull your hands apart  
 slightly to open it up.

7. Decorate.
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SONGS

SIX MEETING - WEATHER IDENTIFICATION

MoreinformationonweatheridentificationcanbefoundinThe Fieldbook for Canadian Scouting,available
in Scout Shops.

Clouds

Cloudsareformedwhenairiscooledbelowitssaturationpoint(i.e.100percenthumidity)andthewater
vapourintheaircondensesintotinydropletsoricecrystals.Thesearesolightthattheyfloat.

Allcloudsarecreatedthroughthesamegeneralprocess,butbecauseofotherfactors,theyappearindifferent
forms.Understandingwhenthevariouscloudtypesformcanprovidevaluableweatherclues.

Latinnamesdescribecloudformations.Therearethreegeneralcloudtypes:Cirrus (feather-like),Stratus (in 
alayer)and Cumulus(inbigheaps).Meteorologistsbreakthesedownintohighclouds,middlecloudsand
lowclouds,basedontheirtypicalheightaboveground.Thereareafewexceptions;theonemostcommonto
us is the Cumulo Nimbus,whichcrossesalllevels.

I’s The B’y

Chorus: (after every verse)

I’stheb’ythatbuildstheboat,
andI’stheb’ythatsailsher.
I’stheb’ythatcatchesthefish
andtakesthemhometoLiz-er.

Hipyourpartner,SallyTipple,
Hipyourpartner,SallyBrown,
Fo-goTwil-in-gate,Morton’sHarbour,
All around the circle.

ItookLizertoadance,
Andfaithandshecouldtravel,
Andeverystepthatshewouldtake,
Was up to her knees in gravel.

Saltsandrindstocoveryourflake,
Cakeandteaforsupper,
Codfishinthespringoftheyear,
Friedinmaggotybutter.

SusanWhite,she’soutofsight,
Herpetticoatwantsaborder,
OldSamOliverinthedark,
He kissed her in the corner.

Blow the Man Down

I’llsingyouasong,agoodsongofthesea,
With a way! Hey! Blow the man down!

Itrustthatyou’lljoininthecoursewithme,
Givemesometimetoblowthemandown.

Therewasaskipper,Idon’tknowhisname,
With a way! Hey! Blow the man down!

Althoughheonceplayedaremarkablegame,
Givemesometimetoblowthemandown.

Hisshiplaybecalmedinthetropicalseas,
With a way! Hey! Blow the man down!

Hewhistledallday,butinvain,forabreeze,
Givemesometimetoblowthemandown.
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High Clouds

Highcloudsaremadeupentirelyoftinyicecrystals.Thebottomsareabout6,000metersabovetheearth.
Two types are common:

1. Cirrus arethinwispyandfeathery.Theyarefrequentlyblownbyhighwindsintofeatherystrandscalled 
 Mare’s Tails.

2. Cirro Stratus formatabout7,500metersandarethinsheetsthatlooklikewhiteveils.Boththesunand 
themoonshinethroughthem,makingringsofhazylightcalledhalos.

Middle Clouds

Middlecloudsareusuallyeitherlayered(example,Stratus)andpuffy(example,Cumulus)orcombinations
ofthese.Theirbasesarearound3,000metersabovetheearth.
1. Alto Stratusaredenseveilsorsheetsofgreythatoftenappearfibrousorlightlystriped.Thesunorthe

moondoesnotformahalo,butappearsfromthegroundasifseenthroughafrostedglass.
2. Alto Cumulusaregreyorwhitishpatches,orlayers,ofpuffyorroll-likeclouds.Shiningthrough,thesun

oftenappearsasadisk.

Low Clouds

LowcloudshavebasesneartheEarth’ssurface.
1. Stratus formaslow,uniformgreymassescoveringtheentiresky.Thesecloudsmaybringlightdrizzle,

butalmostneverheavyrain.
2. Nimbo Stratusarethickerthanstratusclouds,andverygrey.Theycutoffthesunandusuallybring 

 continuous rain.

3.Cumulusarepuffy,white,andoftenlooklikecauliflower.Theshapeschangeconstantly.Overland,
cumulusoftenformbydayanddisappearatnight.Unlesstheypileup,theyusuallymeanfairweather.

4. Strato Cumulusareirregularmassesofcloudsspreadoutinarollingorpuffylayer.Theyappearasgrey 
 with dark shading.

Other Clouds

Cumulo Nimbusarethefamiliarthunderheads.Basesalmosttouchtheground,buttopscanreach23,000
meters.Windsshapethetopsintoflat,anvil-likeforms.

DRESSING FOR THE WEATHER

Haveeachsixdiscusswhatkindsofclothing,includinghats,andfootwear,theywouldrequireforthe 
followingforecasts.MoreinformationonclothingcanbefoundintheFieldbook for Canadian Scouting.

