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The Campfire Planning Worksheet

The Campfire Planning Worksheet is printed two-sided. The back side is where
you plan the program. The front side is the program agenda, in proper order, used
by the Master of Ceremonies.

Have your Dens or Patrols work on skits, songs, stunts, etc. Plan a time when a
representative of each Den or Patrol will come to you with the name and type of
each item that they will do. Write them on the back side, in the appropriate place, in
no particular order. Make sure that if you are not familiar with something they plan to
do that you have them perform it for you -- this could avoid an embarrasing situation.

When you have all possible skits, cheers, songs -- even those that the Master of
Ceremonies will lead -- written on the planning section, consider how to put them
together into a program. As you read above, a Campfire Program should start
slowly and quietly, build to a high level, then taper off to a quiet closing. Bracket
everything with appropriate opening and closing ongs or readings. Mix up the
items in the middle for variety. You might consider some stories near the end to
wind things down before the closing.
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THE CAMPFIRE PROGRAM PLANNER

How to use this sheet: Be sure that every feature of this campfire program upholds Scouting's highest traditions.

1. in a campfire planning meeting, fill in the top of the "Campfire Program" sheet (over)
2. On the "Campfire Program Planner" (below), list all units and individuals who will participate in the program
3. From each get and write down the name, description, and type of song, stunt or story they have planned.
4. The master-of-the-campfire organizes songs, stunts, and stories in a good sequence, considering timing, variety,
smoothness, and showmanship.
5. M.C. makes out the campfire program sheet (over).
6. Copies of the program are given to all participants.
Cheer Planner Spot Campfire Program Planner
Group or L
Individual Description Type Spot
Song Planner Spot
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CampfireMagic

Jim Sharp and John Spencer
TheLeader, April 1980

Itisvery likely that aboy's-or an adult's-fondest memories of his Scouting experiences are of
the times he sat around an evening's campfire with some of his best buddies. Those campfires
had amagical quality to themra quality that often defies description. One would be hard
pressed to come up with abetter way to end aday in camp, or an evening's activity, than with
acampfire. But leaders with the skill and confidence to make good campfires happen often
seem few and far between.

Perhaps you are one of those leaders who find it difficult to even think about involving your
boysin acampfire, let alone set out to plan one by yourself. It is our hope that the following will
help and that you will use the information, ideas and methods we set out, to help develop your
skillsin planning and leading campfires.

Inour review of the resources available to Scoutersit quickly became apparent that we have a
considerable wealth of information on how to lay fires, how to light them with special effects,
how to make campfire robes and torches, etc. What we found most lacking isinformation on
how to plan and provide the leadership for agood campfire program. That's what we have set
out to provide you within thisarticle.

A close relationship exists between the physical arrangements for a campfire and the actual
program. While abeautiful setting, awell-designed and well-laid fire (lighted with a special
method) is awe inspiring in itself, the magic soon wanes with a poorly planned and executed
program. Take the time to develop aquality program, one that is well planned and with close
attention paid to format and content, and it will be difficult to detract from it with less than ideal
physical arrangements. No doubt you've seen an experienced campfire leader hold agroup "in
the palm of his hand" in aschool gymnasium or church hall seated around an artificial campfire!
Thereason agood campfire leader isableto do it is program. He has paid particular attention
to designing a campfire program that will involve and hold the interest of all the participants.

Why A Campfire?

Perhaps B.-P.'s original idea of a campfire was simply a group of Scouts meeting together in
camp at the end of abusy day discussing their achievements during that day and making plans
for the following day. Campfires can still serve that very useful purpose and they can do much
more. Music can express a mood, release emotion or bring agroup closer together. Acting
(oftenin the form of campfire skits) serves avery useful part in aboy's development through
which he can learn attitudes and appreciations and through which social and emotional
developments are stimulated. Value is not limited to participants. While an audience gains
satisfaction by identification with the performers, an enthusiastic audience may so stimulate the
players that their performance reaches a high standard.

Whether it be song, acting, or other activity, what is most important is not the quality, it is not
the enjoyment of those who hear it or seeit. Rather, thereal virtueisthe effort aboy or group
of boys have made-the self consciousness which has been overcome and the sense of
achievement when he (or they) sit down to arousing yell fromthe rest of the participants.

A campfireis more than just a gathering of people around afire. Rather than being just an
isolated event, a campfire becomes an integral part of Scouting in helping boys develop into the
men we want them to become.



A Sing-Song Or A Campfire?

All too often we tend to feel that we can't just sit around awarming fire and have a sing-song.
Somehow we have afeeling inside us that someone, somewhere, is expecting usto have a
campfire. Thereis an important difference between a campfire and asing-song and it is
important to realize that either may be appropriate.

Sing-songs can happen whereas campfires must be planned. Don't deprive your boys (or
yourself!) of the enjoyment a sing-song can provide. Let them happen, perhaps, at first, with a
little urging by yourself. But once you have introduced your boysto the joy of song you'll find
that singing will become a natural expression of happiness and well-being. And they will
happen-on the trail, in abus or perhaps as a part of some of your regular meetings.

Campfires are usually seen as more formal eventsthan sing-songs. A campfirerequiresa
considerable amount of advanced planning and can be specifically designed to provide
opportunities for further development of boys (or adults) through song leading, acting, etc.

Our experience has shown that there are, perhaps, two rather distinct types of campfires.
We've classified them asformal and informal. Aninformal campfire usually takes place with a
bit less planning and a bit less pomp and ceremony than what we have classified asaformal
campfire.

The most popular type of campfireisthe informal one and thisisthe one which boys are most
often exposed to. There may be some campfire robes; there might be a special technique for
lighting the fire; there may be some other special effects such as torches lighting the path to the
campfire area, etc. But, just aslikely, almost everyone will be gathered around a hastily built
campfire with nothing more than the bare necesstties in the way of seating and special effects.

Theformal campfire hasareal flavour of Scouting to it with everyone displaying their prized
campfire robes; the campfire circle has been thought out and is very neat; the fire has been laid
with care and islighted as though a thunderbolt has struck it; the pathway to the campfire circle
has been cleverly illuminated to guide participants and specially designed torches have been
placed at strategic locations surrounding the campfire circle to provide the necessary
illumination for skits and stunts; the campfire chief entersthe circle and receives an enthusiastic
greeting; awell planned program involving most of the participants is executed with skill. The
fire burnslow and the campfire concludes with an appropriate " Scouters Five Minutes", one or
two well-chosen spirituals or quiet songs, a prayer and "Taps". Quietly the campfire chief
leavesthe circle, followed by the participants, all of whom arein athoughtful and peaceful
mood. A suitable conclusion to another fine Scouting day.

Itisimportant to realize that the informal campfire and the formal campfire each have their
placein Scouting. All too often, though, we find that the only people exposed to the formal
campfire are Scouters. Y outh and adult alike have acommon need for pomp and ceremony

and it isimportant that we recognize this need and provide the opportunity for it to be met. By
providing the opportunities for your boysto participatein aformal campfire you'll be providing
them with some of those memories which will remain in their hearts for many yearsto come.

TheFire

One very good resource for ideasin building various types of fires suitable for your campfireis
the Scout L eaders' Handbook. It isimportant to remember that the fire will serve asthe focal
point for your campfire and particular care must be paid to the planning and laying of the fire. It
just isn't suitable to pile agreat assortment of brush in the centre of your campfire circle and
hope that it will light when you throw amatch into it!

The fire should be designed to provide warmth to the participants, but it is equally important to
ensure that the intensity of the heat will not develop to a point where participants are forced to
vacate their spot on the log to retreat to a more safe distance. Through careful attention to
design and through experience you'll soon learn to size your fire appropriately so that it will



provide just the amount of warmth you require.

Pay particular attention to the type of wood you use in laying the fire. While you may often find
that you have little choice in the matter, try to find dry hardwoods to minimize smoke and
sparking.

Special techniquesfor lighting your campfire can add areal sense of dramawhich helpsto build
that magical quality we are seeking. The Scout Leaders' Handbook offers a number of

workable suggestions and other ideas have appeared in The Leader (see December, 1979

issue). Whatever means you choose to light your fire, take thetimeto try it out several timesin
advance of the "big moment" to ensure that it is going to work well. In the event that your
method failsin spite of your calculated preparations, be ready with several matchesin your
pocket! Don't direct particular attention to the fact that it failed, for few will have known of

your plansif you've done your planning well.

Appoint aparticular person to be the "fire tender" for the duration of the campfire. It will be his
duty to ensure that the fireis properly laid (well in advance, of course) and to tend the fire
during the campfire program. He will need to be on histoes and ready to take prompt action if
alogrollsfromthefire, if the flamesleap too high and begin to threaten nearby trees (!) or if a
small amount of additional wood need be added to thefireif it burns more quickly than you
had planned. Make certain that adequate fire protection equipment is readily at hand whenever
you plan acampfire.

Y our fire should burnin close relationship to your program-strive for afire that springsto life
with bright flames and burns down at about the same rate as you move towards the close of
your program. Aseveryone joinsin the singing of "Taps" and the campfire chief intones the
inspiring words of the closing, the fire should be little more than a bed of glowing embers.

The Campfire Chief

The campfire chief isresponsible for the campfire program. It isimportant that he (or she) be
ready with awell planned program. He will normally arrange with othersto beinvolved in
leading various parts of the program (ajob which must be done well in advanceto give
everyone sufficient timeto plan his contribution). The campfire chief isresponsible for the
campfire opening and closing and often isinvolved in the " Scouter's Five Minutes". If he does
hisjob well he'll find that he often serves as the "co-ordinator” and involves as many others as
isfeasible.

The campfire chief should always be held in respect by the campfire participants (regardl ess of
the participants' ages). Normally, he enters the campfire circle after the participants have
entered and are standing. The amount of pomp and ceremony which the campfire chief builds
into the program is strictly a matter of personal choice. However, he should be greeted with an
enthusiastic and respectful cheer such as the popular "Hail, Chief!" as he takes his place.

Anyone can be acampfire chief-all it takesis abit of imagination, good planning and
confidence. Everyone tackles the job in a different way and, perhaps, that iswhat makes a
campfire chief seem abit of amystical person. Don't fall into the trap of feeling that you have to
imitate to do agood job-your individuality is the most important aspect to consider.

The Setting

What could be more ideal for a campfire setting than aquiet spot in abit of ahollow,
surrounded by trees or atranquil campfire circle near the shore of alake? It isimportant to
consider the location for your campfire circle. Try to make it aspecial spot, away from the
more lived-in areas of your camp. M ake it a spot people will be drawn to.

If it isaspot which you will be able to use more than once, then you will want to take thetime
to make it something very special. Again, your imagination and your boys' imagination will help
to develop avery special place. Careful attention can be paid to comfortable seating (eight to



twelveinch logs raised slightly off the ground will serve admirably for many years) and you may
even want to devel op special seating arrangements for the campfire chief, special guests and,
possibly, other leaders.

An Indoor Campfire?

It isn't necessary to wait for awarm summer evening for acampfire! It is quite possible to have
an excellent campfire take place indoors on a cold winter's night with participants seated

around an artificial fire constructed with birch logs and various arrangements of coloured paper,
cellophane, lighting and, maybe, asmall fan to give life to the flames. All it takesisalittle
imagination and ingenuity to provide a suitable atmosphere to complement the campfire
program. Take the necessary precautions to ensure that your fire doesn't go up in smoke!

The important element for your indoor campfire will always be the campfire program. Pay
particular attention to developing your program and you'll find that everyone will soon forget
they don't have the open sky overhead.

