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Example Beaver Programme 

THEME: Birds 

Programme zone: Global 

This programme introduces Beaver Scouts to the wonderful world of birds, both local native 

species and endangered breeds around the world, with opportunities to meet some of the 

requirements for the GLOBAL CHALLENGE. 

5.30pm Register, Opening Ceremony, Introduction 

5.35pm GAME: Bird Hide 

 Before the meeting hide lots of bird pictures around the hall 

 Beavers have to try and find them all!! 

5.45pm GAME: Birdie in the Nest 

 The Colony stand close together in a circle format making a ‘nest’. 

 Choose a Beaver to be the birdie that ‘flies around’ in the middle of the ‘nest’. 

 The ‘birdie’ has to try and escape while the ‘nest’ tries to stop it. 

 When the ‘bird’ flies away, choose another to go into the nest. 

5.55pm ACTIVITY: Bird search word search 

 Visit www.puzzlemaker.com to create your very own word search. 

 Use local birds, easily seen in gardens or exotic or endangered species or perhaps 

bird themed items, such as peanuts, bird box, migration! 

6.20pm ACTIVITY: Bird Table Treats (NB watch for Beavers with nut allergies) 

 Pre-prepare plastic cups or yoghurt pots by making a small hole in the bottom. 

Threading through a piece of string and tie a knot inside the pot. Leave a length of 

string to tie to branch of tree or bird table. 

 Place the lard in a bowl and let Beavers take turns to beat until soft. 

 Add the other ingredients and mix well. Beavers take turns to mix, fingers can be 

used but lard is very messy to wash off!! 

 Spoon mixture into pots, press down well and send home to set in the fridge for a 

couple of hours before hanging up outside! 

 Beavers could take home a log sheet to record the birds that come to visit their 

delicious bird feeder. Look at bird identification charts to help them spot garden 

visitors. Contact RSPB, Belvoir Forest, Belfast for support material. 

6.40pm Magpie’s Nest 

 A blindfolded Beaver is the ‘magpie’ and sits at one end of the room guarding its nest 

of treasure – the basket containing a collection of shiny objects and sweets! 

 The rest of the Colony is seated at the other end of the hall. The Leader chooses 

someone to creep forward and take a sweet, the ‘magpie’ has 3 chances to guess 

who is creeping and throws a beanbag gently in the direction of the sound. If correct, 
the ‘creeper’ must stop and stay where they are for the remainder of the game, if 

not they keep on creeping!! 

6:55pm Home time  
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Example Cub Programme 

6:30 Flag/Inspection/Subs 

6:40 Catch the Dragon’s Tail 

 One Cub is “it”. When they tag someone, that Cub has to join on to the end of them 

 As each person is tagged, they join onto the ever growing dragon 

 Once everyone has been tagged and is in a large dragon tail, the head of the dragon 

has to try catch the tail 

7:00 Local Knowledge Badge 

 Design a poster, leaflet or web page to advertise your area to a visitor. 

 Talk about going a walk in your local area next week for another part of the Local 

 Knowledge Badge. Where do the Cubs want to go? What are places of interest close 

by? 

8:00 Bench ball 

 Two teams, each team has a goalie who stands on a bench or chair 

 Players can catch the ball and pivot, but cannot move 

 To score, they have to throw the ball to their goalie, who much catch it without it 

bouncing 

 After each goal is scored, the goalie should change 

8:25 Sixes/Notices/Flag Down/Dismiss 
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Example Scout Programme 

7.30pm Inspection/Subs 

7.35pm Emergency Aid Stage 3 

 Discuss when and how to call 999 

 Show how to help someone who: 

 is unconscious 

 is unconscious and not breathing 

 is bleeding 

 has a burn 

 has heat exhaustion 

 has hypothermia 

 is choking 

 is having an asthma attack. 

8.10pm Spud / Then drink 

 Have each player count off and remember their number To start, everyone is 

grouped together in a bunch. One person starts with the ball in the centre of the 

bunch. 

 At the beginning of each round, the person with the ball (who is in the centre of the 

bunch) throws the ball upwards to the sky while yelling a number. Everyone 

disperses and runs in all different directions away from the bunch except for the 

person(s) whose number was called. 

 The person whose number was called catches the ball and then yells “Spud!” When 

he or she yells this, everyone must freeze. 

 The person with the ball then is allowed to take three giant steps toward any player. 

 He or she throws the ball and tries to hit someone. 

 To dodge, players are allowed to move all parts of their body except they may not 

move their feet at all. 

 If a player is hit the first time, he or she earns the letter “S”, eventually spelling the 

word S-P- U-D. The person who was hit becomes the new thrower; otherwise, the 

thrower who missed earns a letter. The next round begins and play continues. 

 Whoever spells the letter S-P- U-D is out of the game; alternatively, if you do not wish 

 to eliminate players, you can set a time limit and whoever has the least amount of 

 letters when time expires is the winner. 

8.40pm Emergency Aid Stage 3 

Scouts must demonstrate their skills learnt earlier on a partner who acts out 

various ailments without communicating what they are. 

9pm The Massive Knot 

 Challenge the Scouts to tie knots with a large long piece of rope. 

 All the Scouts have to hold onto the rope with both hands and together tie the 

 Knot. 

 Suggestions: Reef knot, Sheet bend, Figure of Eight, Bowline 

9.20 Flag down and home time 