1.Severewind,-40°(Warmhat,wintercoat,winterpantsorleggings,scarfforneckandface,warmmitts,
winterboots,warmsweater,pants,woolsocks,longunderwear,socks)

2.Springday,cloudysky,muddyground,9°(Waterproofbootsorrubberboots,raincoatandhat,hatwith
widebrim,warmsocks,pants,longsleevedshirt)

3.Sunnyday,+32°(Hatwithwidebrim,shirttocovershoulders,shorts,lightsocks,runningshoes, 
drinkingbottle)

Conclusion:

Be aware of the weather. Being a smart Cub means being prepared. Bring the right equipment and  

clothing to keep yourself comfortable in any kind of weather.
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Cub Meeting Schedule: Week Four

THEME: Pirates Of the High Seas - Treasure

Date: _____________

Time  Activity Program Details Leader Responsible

10mins. GatheringActivity TreasureMapquestionsanswered
   See detail planning sheet

5 mins. Opening Ceremony Theme Opening: Ships

   See detail planning sheet

10mins. Game EattheFishtail
   See detail planning sheet

20 mins. Theme Activity Survival and First Aid kit contents

   See detail planning sheet

25mins. Game TreasureHunt:DistributeTreasure
   Map.HuntforSurvivalandFirstAid
   kit contents. See detail planning sheet

5mins. ThemeActivity AssembleFirstAid&Survivalkits
   See detail planning sheet

20mins. Song/Story Songs,skitsandrefreshments
   See detail planning sheet

5mins. SpiritualFellowship -ReciteLaw/Promise
   -Prayer
5 mins. Closing Ceremony Theme Closing: Ships

   See detail planning sheet

15mins. LeaderDiscussiontime Reviewmeetinganddiscussnext
   week’s plans

BadgeLinks:  PurpleStarA#2;GreenStarA#3;TrailcraftBadge#3; 
   EntertainerBadge#4&#10;MusicianBadge#3E

Meeting 

Notes:
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PIRATES OF THE HIGH SEAS – TREASURE

GATHERING ACTIVITY

Answer Questions on Treasure Map (Enclosed)

GAMES:  Eat the Fishtail

Theheadofthelinetriestocatchthebackoftheline. 
Thebackofthelinetriestoavoidcapture,withoutbreakingtheline.

Materials:

• None

Preparation:

• LineuptheCubsinasingleline,holdingontoeachother’swaist.

How to Play:

• Giveasignalafterplayersarealllinedupholdingontoeachother’swaist.Theplayeratthefrontofthe
linetriestocatchtheplayerattheendoftheline.Theplayerattheendtriestoavoidbeingcaught.The
linemustnotbebroken.Oncecaught,changeplayers.

1. 2 Ships

2. 9 Ships

3. 8 compass points

4. 2 Islands north

5. 3 Islands south

6. 3 Islands have animals

7. (Up to each Cub)

8. Sea Creatures are on  
the map

9. A Whale is the biggest  
sea creature.

10. A turtle is the smallest 

 sea creature.

11. The Pirate is on  
Treasure Island.

12. Skull Island is the  
most dangerous.

13. 6 Anchors

14. 2 Dolphins

15. 3 Whales

16. The Octopus is in the  
S. E. corner.

Answers to the Treasure Map:

1. How many ships on the map?

2. How many sails on the ship with the most sails?

3. How many points are there on the compass on  
the Map?

4. How many islands north of Jungle Island are on 
the map?

5. How many islands south of Jungle Island are on 
the map?

6. How many islands have animals on them?

7. What island is the scariest?

8. How many sea creatures are on the map?

9. What is the biggest sea creature on the map?

10. What is the smallest sea creature on the map?

11. Where is the pirate?

12. What island is the most dangerous place to visit?

13. How many anchors are on the map?

14. How many dolphins are on the map?

15. How many whales are on the map?

16. Where is the octopus?
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THEME ACTIVITY AND GAME:  Treasure Hunt

HavetheCubsfollowasetofinstructions,amaporaseriesofpuzzlestofindthe“treasure”.

Materials:

• Instructions,mapand/orWordPuzzles
• SurvivalkitandFirstAidkitarticles.

Preparation:

• DividetheCubsintosixes.Giveeachsixalistofarticlestofind,aswellasinstructionsforthemap,
puzzleorwordpuzzles.DesignyourinstructionstotheageabilityoftheCubsaswellastheplaying
areaavailable.

How to Play:

• Theactivityshouldhaveatimelimitandboundaries.
• Eachsixdepartswiththeirlistofarticlesandinstructions.
• Onceallarticlesarefound(ortheactivitytimeexpires),thesixesreturntoadesignatedspottoshow

whattheyhavefound.
• Forthisthemeactivity,hidepicturesoritemsforasurvival/firstaidkit.Whenthesixescompletethe

game,theyassembletheirkits.HaveenoughsuppliesforeachCubtomakeakit.
• Therearenowinners.Everyonegetsacompletekit.