Campfire Robes

A campfire robe serves admirably to provide the extra protection required against the cold and
dampness of the evening while our hearts and the front of our bodiesare warmed by thefire.
And, too, it can display our traditions and personal history. A smart campfire robe portraying
the wearer's history, his achievements and the events of importance in his Scouting career, can
be an inspiration to others (boys and adults) to want to work to earn the right to wear arobe
whichisequally grand. Articles dealing with campfire robe styles have appeared in the October
77 and May '79 issues of The Leader. If you don't have access to back issues, contact your
Scout Council office and they may be able to provide you with copies of these articles. Take
the time to plan your campfire robe to ensure that it will serve you well for many years.

Duration and Pace

Duration, pace, content and style are some of the considerations which you will have to attend
tolong before the first song is sung.

The duration of the program islargely determined by the nature and age of the participants. In
our experience a campfire program should range in time from a maximum of 20 to 30 minutes

for Beavers and Cubs and 40 to 50 minutes being about right for Scouts, Venturers and
Rovers. We have found that it is wise never to exceed 50 minutes even when working with a
group of adults. The point of having what might appear to be a campfire of short durationis
quite simple: if itisgoing well we leave participantsin avery positive mood-longing for more; if
itisn't going so well it iswiseto conclude it without further prolonging the experience. It is
difficult to talk about duration for acampfire program without, at the same time, mentioning the
pace, since the two factors combine to give us the framework upon which to place the content.
The pace has often been described as amirror image of the fireitself: rising quickly to aplateau
of bright activity and then gradually diminishing, as do the flames, becoming like aglow given
off by coals. Below is an outline of a program incorporating this principle of aquick build-up
(active) and slowing down toward the closing (reflective).

Opening
Welcoming song
Action song

Yl

Skit

Yl

Lively or action song
Round

Game or skit

Yl

General song



Presentation (if any -followed by yell)
General song

Quiet song

Yarnor "Scouter's Five"

Quiet song

Spiritual

Spiritual

Prayer

Closing

The program is sometimes viewed as being aparallel to aday in thelife at camp. Either way of
looking at the program, as afire or asaday, isuseful in that they both provide us with aguide
or amodel for usto usein the process of planning the program.

Given that we now have an idea of how long we want the campfire program to be and a
particular conception of how we would like to see the pace of the program develop, we can
now address ourselves to the question of content.

Program Content

If we arein the business of putting on acampfirein thefirst place, we might just as well admit
that itisa"production" and as such, the content should be managed. As a production, it should
have some style and we have found that thisis best achieved by using atheme. Not all of the
content hasto rigidly adhere to the theme but it does help to set and maintain the toneif the
opening/closing, yarn (or "Scouter's Five Minutes") and the method used in lighting the fire are
tied together. A theme also helpsin that it often suggests particular songs and skits that might
be appropriate and further help to make the program flow. Think of your program as a piece of
music and imagine it flowing in phrases.

The spontaneous part of the program is where the action is-fast, rousing songs, fun action
songs that get people moving, simple roundsin which all participate, chants, round games, skits
and yellsal go into thisearly half of the program. The specific itemswill, in part, be determined
by the nature and age of the participants and, in part, by the material known to those doing the
presentation or leading the group in song. A point to be made at thistimeisthat itis preferable
to sing songs that most people know, sinceit is desirable to have everyone participating.
Singing songs known to most, or singing songs that can be "picked up quickly" by the novice,
ensure good participation and afeeling on the part of most people that they are involved in the
shared campfire experience. Skits, games around the circle, yells and chants should be self
explanatory or described easily in afew wordsin order to be understood. The concept behind
acampfireis one of a shared experience and despite the fact that not all of us can easily act,
dance or sing, we must be made to feel that we are a part of the proceedings or the point of the
exerciseislost.

We have called the second part of the program reflective which describes the mood we are
striving for. This portion can be broken down into three parts:. the first being the two songs
prior to the yarn, slowing the pace in preparation for the yarn; the second isthe yarn, giving the
participants afew thoughtsto ponder, and is fol lowed by the final part which eases the pace
down, reinforcing the spiritual aspects of Scouting. Let'slook at the parts one at atime.

We have indicated atransition point in the program outline which is appropriate for
presentations. If they are fun presentations they fit in with the tone of the preceding program. If
they are of amore serious nature then they will fit in with the tone of the later program. Either
way, they should be followed up with our Scouting form of appreciation-the yell. The two
songs following the presentations set the scene for the yarn. We are sure that you have all had
experiences trying to present afew words to aless than receptive audience. Bringing down the
high spiritsis essential and the two songs prior to the yarn serveto do the latter well.

Theyarn should be abrief presentation giving afocus to the late day activities. Four to five
minutesis usually adequate to make your point. In developing your theme and content for your



yarn, it is probably best to look at some activity or incident, common to al of the participants,
that happened during the day. However, there are many suitable topics, and suggestions often
appear in The Leader. B.-P.'s Scouting For Boys has awealth of ideas. We have seen very
effective use made of poems, legends and known stories (such as those about B.-P.) asayarn.
Y ou have awide selection from which to choose.

Thefinal part of the program consists of a quiet song, spirituals, the prayer and the closing. This
part and the yarn should serve to highlight the whole campfire program. The participants should
be comfortable with each other and relaxed after a day's activity, and the later part of the
program should be supportive of this mood. Most spirituals are well known and leading can
often be handled by the shy one in the group without great fear. The closing prayer can take the
form of Scout silence or of amore formal benediction. The official closing of the campfire by

the campfire chief follows.

After the closing, the campfire chief should make a point of leaving the area decisively to
aleviate hesitation about what one should do once the campfire is over. Participants should
follow quietly.

Style

Style could be the subject of an articlein its own right. However, here are afew pointsto help
bring success to you and your campfire.

The campfire chief should have everyone aware of those who precede him on the
program, to ensure that each person involved knows when it is time for his contribution.
This allows introductions and fumbling to be kept to aminimum.

The campfire chief should also be aware that slip-ups will happen no matter how well
the program has been planned. Be prepared to quickly smooth over the ragged edges
when required. Quick thinking on your feet isagreat asset.

Flair helps-but, if you don't have it, good execution of your program can be equally
beneficial.

If you must read from awritten program do so! Give some creative thought to making
your notesa part of the props-for example, inscribe your opening, closing and other
program notes on scrolls of paper or birchbark.

Well designed torches can be placed to illuminate your notes. But if you don't have a
torch and feel you need aflashlight, then use one. It isfar better to do so than to be
constantly fumbling while trying to have the flames from the fire illuminate your page.

Thelist of ideasis endless! Perhaps we can best summarize this point by saying that you arein
the process of managing a production and it isworthwhile to think out all aspects of the
program ahead of time. Consider how you can maximize effects through an awareness of
duration, pace and content. Style tends to be something that develops and emerges over a
period of time and increasing experience. Some people have it from day one-you can probably
easily pick out those people now. But for the rest of usit's a path which we have to travel
along, working at developing our style, but the results are worthwhile. Y ou can turn good
campfiresinto great ones!

Good Scouting and good luck!
James E. Sharp is Provincial Field Executive for Interior Region of British Columbiaand the

Y ukon. John Spencer is currently serving as Assistant Regional Commissioner for Interior
Region and has been active in Scouting for a considerable number of years.



More Thoughts About Campfires

Reg Roberts
The Leader, December 1985

As promised in the August/September |ssue, here isthe second in a series of articles about
campfires. Again | have used as my resource some material provided by Dave Stephenson of
North Vancouver, B.C.

The last article dealt with such things as campfire leadership, instruments at campfires and
problems that might arise at acampfire. Thistime I'd like to look at campfire program content -
what we do while we are together.

There's akind of magic about campfires. It's not evident right away because that's the rowdy
fun time but, later, in the fading fire's glow aswe sing spirituals and listen to a short yarn,
huddling together perhaps for warmth but, most importantly, for human companionship - that's
when the magic begins.

Songs

A successful campfireis made of an infinite variety of items- songs, skits, and the happy give
and take that signifiesthisis apleasurable place to be and a suitable finale to a busy active day
or evening.

Of all the material availableto us, songs must surely be the most important. Songs break down
barriers of reserve and shyness, promote fellowship, generate happy feelings, build morale and
bind us together, deepen our loyalty and strengthen our ideals. It seems obviousthat it's
important to sing the songs in such away that they express the true spirit of Scouting.

Many "modern" songs have no real place at a Scout campfire, but othersfit very well. Every
age has songs we should remember, introduce to our campfire programs and pass along to
future generations. We may still fondly sing I've Been Working on the Railroad and There'sa
Long, Long Trail A-Winding, but let's not overlook Four Strong Winds and Where Have All
the Flowers Gone? Look also at today's mu sic from groups such as Abba, Alabama and the
Oak Ridge Boys, and consider aswell Bony M's Waters of Babylon, the Coke song I'd Like
to Teach the World to Sing and the very popular We Are the World.

Songs are meant to be sung, not shouted and, when properly sung, sound wonderful. The
words themselves provide the clue to how to sing a song, but sometimes avery brief
explanation of how the song came about or its significance to us can help generate the
appropriate sensitivity and expression, particularly with sea shanties and spirituals. Help
participants "learn by doing" at the same time as they're having fun.

Try to introduce new songs to a campfire regularly but in small doses. Whenever possible,
introduce them at aregular meeting first. Above all, if you are going to lead it, know the song
reasonably well before you start.

Types of Songs

Spirituals, those wonderful songs full of rich emotional messages, are usually favourites at a



campfire. They all tell storiesthat reflect faith and beliefs asimportant to the original singers as
our sacred music isto ustoday.

Sing cheerful, upbeat songs like Daniel, Rock of My Soul, and Michael Row the Boat with
vigour and enthusiasm. Jacob's Ladder, Kum by Ah and Swing Low are slower, more
thoughtful songs. Try to have the audience enter into the spirit of the music, beit fast or slow,
lighthearted or serious.

Everybody enjoys Sea Shanties. Reminders of the old-time sailing ships with their cargoes of
tea, cotton, spices and rum, songs like Blow the Man Down, Fire Down Below or What Shall
We Do With a Drunken Sailor? almost make us feel theroll of the ship and the salty spray as
we sing. Sailors sang many shanties to help them keep time, so you can add hammer striking
actions or slow foot stomping for effect.

Many Rounds have an "Olde Englande" background and go back at least to the 17th century.
Because they sound so beautiful, they deserve to be sung more often. Rounds are also away
of introducing youthful voices to the idea of harmonizing, which isn't always easy.

Sung well, rounds are beautiful. Sung poorly, they can sound dreadful. It will lead to more
success if you have everyone sing the round together afew times before dividing into sections.
A natural division for groupsisin sixesor patrolsand it helpsto have aleader for each section.
Remember to remind the boys that rounds are not intended as contests to see who can shout
the loudest.

Perhaps the best known round is Row, Row, Row Y our Boat with its million versions from
Chew, Chew, Chew Y our Food to Soap, Soap, Soap and Towel. But don't forget other
rounds such as London's Burning, Little Tommy Tinker, Oh How Lovely isthe Evening, The
Kookaburra Song. Frere Jacques and Three Blind Mice.

Then there are Action Songs. Many songs just naturally lend themselves to some kind of
action, whether simple hand movements or dancing around the campfirein a Zulu extravaganza.
Actions are anatural and expected part of a campfire program. They are particularly welcome
on acold night but any action, from foot stomping to hand clapping, providesalot of fun on
any night.

Chester Have Y ou Heard About Harry, Ach Von Der Musica, One Finger, One Thumb and
Head and Shoulders are all happy, fun action songs. My Bonny, Peter's Fountain, Love Grows
Under the Wild Oak Tree and Green Grow the Rushes are alittle more thoughtful and serious

- good to use as alead into the quiet part of the evening.

Two Part or Split Songs are those favourites where one half of the group sings one part of the
song and the other half sings adifferent part. Probably the best known is Ging Gang Gooli but
Animal Fair and the old chestnut Ham and Eggs are other good examples.

Then there are Mixed Melodies or Combination Songs where one half of the group sings one
song and the other half a different song. For example, one half might sing There'salLong, Long
Trail while the other half sings Pack Up Y our Troubles. How about Three Blind Mice with Are
Y ou Sleeping?

For thiskind of singing, you really need aleader for each group and some strict timekeeping,
but the resulting sound can be truly delightful.

Whenever people come together, you'll hear Nonsense Songs. Whether they are Scouts,
Guides, or campers at Camp Opeongo, the words likely have a special meaning to that



particular group.

Ach Von Der Musica, When It's Springtime in Alaska, My Tall Silk Hat and Insy, Winsy
Spider are just afew of the many daffy songs people loveto sing.

Alwaystry to make aplace in the program for Folk Songs. They are the songs that tell the
history of a country and its people - away we have of passing on our heritage to future
generations. ThisLand is Y our Land is one we know well in Canada, but how many other folk
songs are there? The Atlantic provinces seem to have cornered the market with songs such as
Jack was Every Inch a Sailor, The Squid Jigging Grounds and Nova Scotia Farewell. | can

also think of Quebec's Alouette, but what do we have from B.C., Alberta, Saskatchewan,
Manitoba, Ontario or the North West Territories?

Skits, Stunts, Sketches

A campfire without askit islike a pie without the filling. Y ou can rest assured that, although you
may be hard-pressed to get young people to volunteer to present a song, you will be
overwhelmed by volunteersif you ask them to present a skit or astunt.

A humourous skit provides awelcome break, especially since the leaders usually are the butt of
the jokes. Most often the skits are just clean fun but, occasionally, a skit can be downright
embarrassing and you'll need to come up with some appropriate comment to ease the campfire
out of adifficult situation. As| mentioned in my last article, you can generally avoid this type of
problem if you set out, in advance, guidelinesto what is and what is not acceptable.

Funny skits are always acceptable and so are serious ones. The young actors will usually opt
for something funny and that's fine. It's their show and the serious input can come from aleader
later on. Scouting's traditions and history, the writings of Baden-Powell and everyday life offer
awealth of material. Costumes can enhance the skit, but sometimes the simpler the better.

Remember to tell performersto keep skits short (about three or four minutes) insist on
originality, allow time for adequate preparation and rehearsal, and advise against harmful
practical jokes.

Finally, recognize the training value in skits and stunts. A shy boy may blossom behind a set of
rope whiskers or afloor mop wig where his shyness flies away to be replaced by a developing
self-confidence.

There's still more to campfiresand I'll tackle that in afinal article in the near future. For now,
though, while parts of our country arein winter'sicy grip, | hope you're not overlooking the
potential of indoor campfires. For those who live where the climate isless severe, awinter
evening around a blazing fire under the stars will be a memorable experience. Pass the hot
chocol ate!

Article#R142.
From: jim.speirs@canrem.com (Jim Speirs)



CampfireMagic

Michael Lee Zwiers
The Leader, June/July 1989

Campfire Magic! Y ou've experienced it. Y ou chose the songs, practiced skits, and organized
everything into a program. Then you brought peopl e together and began.

Everything went without a hitch. Participants sang the songs enthusiastically and laughed
uproariously (or groaned painfully) at the skits. From there, the tone and pace of the program
slowed until the final prayer was just amemory on the lips and in the ears.

Asthe dying campfire crumbled into ashes, campers reluctantly drifted off to bed. Y ou stood
before the glowing embers, soaking in their fading warmth and knowing that everything was just
right. Y ou've been touched by campfire magic.

Campfireslikethisare special but rare. They need not be. With alittle careful thought and
preparation, they can become the rule and not the exception. What follows are some hints and
ideas from Alberta's campfire leader training courses to help you plan a campfire program,
deliver it smoothly, and bring the magic toit.

Planning

The structure of amagic campfireislike the shape of thefire. It builds up slowly from the
lighting and opening to a peak, then subsides gradually to the closing as the fire burns down to
embers.

The opening includes parading to the formal circle, introductions, the fire lighting, and a short,
upbeat opening verse that sets the mood and guidelines for the fire and welcomes people to the
magic of the experience. Y ou may deliver it dramatically with armsin the air or holding a hand
over thefire. Y ou may involve participants by having them echo aline or, if you are using a
"magic start", asking them to concentrate to inspire the fireto light. Perhaps you'll have a
number of torch bearers light the fire as you declare it open.

Build up from the opening with some well known songs, afew rounds, some fun songs, some
action songs, agame and stunt or two and, at the peak of excitement, skitsand yells. Bring
down things slowly with afew rousing songs, some quieter songs, a story or Scouter's Five, a
spiritual song or two, vespers and taps, and a closing verse.

Y ou might include a short Scout silence before the verse or invite participants to pause for a
moment to listen to night sounds or reflect and be thankful. Many campfire leaders end the
verse with "l now declare this campfire closed" but, as Lewis Carroll once said, "They don't
seem to have any rulesin particular; at least, if there are, nobody attendsto them."

Hints For Success

Before the event, review campfire etiquette with your gang. The campfirecircleis sacred and
always quiet before and after the fire. Prohibit flashlights from the circle. Make a no-talking
rule. If wood needs to be added to the fire during the campfire, only the Keeper of the Flame
may do it. Applause takes the form of yells, not clapping.

Choose amagic site (on the lakeshore, etc.) and, however you start it, keep thefirea
reasonable size. Firesthat are too big can take away the magic. To enhance the mystique, you
may want to add ashes from your last campfire to this new one. And, if you clean up all the
coals and other signs of festivity before the next morning, your campers will always think of the



campfire site asa special place.

Keep the program short. If you will offer refreshments later, plan time so that it won't break up
agood program. For the greatest success, involve as many people as possible in the campfire
as leaders of songs or yells or playersin skits or stunts. If you can, audition songs and skits
ahead of timeto avoid any possible problems, either with difficulty or poor taste.

Choose songs you enjoy and know your young members enjoy. Stick to the familiar rather than
trying to teach anew song, unlessit is something really easy, repetitive, and fun. Be sure you
include parents and special guests aswell as campers. Avoid song sheets or books, a sure way
to destroy atmosphere as participants turn their backsto the fire in hopes of catching some light
to read the words.

L ook for audience feedback. Are they singing and taking part or looking bored? Keep it alive.
If asongistoo slow, speed it up. If itisreally dragging, simply end it and moveinto a"no fail"
song you have up your sleeve. Set a brisk pace with minimum breaks between songs.

Sometimes campers become so caught up in the fun they want to sing every song they've ever
heard. Y ou have to be firm, but remind them they can have their own sing song and put in all
their favourites at their tent site after the formal campfireisover.

If someone brings along amusical instrument, ensure that it enhances the experience. If it begins
to detract by becoming a"solo" act because nobody knows the songs or they are all slow
ballads, stop the player firmly but politely.

Announce the next act or song at least one act ahead so that the people involved have timeto
prepare. If you know who ison next, you can simply whisper in an ear to alert them. Keep a
set of quickie yells, stunts, or songs on hand in case a person or group is not ready to perform
when the time comes or you need to stop a performance for some reason.

For exampleif, despite your screening, agroup beginsaskit or stunt in poor taste, stop it.
Indicate simply that it is not appropriate and go on with something else. After the campfire, talk
with those involved to explain the reason for your actions.

Once you've eliminated the problem of poor taste, skits or stunts can still go wrong if the
players speak too quietly or position themselves badly (e.g. with backsto the audience). That's
another good reason for pre-campfire auditions. To work well and safely, a skit needs good
light. The Keeper of the Flame can add small sticksto adim fire. Y ou might also provide pot
lights or kerosene lanterns, as long as they aren't so bright they detract from the atmosphere.

Keep afirm rein on proceedings to avoid things like poorly timed announcements that can
destroy the magic. If some participants begin to cause adistraction, you can do one of two
things. Signal another Scouter to tap them on the shoulder and talk quietly to them, or quickly
bring into the program a Scouter's Five related to their behaviour. If you stop acampfireto
lecture noisemakers, it's an automatic downer.

A campfire may be magic, but there's no trick to it, just good planning and some common
sense. At the many campfiresin your future, may you often be touched by the magic.

Scouter Michael Lee Zwiers, Edmonton, Alta., has six years experience at helping with
campfire leader training courses.



MAGIC CAMPFIRE STARTS

Compiled by
Scouter Stewart Bowman
8th Whitby Scout Troop

Whitby District
Lakeridge Region
Ontario, Canada
November 1992

INTRODUCTION

Thefollowing compilation of "Magic Campfire Starts' has been collected over a period of
years and from avariety of resources. Although new methods have been added to this
production, the core of ideas was submitted to The Leader magazinein April 1992 and a
modified version appeared in print in the October 1992 issue of that magazine.

The Leader magazine omitted any of the chemical based methods submitted, however the
reasons were valid and totally understandable. | have included afull range of magic fire startsin
thisbooklet as| trust that recipients, who intend to practise and refine the art of magicfire
starts, will exercise due care and diligence in the attempts to try some or any of the following
ideas.

| caution everyone who may wish to try theseideas to be careful. | accept no responsibility for
the results of your efforts, wether they be good or bad.

| do however maintain a strong interest in continuing to build and refine the ideas presented
here. | would be very interested in hearing from users of this material, your comments on the
content and any new ideas that you may have used.

Good Luck, and have fun!

Yoursin Scouting,
Scouter Stewart Bowman,

A WORD OF CAUTION.

Unless you are very comfortable with the ideas presented here, the results may not always
conform to your expectations- remember Murphy's Law !

With alittle forethought, care and caution you can maximize the opportunity for success and
minimize the chance for failure.

Don't interpret the following asrules, they are merely clarifying the common-sense approach
that most of use anyways.......

1.These ideas are not games and should not be approached asif they are.

2.1 know thisis contradictory, but only peoplein full control of their mental faculties should
try these. The contradiction being that you've got to be slightly off balance to be an adult
scouter anyways!

3.Exercise extreme caution when dealing with corrosive, poisonous, inflammatory material

Always mix and use chemicals outdoors,
Follow instructionsto the | etter. Do not experiment,
Never throw alighted match into amixturetoigniteit,
Avoid large quantities- moreis NOT better.
4.Practise the chosen fire start several times before you actually useit in front of an



audience, and always have sufficient supplies on hand for your practise runs.

5.Check reaction times between activation and ignition as thiswill help you plan the story
that you will use in conjunction with the fire start. Become familiar with the "noises" that
may accompany certain of the fire starts.

6.Always havea"Plan B" ready if "Plan A" fails- and it will, sooner or later.

CAMPFIRE ETIQUETTE.

There are anumber of other resources covering the structure and contents of awell planned
formal campfire. Repeating these concepts here would be somewhat redundant, but | have
taken the liberty of including a copy of an excellent article on campfires that appeared in the
June/July '89 issue of The Leader (Appendix I11). Thereis one aspect, however, that | feel
does warrant repetition here and that is how we conduct ourselves at the campfire.

There are 3 basic practises which wetry to follow at every formal campfire :-

1.No flashlights- we have thefire to light our way,

2.No Clapping or Booing - that's why we have 'cheers),

3.NoTaking - unlessyou'reinvolved in an activity, talking spoils the mood and detracts
from whatever is going on.

In campfires|'ve attended or lead, the later point is sometimes not controlled too well. Scouter,
please make sure that your scouts are not the ones disrupting the campfire. Have them show
proper respect towards the efforts of the Campfire Leader and participants.

FIRE LAY CONSTRUCTION.
There are anumber of different waysto build your firein preparation for the magic fire start.

Where pre-positioning of the fire-start mechanism isinvolved, the Council (or Pyramid) fire lay
isthe preferred style. By building the various layers with dry kindling between the wood pieces,
you can easily conceal your fire start material. The natural structure of this style of fireaso
leaves a'chamber' in the centre that isjust what you need to place your fire start mechanismin,
so that any material that has to be added to cause ignition can drop on to the mechanism.