First Aid and Survival Kit Items

SONGS:  

He’s Got the Whole World in His Hands

Waterproof matches or a lighter•	
Compass•	
Adhesive tape & bandages•	
Fire starter material•	
Pocket knife•	
Large yellow/orange garbage •	
bag or Space blanket

Whistle•	

Snack•	
Reflector/signal mirror•	
Insect repellant•	
Ointment•	
Bandaids•	
Halazone or water purification •	
tablets

Bouillon cubes•	

Fishing line, hooks and lures•	
Duct or adhesive tape•	
2 to 4 metres light flexible wire•	
Pencil and paper•	
Aluminum Foil (2 sheets 5 metres •	
long)

Note from Mom and Dad•	

He’sgotthewholeworld,inHishands,
He’sgotthewholeworld,inHishands,
He’sgotthewholeworld,inHishands,
He’s got the whole world in His hands.

He’sgotthelittletinybaby,inHishands,
He’sgotthelittletinybaby,inHishands,
He’sgotthelittletinybaby,inHishands,
He’s got the whole world in His hands.

He’sgotyouandmebrother,inHishands,
He’sgotyouandmebrother,inHishands,
He’sgotyouandmebrother,inHishands,
He’s got the whole world in His hands.

He’sgoteverybodyhere,inHishands,
He’sgoteverybodyhere,inHishands,
He’sgoteverybodyhere,inHishands,
He’s got the whole world in His hands.



4 JUMPSTART: Cubs Pirates

SKITS:

“Is Captain Kidd afraid of himself?”

 Cast: Captain Kidd

  Peoplewalkingby(3or4)
 Props: Mirror

 Setting: Street

 Captain “I’mtheroughest,toughest,meanest,ugliestpirate 
 Kidd: toroamtheseas.Watchthis.” 
  (Tries to scare first man walking by)

 Person 1: “I’mnotscaredofyou.”

 C.K.: Keepsontryingtoscarepeoplewalkingby.

 Person 2: Walkingdog,dogrunstoplaywithCaptainKidd.

 Person 3: Laughs.“HeyHalloweenisn’tuntilnextmonth.”ETC.

 C.K. Quitedismayed.“Hmmmm,maybeI’mnotsoscary 
  afterall.MaybeIshouldgointomovies.”

  Looksathimselfinthemirror.“Ahhhhhhhh!” 
  Runs away scared.

A Treasure?

 Cast: AtleastsevenCubsdressedasPirates

  One Captain wearing a Captain’s hat

 Props: Piratecostumes,hats,scarves,swords,woodenplank,boxdecoratedlikeaboat, 
  old torn map with a treasure map route drawn on it

 Treasure  

 Chest: Largecardboardbox,withadoorinitthattheCubscanstepthroughandbe 
  hiddenoutofsight

Kum By Yah (Come With Me)

Kumbyyah,MyLord,Kumbyyah.
Kumbyyah,MyLord,Kumbyyah.
Kumbyyah,MyLord,Kumbyyah.
OLord,Kumbyyah.

Someone’scrying,Lord,Kumbyyah.
Someone’scrying,Lord,Kumbyyah.
Someone’scrying,Lord,Kumbyyah.
OLord,Kumbyyah.

Someone’ssingingLord,Kumbyyah,
Someone’ssingingLord,Kumbyyah,
Someone’ssingingLord,Kumbyyah,
OLord,Kumbyyah.

Someone’sprayingLord,Kumbyyah,
Someone’sprayingLord,Kumbyyah,
Someone’sprayingLord,Kumbyyah,
OLord,Kumbyyah.
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Story

As the scene opens, all the Pirates are gathered around the Captain.

1st Pirate: (Shaking finger at the Captain)

  “Yo-ho-ho,we’rePiratesBold!
  We’vecomeaboardtostealyourgold!”

2nd Pirate: (Pushes Captain towards wooden plank)

  “We’vecometomakeyouwalktheplank
  thenyou’llbedown,whereit’sdarkanddank.”

3rd Pirate: (Holding up sword and acting big and brave)

  “We’llseizeyourship,androbyoublind.
  We’retheBRAVESTpiratesyoucouldfind.”

4th Pirate: (Bends down close to Captain, while Captain whispers something in his ear)

  “What’sthisyousay,youhaveNOGOLD!
  Comeonmen,let’scheckthehold!”

5th Pirate: (Reaches down and picks up an old torn map he finds on deck)

  “Hey,lookrighthere,I’vefoundamap.
  Soyouliedtous,youlousySap!”
  (ShakesfingeratCaptain.)

6th Pirate: (Traces his finger across the map)

  “Here’saTreasureChest,thereisNODOUBT.
  He’salreadyfoundit,forhere’shisroute.”

7th Pirate: TheTreasureChest,I’msureishere.
  Let’slookaround,itmustbenear!”

  (All Pirates go to large carton which has a door cut in it, open and step inside or  

  behind the box…when all pirates are hidden, continue with the scene.)

All Pirates together:

  “Wellshivermetimbers,seethesizeofthatChest,
  Ofallourtreasures,thisone’sthebest!!”
  (Loud screams and muffled shouts of terror)

Captain: (Smiling and winking at audience)

  “Yes,mygreatesttreasure,theydidfind
  ItsavesmefromPiratesandbringsmepeaceofmind.
  Downbelowwhereit’shiddenanddark,
  Ikeepatankofman-eatingSHARKS!
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