Should your fire start involve material being flown in- such asfor the 'Flaming Arrow' fire start
- then the Tepee style fire lay might be the choice. Where the 'arrow’ entersthe firelay, an
opening can be left in the fire material which can be well packed with dry kindling and other
quick combustibles.

If your personal favouriteisthe Log Cabin style, this can also be used quite nicely with some of
these magic fire start ideas. This particular styleiswell suited to electrical based fire starts
where the ignition mechanism can be placed in the middle of the fire lay and yet still be hidden
by kindling.

Oneitem that | strongly discourage from being included in any fire lay - regardless of the
weather conditions- isliquid fuel (white gas; naphtha; charcoal starter fuel, etc.) asthe results
can be somewhat unpredictableif used with some of the ideas presented here. Any scouter
who needs thisto get afire going is probably not suited to trying Magic Fire Start |deas (see
page 3, A Word of Caution, [tem #2).

SETTING THE SCENE.
Before everyone gets to the campfire, you can do alot to prepare the scene and get everyone
in the right frame of mind. Threeideas I've seen work very well, but are more appropriate at a

District (or higher) camp(oree) where you have alarge number of participants involved.

Thefirst involves gathering everyone together away from the campfire area. Thisavoids
disruption or delays at the fireitself, when groups arrive late. It also gives the Camp Fire



L eader an opportunity to go through any last minute instructions. When ready, everyone can
then walk quietly in file and form up around the fire site.

The second idea, coupled with the first, solves the problem of everyone not quite knowing
where to stand when they get around the fire. Since we are talking about aformal campfire,
reinforce this by pre-determining and marking the circumference of the fire site with suitable
markers and establish an 'entrance' to this area through aflag honour guard. The Campfire

L eader can then lead everyone through the honour guard and around the boundary line. By the
time the leader comes back around to the perimeter to the entrance way, everyone else who
followed him will be properly positioned around the fire.

Thelast ideais neat and very effective. Although you can mark the perimeter of the campfire
circlein anumber of ways, my personal favourite has involved placing lighted candlesin brown
paper bags. To do thisyou need a supply of small brown bags, then add a couple of handfuls
of sand into each bag. The sand not only keeps the bag anchored on the ground, but it also
keeps the neck of the bag open and forms a base in which you place acandle.

If you want to get really clever with thisidea, anormal household emergency type candle will
burn down at an approximate rate of 2 inches per hour. If you've planned a one hour campfire,
anchor the candle with about 2 inches|eft above the level of the sand.

Pre-position the bags around the perimeter of your campfire circle and have a couple of
hel pers (depending on the number of candles) light the candles as participants are being lead
towardsthefire area. Thislooks really neat for those approaching the area.

Hopefully, if things go right, your perimeter candles will keep your audience from goofing
around too much (since they can now be seen ?), will stop them creeping ever closer to the
campfire (‘cause they don't want to get too close to the candles ?) and will nicely close off the
campfire asthey all burn down around about the same time - yeh, right ! But giveitatry
anyways.

Should you wish to be alittle more creative or formal in the illumination of your campfirecircle,
there are anumber of styles of 'torches' that can be made.

Aswith any matters dealing with open flames, please make sure that safety is uppermost in
your thoughts when determining style, placement, proximity to people, etc..

THE USE OF STORY'S

Since we frequently arrange camps with atheme, why not evolve your campfire also around a
theme which could further impact both your campfire opening comments and the method of
lighting.

In any event, magic fire starts deserve to be supported with astory. In determining the story to
use remember that it should in some way 'explain’ the magic involved; it could get participants
activeinthefire start itself; and it will enable you to set up particular timing promptsif thefire
start needs assistance from others.

Mechanical Fire Starts#2 & #3 include related storiesthat also explain thefire start , but here
are a couple of othersthat you could adopt & adapt.

Peter the EIf

"While getting the wood ready for the fore tonight, | came across a small wood-€lf trapped in
the underbrush. Since a scouter is always kind, considerate and helpful, | helped free him. In
return he promised to help meif | ever needed it. All | haveto doiscall."

"Sincethisisthefirst time I've ever met awood-€lf, I've no ideaif he will keep his promiseto
me. Maybe we should see if he will help usto light thisfire ?"



Shout out - " Peter the EIf, will you light thisfire for me ?" - no response. Call a second time,
still nothing happens.

"Maybe he can't hear my voice. Let'sall shout - Peter the EIf, will you light this fire for me ?"
Timethefire start so that the fire lay ignites after the last shout.
The Indian Pow-Wow

"Some of you may know that, not very far from here island considered sacred by theindians
who used to livein this area. No one can remember what this land was used for, but the

scholars think it was where the tribe used to get together for special councils and pow-wows.
It'sfunny, but there's no historical evidence to support thisand itsall based on local legend.”

"Some of you may have noticed the old farm near the camp site entrance. Old Charlie lives
there and he's become quite an authority on local indian legends."

"One of the story's hetellsis of how the indians used to signal that there was a pow-wow
about to start. Once all the council members were around the circle, they would signal that they
were al present by stamping their feet on the ground. Like this...." Get everyonetojoinin.

"At that signal the Council Chief would send afire arrow into the air to signal the start of the
pow-wow."

These ideas should give you abit of astart in developing your own story's, and don't be afraid
to tailor the fire start to the camp theme. The theme could be space, pioneering, circus, UFO's;
whatever. A little creativity will enable you to come up with areally great story to introduce the
fire.

MAGIC CAMPFIRE STARTS

Everyone thought that the campfirewas great ! It was a beautifully clear night, the fire burnt
down precisely on schedule; the skits were good; the cheers were new - and appropriate.

Everyone knew the words to the songs- and sang in tune (especially the adults!). How can
you improve on that ? Well, here are afew ideas to add to your repertoire of campfire magic.

Imagine the scene at your next campfire. Everyone has walked into the campfire circle, your
opening isinspirational but everyone iswondering why the fireisn't lit yet. Y ou then lead off
with ashort story to fit the circumstances and then ask for everyone's help in calling on the
appropriate spiritsto light the ceremonial fire. A short pause, then..... FLASH! ..... the
campfireisroaring away and yet no-one was anywhere near thefireto light it !

These magic campfire starts may help you add that touch of mystique to a potentially
memorable occasion.

Mechanical Fire Starts

1] Take a2 x 4 piece of wood, about 3 - 4 incheslong. In the middle of thisdrill one 3/8" hole

all theway through. This should be large enough to put alarge nail or spike through and secure
the wood to the ground. Still with this same piece of wood, drill asmany 1/8" diameter holesin

it that you can, but not all the way through the wood. A drill guide will help you to get all these
holes the same depth. The depth will be determined by the length of the blue tip wood matches
that you should then place in these holes, leaving only the match heads slightly above the wood
surface.

Take asecond piece of 2 x 4 wood and glue some sandpaper to one side. Also secure asmall
"eye" screw to one end.



Hold the two blocks of wood together with rubber bands (after staking the first piece of wood
in the middle of your fire lay), and surround with plenty of dry kindling.

Attach awire to the "eye" screw and, at the appropriate moment, pull. Thefriction of the
sandpaper against the match heads will cause them to ignite, thereby setting the kindling on fire.

2] The"Flaming Arrow" isatraditional favourite. Drive a stake

alittle beyond the heart of thefire lay, asit isbeing laid. From this stake run alength of nylon
fishing line up to anearby high point and tie securely so that thelineisvery taut. The angle
should be sufficient to ensure a smooth and fairly rapid decent of the ‘arrow' otherwise you run
the risk of the flame burning through the fishing line before the arrow reaches the fire.

The arrow is attached to the line through two spools (so make sure you thread the spools onto
theline before you tieit off 1) To the head of the arrow secure a bundle of dry flammable
material. At the appropriate time during the introductory story, an assistant lights the arrow and
releasesit to slide down to set the fire alight.

One of the benefits of using fishing line for the line to thefire, isthat once thefireisalight the
fishing line will burn through and the assistant can then retrieve the line without those attending
the campfire being aware of it. If you find that the fishing line does not work for you, use wire
instead, but tie the wireto fishing line where it passes through the fire lay. This piece will burn
away when hefireislit, allowing you to retrieve the length of wire.

3] Variations on the above method include tying the flammable material directly around a
weighted spool and sending that down the line to create a 'fire-ball' effect.

I've also heard of firework sparklers being attached to the arrow to give quite a spectacular
impression.

4] Oneideaincluded in several scouter resource booksisto have

acandle pre-lit in thefirelay, but covered by a#10 Can. The candle is secured to awooden
base with aline attached to it. At the appropriate moment, pull the candle out from the can and
the kindling will catch fire.

Electrical Fire Starts

When setting up electrical fire starts, the weight of the wire used to generate heat will depend

on the size of the battery you intend to use and the distance between the battery and the ignition
device. Practise beforehand will enable you to properly rig your fire start, but , asaguide, use
finewirefor a6 volt battery source. If your power sourceisa 12 volt car battery aheavier
wirewill be required.

1] Steel Wool and "D" cell batteries are frequently used in survival techniques as an emergency
method of starting afire. Based on this principal, one camp fire start ideaisto use steel wool in
thefirelay (surrounded by small dry kindling) remotely attached to a car battery. The battery
could be disguised by hiding in abox that would double as a seat for the Campfire Leader,

with aswitch on the side of the box to complete the electrical circuit and start off your fire.

2] A variation on the above involves alittle more creativity with the electrical connections.
From the disguised car battery/campfire seat, you'll need 3 electrical circuits and switches.
Switch #1 connectsto ayellow taillight secured in the fire and hidden under kindling. Switch #2
is hooked up to atwo more light bulbs. Switch #3 hooks up to steel wool, as detailed in the
previous method.

As part of your campfire opening, get everyone to assist by blowing towards the fire. Asthey
do so, throw switch #1 and everyone should see ayellow glow coming through thefire. Turn
off the switch after a second or two.



Obviously not everyone was helping or blowing hard enough, so get them to blow again.
Throw switch #2 and a stronger light will be seenin the fire. Turn the switch off after maybe
five seconds.

Onelast time! Obviously it was the Scouters who weren't trying hard enough. As everyone
blows hard for the last time, trigger the third switch to set thefire alight.

Remember to pull the lights attached to Switches#1 & #2 out of thefire lay before you set the
fire going, unless you want to conpete with exploding light bulbs!

3] Take ablock of scrap 2" x 4" with asaw cut through the centre line. Two nailsaredrivenin
at either end of the block on opposite sides of the saw cut. These nailswill provide 'terminals
to hook up to the power source. Insert an uncovered paper match book into the saw cut, and
thread a very fine piece of wire through the match heads, connect the wire to the 'terminals’.
Attach the wires from your power source also to the 'terminals' after connecting them through
some switching mechanism. When a current is passed through the wire, heat will be generated
which will ignite the matches and then set off your campfire kindling.

4] Take abunch of friction type matches and secure with a rubber band. The bigger the bunch,
the more spectacular will be the fire start. Then take ametal spring from a spring-loaded pen

and stretch this spring to be slightly larger than the diameter of your bundle of matches. Lay the
spring through the matches, so that it is touching the match heads. Place this bundle on kindling
inyour firelay.

Remotely attach a battery to the ends of the spring wire, through a switching mechanism. At the
correct time, throw the switch and the spring will generate electrical heat which will ignite the
matches.

5] This next idea builds on the previous one, but requires alittle more creative electrical and
carpentry skills. Once you've set it up, however, it could be either your primary fire start
method or a back-up method if "Plan A" fails.

Take apiece of deadwood about 5-6 feet in length and at least 1 1/2 inchesin diameter at the
base. Carefully drill ahole vertically into the base, of a sufficient depth/breadth to hold your
battery power source. Run wires (covered where exposure is not necessary) from the battery

up the outside of the staff, with one of the wires going through a simple switch set at about the
4 foot mark. The ends of the wires should be stripped and terminate about 8-10 inches below
the top end of the staff. Wrap several layers of dry flammable material around thefirst 8-10
inches from the top of the staff, secure with wire.

Just below the flammable material, tape an open book of matches and run afine wire, from the
wires attached to the battery/switch, through the match heads.

Hold the staff away from your body - yeh, really thisisagood idea! - and trigger the switch to
light the match heads which will then catch the flammable material. Y our flaming torch can then
light the campfire. Since you always keep a bucket of water near your fire, extinguish the torch

after use and it'll be able to be used again.

Chemical Fire Starts

1] Inthefirelay, place a pre-prepared piece of 2 x 4 wood, with four 6 inch nails driven

partialy into it. Between the nails, on the wood, place a small aluminum tart cup with at least

two tablespoons of Potassium Permanganate (available from most pharmacy's) in it. Supported
on the heads of the 4 nails place a second aluminum cup that has had three or four small holes
punched in the base. Tilt this cup to one side by placing atwig across two of the nails and then
balance the cup so it is supported. In this cup place a quantity of Glycerine (also available from
Pharmacy's) - but not enough so that it trickles through the holes. The twig should have alength
of fishing linetied to it, with the line stretching away from the fire lay.



By pulling on the fishing line and removing the supporting twig, the cup containing Glycerin will
drop to rest horizontally and the glycerine will spread out over the cup'sbase. A couple of
dropswill then fall through the pre-punched holes and onto the Potassium Permanganate.

After ashort pause the glycerine will react with the Potassium Permanganate and create aflame
which will need to catch your kindling thereby setting the fire lay ablaze.

2] Take amodel rocket igniter (available at most hobby shops) and pass the igniter through the
inside of a paper baggy |leaving two little wires sticking out. Then carefully remove the contents
of a"Coloured Flower Bloom" or "Giant Fountain" firework (use only one) and place into the

paper baggy.

Attach the clips from amodel rocket firing device to the two wires coming out of the baggy.
Prepare the mechanism by pulling the safety pin. Then, when you're ready, press the firing
button and POOF!, another magic fire start.

The next two ideas are particularly clever, and I'll quote from training material prepared by Bill
Glover, DRC (Training), Southern Alberta Region, as he explains them excellently....

3] Crush 1 teaspoon of iodine crystalsto avery fine powder, then mix with 2 teaspoons of
powdered aluminium. IT ISCRITICAL THAT THISMIXTURE REMAINS
ABSOLUTELY DRY.

Place this mixture in thefire lay on apiece of plywood, forming avolcano shaped mound.
When the participants are gathered around the campfire, ask if anyone has a canteen of water
in case the fire gets 'out of hand' (you may want to set this up beforehand). Pat your pockets as
if looking for amatch, but finding none, ask to borrow some water. Sprinkle it on the fire lay
(ensure afew drops hit the iodine/aluminium mixture) and you will be greeted by billowing
purple smoke, followed by deep red flames. Someone is bound to ask, "OK. So how do you
putit out ?* Simply tell them you'll throw matchesoniit !

Note: The powdered iodine "evaporates' very quickly. Asaresult this mixture must be used
within about 10 minutes of preparation.

A teaspoon of Pinesol or Pine Oil is placed in a shallow container within the fire lay. The story
that Bill usesto introduce this magic fire start is based on the ashes from a previous campfire.
The"Ashes" are ahalf acup of HTH Granulated chlorine. When the two are combined, they
produce alarge quantity of white smoke, followed by flames. Thisisarelatively slow reaction,
so Bill opens the campfire with the following story.

"Aswe gather here tonight, for our formal campfire, | think back to the closing campfire from
last year. It was such agreat fire, and the feelings of love and friendship so strong. In order to
try and rekindle those feeling for our fire tonight, | would like to add some of the ashes from
last yearsfire. Now, before light the fire tonight, | would like you all to look at this pile of
wood, and think about your own feelings about last year's fire, and what made it special for
you."

SPECIAL EFFECTS

Once your camp fireisnicely roaring, it may be appropriate to add 'special effect’ flamesto
enhance astory or just close down the camp fire ceremony with alittle more magic.

Try adding aspray of chemicalsto thefire. The following can either be sprinkled on the logs as
you build the fire lay or added to thefire itself to enhance astory or activity. They all create a
flare of coloured flame than can be really effective if not overdone.

COLOURED FLAMES



Yellow - potassium nitrate (salt petre)
sodium chloride (table salt)

Green - borax
barium nitrate
copper sulphate

Purple - lithium chloride

Red - strontium nitrate

Orange - calcium chloride ("Road Salt")

SPARKLES

Silver - powdered aluminium

Gold - iron filings

FLASHES

Red - strontium nitrate } equal parts by powdered magnesium } weight.
Green -

potassium nitrate }

boric acid } equal parts by
powdered magnesium } weight.
powdered sulphur }

SMOKE

black gunpowder } equal parts by
powdered magnesium } weight.

Where the above chemicals or compounds are not readily available from Hardware/Grocery
Stores or the local Pharmacy, check the 'Y ellow Pages' for a chemical supply company.

In talking to your pharmacist (for example) please ensure that you have devel oped some sort of
level of comfort with the owner before you start asking for avariety of chemicals. Let them
know the purpose for the chemicals, and that you are aregistered scouter not some closet
pyromaniac !

One method of adding chemicalsto acampfire without anyone being aware that it was doneis
to use a photographer's airbulb release. These use atiny black airhose attached to a
squeeze-bulb trigger. The airhose can be buried so asto remain unseen, and the simple act of
stepping on the airbulb (perhaps further hidden under a piece of bark) will blow the spray of
chemicals onto the fire.

Another method isto take asix inch long piece of 1" copper pipe and stuff 4" pieces of good
quality lawn soaker hose into both ends (don't use the clear type of hose). Placed in thefire
you'll have an abundance of coloured flames. Using 2 or 3 of these can create a super effect.

A third option isto pre-make "shots" that can be flipped into the fire. A "shot" is made by
creating atightly rolled ball of paper, dipped in wood glue and theroll in atray of the chosen
chemical. The chemical will coat the outside of the ball and react when thrown into the fire.
Store these "shots" in an egg carton until needed - one "shot" per egg carton section !

Here's another 'sparkling thought' from the pages of The Leader. Y ou need enough sugar to



give everyone asmall handful. After closing the campfire, have everyone walk past thefire
embers and toss their sugar onto the fire. Y ou can compare the flashing sparks and quick flares
to happy thoughts, or simply enjoy these thoughtsin silence.

PHYSICAL LOCATION.

If you want to make your campfire even more memorable (is this possible? - you ask) consider
the actual location of your camp fire. Anyone can light afire in the middle of an open field -
why don't you try something different ?

If you're camping by alake, why not construct a solid raft and have the fire burning on it?
Lighting it out of sight of your assembled audience, then allowing it to drift into position behind
the camp fire leader will create avery special image. Remember to suitably anchor the raft so
that it doesn't keep drifting past you !

An alternative may be to have the fire towed in by canoe (two towing with athird canoe to
provide atrailing anchor). The canoeist's can bring the fire raft in and beach it on the shorein
front of the assembly.

Back on dry land, why not construct your fire lay a couple of feet above the ground on a
lashed frame? More tricky yet would be to have the fire lay built on a secure frame and then
hoisted (using rope and pulley's) some distance above the ground. Oncethefireislit, using a
"magic fire start" idea, the campfire could then be lowered to the ground to create another
memorabl e opening.

When you have a particularly large group of participants at a campfire, instead on one central
firewhy not consider having three or four firesin the circle ? In addition to giving agreater
illusion of warmth to participants, a'stage' is naturally formed between the fires for the campfire
leader and any groups doing skits, etc..

CONCLUSION.

Asthe flames from the fire burn down, and participants slowly walk away in wonderment and
appreciation, reflect on your achievement. A campfire can be amemorable occasion for youth
and adult alike, but it doesn't happen by accident.

The day waslong, we've worked and played.
And round thisfire, we've good friends made;
We've shared afriendship fine and deep,
And now thiscircle leaves, to sleep.

As Campfire Leader you have put alot of time and effort into planning, setting the scene, and
stage-managing the evenings activities. Now it istime for you to walk away from the dying
embers, reflect on your success, enjoy atime of friendship and fellowship with the scouts and
scouters.

Sit back, relax, and start to figure out how you're going to lead your next magic campfire so
that it's even more memorable than this one!

Good Luck, have fun, and let me know how it goes.

Scouter Stewart.
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Campfire Openings

Provided by Hans Hussman.

Brother Scouts, in the light of the campfire,

Let us come together with thankful hearts;

And let our ideals be ever before us like a blazing torch
Lighting a warm and steady path,

The light not dimming

And the peace not slackening.

The campfire is open.

As our music cheers us, so be the melody of our lives;

As our mirth unites us, so be the harmony of our hearts;

As our spirits rise to the lilt of our song, so may the Great Spirit uplift us to renewed
endeavour;

And may the happy fellowship of this circle go out into all the world.

The stars shining over us,
Their light shines before us,
Oh God of Nature,

Grant to us a perfect peace.

Kneel always when you light a fire;
Kneel reverently and thankful be,
For God's unfailing charity.

May this fire touch us with the magic of its mystery;

May we see in its dance the ever changing beauty of the world,;

May this fire be good medicine where fellowship,adventure,and fun sit side by side;
May this fire tonight remain forever in our hearts;

Even as the first fire kindled by our ancestors has remained alight through the ages.

Tall trees that reach the sky,
Mountains and lakes nearby;
Draw near my friends,
Come sing, my friends,

Our campfire time is nigh.



The fire is lit, come lift your voice;

Let song and skit beguile the hours;

The fire is lit, so let's rejoice,

Our hearts are full, the night is ours.

Cold nights weighs down the forest bough,
Strange shapes go flitting through the gloom;
But see... a spark, a flame and now

The Wilderness is home.

The life of a fire is like the life of a person.

In its infancy, it is faint and weak and must be carefully nourished and tended.
As it catches, it crawls and spreads like a child exploring the world.

In its adolescence, it flares fast and bright, racing for new height.

Soon, it will burn with the steady heat and light of its adulthood.

And finally give us the warmth and glowing friendship of old age.

As the flames leap upward, so be our aims,

As the red logs glow, so be our sympathies;

As the grey ash fades, so be our errors,

As this good fire warms us, so may the scout ideal warm the world.

Leap high, O golden flame, the day is dead,

Bring warmth and cheer, O flame, the sun has fled;
Stoutly your gleam maintian, youths not abed,
Ring out the heart's refrain, goodwill to all.

Who hath smelt wood smoke at twilight?

Who hath heard the birch log burning?

Who is quick to read the noises of the night?

Let him follow with the others,

For the young mens feet are turning

To the camps of proved desire and known delight.

(Rudyard Kipling)

The simple life and friendly cheer,
May all those find who gather here.

Deep peace of the running wave to you,
Deep peace of the flowing air to you,
Deep peace of the quiet earth to you,



Deep peace of the shining stars to you,
Deep peace of the Son of Peace to you.

Behold the fire my comrades,

May its flames purify your hearts,

Let no unfriendly thoughts be harboured,

Let no uncouth word be spoken

Keep the spirit of the campfire in your hearts forever,
Peace be to all men.

The forests of long ago
Stored up in themselves the warmth of the sunshine of ages past,
And then perished to give it out again and make fleeting pictures in our fire.

As glow the hearts of the logs upon the fire,
So may our hearts glow, and our thoughts be kind,
And peace and deep contentment fill every mind.

Here soon there will be ashes that once were trees,
In Spring they gave us delight,

In Summer, shade,

In Autumn, the colours of their falling leaves,

In Winter the beauty of their branches.

May our lives, like theirs, be lives of service.

Let my voice ring out and over the Earth,
Through all the grief and strife,

With a golden joy and a silver mirth,
Thank God for life!

When dusk descended, purple shadows lenthened,
And evenings sombre hues begin to show,

As darkening skies, the gleaming starlight strengthens,
We're gathered round the campfire's golden glow.

Here is an emblem,

Sparks that upward fly,

So may our hearts be young,
And our spirits high.



Logs burn, flames rise,

Hearts glow, troubles die,

Each for all and all for each,
Happiness within our reach,

Joined together by the good,

Of world-wide Scoutings brotherhood.

Flames leaping - fire bright,
We be brothers here tonight.

Scent of smoke in the evening,
Smell of rain in the night,

The trees, the grass, the flowers,
The campfires are our delight.

Sparks that upward fly,

Then as they reach the sky,

Memories flood in and warmth prevails,
Fore those who climb the Scouting trails.

Whose hand above the flame is lifted,
Shall be with magic touch engifted,
Brother Scouts, the campfire is open.

From the North,

From the South,

From the East,

From the West,

May good Scouting come to you always.

May shadows that surround us in the night,
Be swept away in firelights glow;

Let spirits rise, and let us all delight

In the songs we know.

Tall trees that reach the sky,
Mountains and lakes nearby;
Draw near my friends,
Come sing my friends,



Our campfire time is nigh.

The fire is lit, come lift your voice;
Let song and skit beguile the hours;
The fire is lit, so let's rejoice,

Our hearts are full, the night is ours.

Come, come, light up the fire,
Come, come, join in the ring,
Here find dreams to inspire,
Stories to tell, songs to sing.

Come what may,

Time and hours run through the roughest day,
Let fun and laughter now our hearts beguile,
And let's forget our troubles for awhile.

These things I have loved;

Starlight and the smell of burning wood,
The flaming campfire,

And the joy of friends close by.

Friends are for caring, when the whole world's down,
Friends are for laughing, when the whole world frowns;
Friends are for good times, when the road is long,
Friends are for sharing, around a campfire.

A little bit of kindness, to each other now and then;
A little bit of blindness to the faults of others when;
A little bit of happiness, a lively Scouting smile;

A little bit of friendship, we'll find its all worthwhile.

| have known the peace of the silent hills,
Have learned, whate'er betide,

Though paths of life turn east and west,
Camp friends can ne'er divide.

Wood smoke at eventide soothes the soul,
And makes an easy ladder for a prayer;



May the smoke of this fire carry your thoughts heavenward,
And make your hearts strong for Scouting.

As our campfire smoke curls upward,

May all that is evil go along with it,

And may some kind evening breeze watft it away,
Never to be seen again,

And may peace and deep contentment be our lot.

As our campfire grows and grows,

Let the smoke from its flames rise to

Carry our troubles and bad thoughts away,
Never to be seen again.

Let the heat of its flames warm us all, and,

As we share its warmth,

We share each other'speace and contentment.

Onward and upward day by day,

Straight is the course, and narrow the way,
But others before us, the path have trod,
And the top of the hill is the heart of God.

The North Wind brings the cold that brings endurance,

(Torch bearer comes into the circle from the north)

The South Wind brings the warmth of friendship,

(Torch bearer comes into the circle from the south)

The East Wind brings the light of day,

(Torch bearer comes into the circle from the east)

The West Wind, from the direction where the sun sinks, brings night and stars.
(Torch bearer comes into the circle from the west)

(On direction from the leader, all light fire)

May this campfire be good medicine,
Where fellowship, adventure, and fun go side by side.

By these clear waters,

Stand the tents of our Pack (Troop) .
Dark behind them stands the forest.
Oh, Great Spirit in heaven,

Send us a flame to light our campfire,
That we may for this be greatful,

Oh, Great Spirit we ask this of thee;



Send us fire,and we shall praise thee.

(Fire is lit)

Thank you Great Spirit in heaven,

For this fire and the friendship we will share tonight.

Behold the campfire, my young wolves,

May its flames clean our hearts.

Let no unfriendly thoughts remain,

Let no hurting words be spoken.

Keep the spirit of this campfire in your heart,
For, together, its flame makes us stronger.

Oh Fire!

Long years ago when our fathers fought with great animals,
You were the protection.

From the cruel cold of winter, you saved them.

When they needed food, yoiu changed the flesh of beast
Into savory meat for them.

During all the ages

Your mysterious flame has been a symbol

To them for spirit.

So tonight we light our fire in rememberance of the
Great Spirit who gave you to us.

Where the campfire's dusky smoke

Blends with the eventide,

| can breathe that smoke once more
And live by nature's signs,

The mountian torrent's muffled roar,

The silence of the pines.

Camping time is here again
The maple leaves are falling,
This is the glorious season when
The out-of-doors is calling.



Seven Stepsto Successful Skits

Tom Gray
The Leader, November 1987.

A group of boys on stage or around the campfire are putting on a skit. Most of them are
inaudible. Those you can hear forget their lines. The punch line is smothered in the actors
giggles. Then thereis an embarrassing silence before it dawns on the audience that the thing is
over, and a patter of polite applause begins.

You've seenit, | know. It was my troop putting on a skit! After acouple of "bombs". | did a
little research and asked some local drama people for advice. The suggestions| received
should make our future skits more successful.

1. Provide only an outline, not written lines. The book Arranging Plays for Children advisesyou
simply to sketch in the outline of aplay or skit. Children are natural actors who will happily
improviselines, and it really doesn't matter if they use exactly the same words each time. In

fact, thistakes away the pressureto be " correct" and reduces anxiety. The words become the
child's ownwords, and he will remember them more easily.

2. Hold real "auditions" . Bryan Way anoted British dramainstructor saysit'sagood ideato
do some speech training. Often, neither children nor Scouters realize the effect aroomful of
people or acrackling campfire and wind in the trees will have on acoustics. A skit that sounds
finein rehearsal can belost in performance.

One way to practise projecting the voiceis to have your actors rehearse standing five or 10
metres apart so that they haveto "call out" to each other. Another method isto rehearse
outdoors, with someone standing 15 or 20 metres away from the group to check sound levels.
Y our actors need to learn to project their voices without shouting. Most children can do it
easily, and these kinds of rehearsals may encourage them.

3. Deliver the punch line. Parents at the "bombs" | mentioned earlier told me that the boys
came through loud and clear, except when it was time for the punchline. Was it nerves or
excitement that made them mumble their delivery from the back of the stage? | don't know, but
now that I'm on watch for the problem, | can work to help them correct it. | will be sure the
actors move upstage, face the audience and deliver the punchline clearly.

4. Keep propsto aminimum . The play's the thing and, for kids, the props often get in the way.
| once saw agroup do The Box Factory having each Cub carry areal cardboard box. The
rustling, fumbling. and dropping of boxes interfered with the skit.

English teacher Mary Burridge of Thorsby Jr. High School reminded me that, if props are
absolutely essential they need to be big enough that the audience - including the people at the
far side of the campers or in the back row of the hall - can see them. Homemade caricature
props are usually effective.

5. Use adramatic punctuation mark to end the skit. | recently watched a student production
where the performers just got up and walked off stage. It left the audience wondering whether
thiswas part of the show, the end of the performance, or asign that all of them had suddenly
takenill. At thetime, we weren't at all sure that applause was appropriate but an alert emcee
managed to smooth out things.

When | mentioned the experience to dramateacher Laurie Putrice of Breton High School, he



suggested that the problem would not have come up if the group had simply taken a bow
before leaving.

6. Position the action. Too often, children forget they have an audience. They talk to each other
instead of to the audience. They turn their backs and the audience can't see important gestures
or props. Y ou need to remind them frequently with questions such as: "How will you stand so
that the audience can see what you're holding?" or "Will anyone know what you're doing if you
stand behind Simon?" Generally. questions like these are better than directions because they
make the performers think about their actions and the reasons for them.

7. Be prepared for the unexpected. Children are unpredictable. "Y ou never know what the
munchkins are going to do," said Gerry Prost, adramateacher at Thorsby High School. "They
loveto ad lib. You really have to keep your ears open to hear what they're saying.

And he'sright. Here'sacasein point.

Asthe innkeeper, the boy had only one linein the nativity play.

"No room at theinn!" hetold Mary and Joseph gruffly.

They asked again.

"No room at theinn!" he repeated forcefully. Joseph explained that they had travelled very far
and were very tired, and that Mary was about to have a baby.

There was an unrehearsed pause. "Y ou can have my room. Mary and Joseph," blurted out the
little innkeeper.

A teacher with her ears open closed the curtain.

I'm sure nobody was upset by the changed ending. I'll bet there wasn't adry eye in the house.
Greybeard is the Scouting name of 1st Thorsby Troop Scouter Tom Gray, Sunnybrook,

Alta. Try histipswhen you help your members prepare entertainment for afamily or

group party next month. In the Skits cut-out on page 35, you'll find Two Original
Christmas Skits by Greybeard to get you going.



Campfire Skits

Peanuts

Judge, Bailiff, 3 (or more) Scruffy Guys, Peanuts (person)
Setting: Courthouse

Judge: Order inthe court! Order in the court! Bring in the first case!

(Bailiff bringsin ascruffy guy.)

Judge: What's your problem?

#1: Duh, | like to throw Peanuts against walls! Hic!

Judge: 30 days psychiatric treatment! Next!

Judge: What's your problem?

#2: Duh, | like to throw Peanuts out the window!

Judge: 30 days psychiatric treatment! Next!

(Judge becomes increasingly bored)

Judge: Oh, not another, What's your problem?

#3: Duh, | like to throw Peanutsinto alake!

Judge: 30 days psychiatric treatment! Why do they send me all the loonies,Next!
(Finally the bailiff bringsin the last, really scruffy, bloodied, shirt torn, no shoes, so on.)
Judge: What's your problem? (Sigh....)

Peanuts: I'm Peanuts! (Passes out.)

Y ou've Broken the Rules!

Mean Pirate Captain, 6 Pirates, Lifeguard
Setting: Pirate Ship at Sea

Captain: Okay let's see the first o' you. Which rule did you break?

#1:1...1... | ran around in the dining hall when | should have been sitting down!
Captain: Walk the plank! And you?

#2: | pushed into the canteen line, Sir!

Captain: Walk the plank! And you?



#3: | wasn't quiet when the sign was up!
Captain: Walk the plank! And you?

#4: | wastalking after bedtime!

Captain: Walk the plank! And you?

#5: | wasn't listening during badgework!
Captain: Walk the plank! And you?

#6: | was playing with the campfire!
Captain: Walk the plank!

Lifeguard comes out.

Lifeguard: Okay guys, BUDDY UP AND NO TALKING!
The Beer Commercial

Actor(s), Director, Cameraman, Othersin astudio
Setting: Studio

Director: Okay, People! Let's get going!

Cameraman: But Sir!

Director: No interruptions! Action!

(Actor, speaking in adull voice, does acommercial for Scout Beer, talking about its
great taste, made from dishwater and leftover porridge, and lots of the special

ingredient, "Hop toit," which the Scout |eader often said, from Scout camp when ...)

Director: Cut! That sounded like you don't like the stuff! Sound sincere! Okay! Let'stry it
again!

Cameraman: But Sir!

Director: No buts! Action!

(Actor begins again, appropriately sincere, and there are the usual interruptionshby the
director, saying it'stoo fast, too slow, whispersinto the actor's ear (who then checks his
Zipper) until finally, everything goes smoothly. )

(All the while, the Cameraman keeps on interrupting the Director at the sametime.)
Director: Cut! And Print! That was fantastic! Let's get out of here!

Cameraman: But Sir! We don't have any film!

The Dumb Actors



Director, Othersin a Studio (Clapper Board, Lighting Men), Mother, Son, Doctor,
Undertaker, brooms for the actors

(" Set the scene" with the "actors" standing around on break, and the Director calling
them in, saying that they'd had enough time already.)

Director: Lights, Camera, Action!
Clapper: Scene one, Take one!

(The actors play the scene without the least sign of emotion as lighting people follow and
cameraman films. Mother is flipping pancakes at the stove when son walksin.)

Son: Mom, | don't feel too well. (He collapses)

Mom: (Goes over, looks at son.) Oh, I'd better call the doctor. (Movesto the phone, dials
making click, click, click sounds.) Doctor, come quick. My son's collapsed.

Doctor: (Enters, checks pulse and breathing.) He's dead. 1'd better call the undertaker.
(Goesto phone, dials making dialing sounds like Mom did.) Undertaker, you'd better
come. | have adead body here.

Undertaker: (Enters and begins to measure the body.)

Director: (Jumpsup.) Cut! Cut! That wasterrible. Y ou had no emotion AT ALL! Let'sdoit
again. Thistime, give me more emotion!

Cast: (Exiting) Right. More emotion.

Director: Lights, Camera, Action!

Clapper: Scene one, Take Two!

(The actors redo the scene, using exactly the same words, but with great hammy
histrionics. Mom weeps uncontrollably throughout, son dies very dramatically, etc. At

the same point asin Take One, the Director yells, "Cut! Cut!")

Director: That was better, but too fast. Let'stry again. Thistime, slow it down. Lights, Camera,
Action!

Clapper: Scene on, Take three!

(The actors redo the scene in slow motion-talking slowly, mowing slowly. For example,
when thetelephoneisdialed it goesclick ... click ... click ... and after the doctor check's
the son's pulse, the son's hand falls slowly back to the floor, etc. The Director yells
"Cut!" in the usual place.)

Director: That was far too slow! Let's speed it up!

(Thistime the actors do the scene so quickly that the son throws himself to the ground,
the doctor isthere before Mom can hang up, and so on.)

Director: (At the same place) Cut! That was absolutely terrible! Actors? Do you call
yourselves actors!! ??



Cast: Actors? Who said anything about actors? We're the cleaners! (All pick up brooms and
exit.)

Pass the Pepper
Setting: Family Sitting at the Dinner Table, talking in avery thick Southern Drawl.
Ma: Pass the peppa, Pa.
(Goes down the line to Pa, who responds)
Pa: Here'sthe Black Peppa, Ma.
(Goes down the line to Ma, who responds)
Ma: No, not the Black Peppa, Pa.
(Goes down the line to Pa, who responds)
Pa: Oh. Here's the Chili Peppa, Ma.

(This goes on through different kinds of Peppai.e. Banana Peppa, Jal epeno Peppa, Red
Peppa, Green Peppa, and so on until,)

Ma: Can't you pass the toilet peppa, Pa?
The Bubble Gum on the Street

Kid, Dog, Basketball Player, Car, Jogger and Old Man
Setting: City Street

Kid: Blowing bubblesisjust great. Watch. (Blows imaginary bubble; it pops and lands
somewhere on the ground.) Hmm. Where did it go? | should ook for it. (Goes around and
exits, still looking for it.)

(Enter dog, who stops, sniffs at gum, peesonit, and exits. Basketball player is dribbling
ball when it gets stuck on the gumhe triesto loosen it and finally does. Car drivesright
over it. Jogger goes by, hisfoot gets stuck on it; old man comes by and his cane gets
stuck onit. Finaly, Kid comes back.)

Kid: Ahh! There's my piece of gum! (Picksit up, popsit in his mouth and continues
chewing.)

The Bubble Gum in the Studios

Announcer, Boy
Setting: Stage

Announcer: Ladies and Gentlemen! Welcome to the world famous WHEEL OF FISH! (Boy
comes crawling onto stage.) | say, young man, what are you doing down there?

Boy: (Looking up) I'm looking for my bubble gum!



Announcer: Well, where did you lose it?
Boy: Backstage!
Announcer: Then why look here?
Boy: Thelighting is better here!
Submarine Training
Story teller, Victim, appropriate sound effects & Helpers, raincoat, cup of water
Storyteller: | need avolunteer to take submarine training.
(Put victim under the coat and hold up an arm of the coat to use as a periscope.)
Now to be agood submarine captain, you must be able to use the periscope. So |et's practice
ahit.
Can you see the fire? How about those tents? The table? The moon? The stars?
(Continue until (s)he becomes proficient.)
Let's start our mission. Y ou are the captain of thisfine submarine, the S.S. Kaput. You areto
bring it about on maneuvers and sink enemy ships. So here we go, in the middle of the Atlantic
Ocean. Oh! Here comes an enemy ship to the right! Can you see him?
(Show adrawing of aship.) Blow him up! (When hefires, sink the ship.) Good going!
Now turn the submarine to port, and then to starboard (Left & right.) Oh, Oh-there's astorm
brewing. (Shake him abit.)
Do you see that Island? Try to go there to seek cover. Can you see the waves? My, aren't they
big? And they're crashing against the rocks!
What abig storm! Can you seeit? Can you see the waves? No?
(Pour the water down thearm.)
Florathe Flea
Performer
(The performer is putting his trained flea Flora through all her tricks, explaining all her
tricks as she does them. His eyesfollow every flip, jump, etc. as she performs and lands
back in his hand.
The he asks her to jump to the ceiling. His eyes|ose her and she doesn't return. He looks
high and low (perhaps with the help of afriend) but can't find her. Finally helooksin
someone's hair.)
Performer: (Delighted) Floral Thereyou are! I'm so glad to have you back.
(looks more closely.) But say ... thisisn't Floral
Alternate Ending ...

(When Florahas done al her tricks,)



Performer: Let's hear abig round of applause for Floral (Beginsto clap, then stops,
horrified, realizing what he's done.)

The Party Warehouse

Warehouse Person, Store Manager, 5 Customers, Two Victims, Broomstick
Setting: Party Supplies Store

(Get two victimsto hold, at each end, the broomstick-thiswill be your manager's store
counter.)

Customer #1: Hi! I'd like to buy some balloons for my daughter's birthday party.

Manager: Of course, Sir. Let me check with the back. (Calling to back of warehouse.) Do
we have any balloons?

Warehouse: (Calling from back-an accent workswell, or he's hard of hearing.) Let me
check. (Pause) No! No balloons!

Manager: Gee, I'm sorry, Sir. Thank you for stopping by!

(Continue with each customer trying to get cakes, party favours, candies, games for the
little darlings, hats, and so on. Each time, the Manager calls back, the warehouse person
responds that he'll check, says no, and the manager apologizes. Finally,)

Last Customer: I've been waiting in line here for awhile and |'ve noticed that you don't have
anything that anybody wants. What do you have for parties?

Manager: (Slowly looks at each of the victims, considering each.) Well, | do have two
suckerson astick!

The Statue Warehouse

Tour Guide, Group of Tourists (optional), 1 Victim, Statues, Aquaman Statue with
mouthful of water
Setting: Statue Museum (or Warehouse of Old, Unused Statues)

Guide: Welcome to the museum of Superheroes. We have an unique collection of statuesin
that you can press a button and the statues come alive to imitate their real life counterparts. See
here, for instance. Thisis Superman. Watch as | push the button on his chest.

(Superman comes out of stiff standing position and takes aflying position, then resumes
astiff standing position. Guide continues through the tour, occasionally letting someone
try the statues of Spiderman, the Flash, Batman, Wonderwoman, each with a different
action and way of activating them (pull arm, press nose, and so on.) Finally they get to
Aquaman.)

Guide: Now thisisour last statue; Aquaman isour pride and joy. However, it seems that
sometimesit just won't activate. Better let metry first.

(Pullsarm. Nothing. "Aquaman," he whispers. He tries the arm again. Nothing.)

(Tovictim) You, Sir? Would you like to try? He's rather finicky. Maybe he'll work if you try.



(Victim tries and Aquaman spits out a mouthful of water at him.)
The Greatest Spitter in the World

GSITW, Partner with metal pot (with abit of water init) and a pebble
Setting: Boardwalk, Circus, Amusement Park

(Separate GSITW and partner by about 15 feet.)

Partner: Ladies and Gentlemen! May | present to you the Greatest Spitter in the World! He
does all kinds of tricks with amere spit! Let him show you the simple spit first!

(GSITW sends off aregular spit, which is caught in the pot by the partner. When it's
supposed to land, he hits the bottom of the pot with a secret pebble he holdsin hishand.)

Partner: Ladies and Gents! That isnot all he can do! Watch his fastball!

(Again, another spit whichimmediately "lands" in the pot. Continue with tricks, such as
slow spit, high spit, round the world spit (in which case each turns around, backs facing
each other, and the spit takes awhile to come around but indeed does,) curve spit, and
soon. Finaly,)

Partner: Now for hislast spit! It'sareally difficult spit but we think we haveit! It'sahigh,
quadruple axle, curvy, spring jump spit! We must have absol ute silence for this one!

(GSITW spits up, partner follows it up, doing 4 spins, it curves side to side, beginsto
jump up and down in air, then he seemsto loseit ... no, thereit is... he goes side to side,
trying to catch it, he trips and spills the water on the crowd.)

Sounds of the Lost Scoutmaster
Storyteller, Bird, Frog, Tree, Breeze, Lost Scoutmaster

(Storyteller istelling the story to the campfire crowd, while the other actors, with the
exception of the Lost Scoutmaster, have the option to hide in the woods, sit in the crowd,
or stand beside the story teller. | suggest thefirst, for effect. The Lost Scoutmaster,
however, must hide in the woods.)

Storyteller: You know, | love camping. It's not like being in the city at all. Y ou hear sounds that
you can only hear out in the country.

For instance, lots of birds. (Bird chirpsalot, singsabird song.) Ah, isn't that lovely?

And the frogs. They have one of those great sounds. (Frog calls out ribbit sounds.)

And though there's breezein the city, it's just not the same as the breeze in the country. (Light
breeze being called out.)

Let'sfaceit; there aretreesin the city, but how many? The breeze through aforest is so nice
(Light breeze, slight swishing of the trees.)

But the sound | love to hear the most when | go camping isthe sound of the Lost Scoutmaster.

(Heavy thumping of the feet; callsout, "Wherein the world am 1 ?")
The Highest Tree climber in the World

2 Friends, HTCITW, tree, book



Setting: Campfire
(Tree climber is hidden in the woods and is able to ruffle abush or tree.)

1: You know, they say there'sthisreally good tree climber trying out for the Olympics. |
wonder if he's practicing around here?

2: Call out and see!

1: Hey! Tree Climber! Y ou around here?

Climber: Yep!

1: You practicing?

Climber: Yep!

1: How high are you?

Climber: Oh, not high. About 100 feet.

1: Wow! Can you go higher?

Climber: Yep! (Rufflestree.) Now I'm at about 200 feet.
1: Fantastic! Can you go higher?

Climber: Yep! (Rufflestree.) Now I'm at about 275 feet.
1: Neato! Canyou go higher?

Climber: Yep! (Rufflestree.) Now I'm at about 325 feet.
1: Great! Canyou go higher?

Climber: Yep! (Rufflestree.) Now I'm at about 400 feet.
1: Geel I'm amazed!

2: Excuse me, Sir, but | have abook here that says that the highest tree in the world is only 360
feet high!

Post Office/ King's Royal Paper

Version1
Post Office Clerk, Peopleinline, Person, afew letters and small boxes, and one
wrapped box with aroll of toilet paper init.
Setting: Post Office

(Personislastinline, clerk isbehind adesk, serving people, box with toilet paper)



1: 5 stamps, please.

Clerk: $2.00, please.

2: My mail, please. (Clerk handsit to him.)

3: Thisto Albuquerque.

Clerk takesit.

4: Has my package arrived yet?

Clerk: (Checks)) No, I'm sorry Sir.

(Next day, same type scenario occurs, with person 4 always last in line, always asking
for his package, which hasn't arrived yet. Each day this repeats, hislegs become more
and more crossed, he's more fidgety, more nervous, more anxious, more desperate, till
finally, on thelast day he's up again.)

4: (Yelling out) Has my package arrived yet?

Clerk: YesSir! Hereitis!

4: (Relieved, tearing open the box and holding up toilet paper) Thank you! Now | can go
to the washroom!

Version 2: The King's Royal Paper

Essentially the same type of cast plus aguard;
Y ou al'so need newspaper, anotepad, scrap paper, cardboard and so on.

Have servants ham it up when their head is about to be cut off.
King: | want my Royal Paper!

1: Here, Sire, The Royal newspaper!

King: No! That'snot it! Guard, Off with his head!

2: Sire! Your Royal Writing paper!

King: Fool! Off with his head!

3: Your Highness! Hereis The Royal Scratch Paper! King: (Furious) If | wanted to draw I'd
have called for Crayons! Off with his head!

4: Your Grace! Hereisthe Royal Paper! (Hands him thetoilet paper.)
King: Thank you! (Runs off to washroom.)
7 JerksonthelLine

2 People on the phone, up to seven Victims, rope
Each person is holding the rope at either end, and talking on the telephone



Person 1: | went fishing the other day!

2: Can't hear you!

1: Said | went fishing the other day!

2: Can't hear you! Maybe the phone company needs more telephone poles!
(Get acouple of victimsto hold the rope up in the middle.)
1: That better?

2: A little! Try again.

1: Went fishing the other day!

2: Really?Isit agood sushi bar?

1: No! I went fishing! Maybe they need more poles!

(Get acouple more victimsto help hold the rope up.)

1: Asl was saying, the spot | was at wasn't great!

2: No, still can't hear you. Did you say you got grapes?

1: Hold on aminute.

(Get another couple of poles.)

1: | said that | went fishing and my luck wasn't too good!

2: That's better! Still alittle interference, but you say you hit a puck? | think one more pole will
help greatly.

(Get one more pole.)

2: Perfect!

1: Gee! The phonestoday. Anyway, | went fishing the other day.
2: Oh? And how did you do? Any bites?

1: Not good. But today, | did get 7 jerks on theline!

The Pilfered Warehouse

Manager, Guard, 3 Workmen, large cardboard boxes.
Setting: Factory Gate.

Manager: (To new guard) I'm giving you the very responsible position of gate guard at this
factory. Because of the lack of vigilance by your predecessors, the workers have stolen so
many finished articlesthat the firm is heading for bankruptcy. Y our duty isto ensurethisis



brought to an end. Do you understand?
Guard: Yes Sir. | amto stop stealing.

Manager: That's right. Y ou can search peopleif necessary. Now it's up to you, and let's see
some results.

Guard: Very good, Sir. (Manager leaves; guard takes post; first workman enters carrying
aclothdraped box.) Just amoment. What have you got in that box?

#1: What do you mean?

Guard: What have you got in that box? It's my duty to see that no one takes stuff out of the
factory.

#1: Why didn't you say? There's nothing in the box. Look! (He shows everyone the box is
empty.)

Guard: Oh, well, that's al right then.

(#1 leaves and #2 enters, box draped as before. Guard and workman go through routine
of looking in the box. Repeat with #3. After #3 has | eft, the manager racesin enraged.)

Manager: Youidiot! | hired you to stop this pilfering. Y ou've only been here half an hour and
aready we're losing things!

Guard: But the only people who went out were three men with boxes. | stopped them all and
they all had nothing in them.

Manager: Y ou fool! We make boxes!
There'saBear!

Nature Guide, 3-4 Victims (line them up as you get them)
Guide: I'm going to bring you through an imaginary trip to follow a bear's daily activities. First, |
need avolunteer (Hewill beavictim). First, we'll kneel down, you in front of me. Then I'm
going to say, "There'sabear!" and you're going to respond, "Where?" and I'll point him out.
Y ou still won't see him and repeat, "Where?' and I'll point him out, and then you'll say, "Ahh. |
see him, he's over there!" and point the sameway | did.
Guide: There's abear!
1: Where?
Guide: Over there!
1: Where?
Guide: Over there!

1: Ahh. | see him, he's over there!

(Continue by introducing the other victims, one at atime and lining them up in front of



your previous victim, and repeating the same sketch, but increasing the length as you go
through it in arepetitious manner i.e. you point out to #1, then he to #2, then he to #3,
then heto #4. Finally,)

Guide: Guesswhat? He fell over! (Push over your victims)

Nosebleed

Person with nosebleed, 3 Pedestrians, 4th Pedestrian
Setting: City Street

(Nosebleed person is looking down at the ground. #1 comes in and looks around, then
down, and mumbles,)

#1: Hmm, what's going down, man? (No answer.)

#2 walksin, does the same thing, as does #3. #4 walksin, looks up for amoment, then asks,
#4: What are you guys doing?

Nosebleed: | don't know what these guys are doing, but I've got a nosebleed!

You Don't Say!

Person on the phone, Friend
Setting: Living Room

Person: (Phonerings, picksit up.) Hello? Yes? You don't say ... You don't say ... Y ou don't
say ... Youdon't say?... You don't say! ... You don't say. Bye!

Friend: Say, who was on the phone?
Person: He didn't say!
Waiter!

Waiter, Customers
Setting: Restaurant

Customer 1: Waiter! There'safly in my soup!

Waiter: Shh! Everyone else will want one!

Same line continues on with other customers about afly being in alphabet soup (He's
learning to read!)

What's this fly doing in my soup? (The backstroke, Sir!)

There'safly in my soup! (Passhim alife preserver!)

| just took afly out of my soup. What do you think you should do? (Give First Aid!)
Finaly,

Last Customer: Waiter, did you know that there'safly in my ice cream, too?

Waiter: No! | didn't know they were into winter sports!



Why AreYou Late?

Boss, 4 Workers
Setting: Office

Boss: Why areyou late?

#1: (Rushing into work, breathless.) Sorry I'm late, Boss. My car broke down, so | took the
bus. But the driver hit atree, so | had to take acab. And it broke down, too. Fortunately, |
was near a stable so | borrowed the horse. But it ran so fast that it had a heart attack and
collapsed. | had to jog therest of the way!

(#2 & 3 comein late with exactly the same excuse. The boss becomes alittle bit more
exasperated each time, until #4 finally comesin, late of course.)

Boss: Why are you late? No, wait. Let me guess. Y our car broke down, so you took the bus.
But the bus driver hit atree, so you took acab. And it broke down too. Fortunately, you were
near a stable and so you borrowed the horse. But it ran so fast that it had a heart attack and
collapsed, so you had to jog the rest of the way, right?

#4: No boss, you got it all wrong! The streets were so crowded with broken down cars, buses
and cabs, trees, dead horses, and worst of all some crazy joggersthat | couldn't get through!

The New Bike

Salesman, Buyer, 4 peopleto be bicycles, Victim
Thefive"bicycles' arein doggy position.

Salesman: Here, Sir, isour most popular model. It also has an unbelievably low price. Try it.
Buyer: OK -- (triesit) -- no, it's not the right size.

Salesman: Then try thisone. It's got 25 gears and goesreally fast.

Buyer: No, | don't need that many.

Salesman: All right, try this one.

Buyer: | don't quite like the colour.

Salesman: Thisoneisagreat mountain bike; great reports from everyone.

Buyer: Hmmm... OK. Hey! | redlly likethis!

(All of asudden the mountain bike collapses-falls down.)

Salesman: My, I'm so embarrassed. Are you sure you wouldn't like to purchase one of the
other bicycles? They're very good.

Buyer: Not redly. | really liked thislast one.

Salesman: Hold on, let me get one of my men from the back. (Get your victim.) Do you think
you can fix this bike? (Instructs him to lift up the bike and pull this, tighten that.) Now Sir,

try it.



Buyer: Hey! Thisisgreat! You've just sold this bike! What did your technician do?
Salesman: Well, | guess all that was needed was anut to hold it up!
The Operation
A shadow show iswhere you have the bright light behind you and the sheet between you
and the audience so that they see the shadows. Y our heads can be seen over the top and
on the sides, but the action MUST be shadowed on the sheet and be the main attraction.
In case you decide not to use the shadow show, no problem. But you need a high table or
bench so make it looks "real ."
Doctor, Nurse, Patient, bright light, white sheet, frying pan, kitchen knife, large rope and
wooden needle, all sorts of toys and other silly thingsto "take out" of the patient's belly.
Setting: Doctor's Office
Patient: (Walking into office.) Doctor! Doctor! | need your help.

Doctor: (Rea whacko.) Oh, good, come here and I'll fix you up good. Nurse, anaesthetize the
patient!

Patient: But Doctor! (Nurse "hits" him on the head with frypan; he passes out.)
(Timeto really ham it up; Doctor isreal messy in opening up the patient with knife; he
"finds" all sorts of thingsin the belly, each time explaining that thisisagood part of the
problem. Every oncein awhile during the action,)

Patient: (Wakes up.) But Doctor!

Doctor: Nurse! Put him under! (Nurse hits patient with frying pan, restrains, etc.)
Finally, the doctor is finished and sews him up.

Doctor: (Tapping shoulder of the patient, who wakes up.) Do you feel better now?
Patient: But Doctor! | just need to use your phone!!

IsaTrain Comin' Today?

Grandma, Grandpa
Setting: Train Station

Grandma: (In old voice) Grandpa, isatrain Comin' from the south today?

Grandpa: (Hobbles over to station, checks the schedule, looks to the south, returns, and
inan old voice,) No, Grandma.

Grandma: Grandpa, isatrain Comin' from the north today?

Grandpa: (Hobbles over to station, checks the schedule, looks to the north, returns.) No,
Grandma.

Grandma: Grandpa, isatrain Comin' from the east today?



Grandpa: (Hobbles over to station, checks the schedule, looks to the east, returns.) No,
Grandma.

Grandma: Grandpa, isatrain Comin' from the west today?

Grandpa: (Hobbles over to station, checks the schedule, looks to the west, returns.) No,
Grandma.

Grandma: Good. We can cross the tracks now.
Shut Up!

Shut Up, Trouble, Police Officer, Narrator
Setting: Woods, Then a Police Station (as per narration)

Narrator: There once were a brother and sister called Shut Up and Trouble.
They liked to go on walkstogether. (SU & T are walking through the woods.)
One day, they were walking along in the woods together and Trouble got lost. (T walks off;
SU looks around but can't find her.)

So Shut Up went to the police station to report a missing person.

Police officer: Can | help you? What's your name?

Shut Up: Shut Up, Sir.

Police Officer: That's abit impolite. What's your name, boy?

Shut Up: Shut Up, Sir.

Police Officer: Y ou should watch your manners, boy. What's your name?
Shut Up: Shut Up, Sir.

Police Officer: Y oung man, are you looking for trouble?

Shut Up: Yes, Sir, she'slost! Do you know where sheis?

Food, Water & Mirror on the Sahara

2 or 3 People, cup of water, combs, Narrator
Setting: Sahara Desert

Narrator: Here are some poor, thirsty men on the desert who've been stranded on the desert
for days. Let'swatch.

(Two or three people are crawling, calling out for water. Timeto really ham it up.
Finally, they see the cup of water and stagger for it, reaching out. Finally, they get to the
water and,)

People: Ahhhh! (Relieved-they take out combs, dip them in water and begin to comb
hair.)

You Need aTie, Sir



Person, 3 Tie Salesmen, Maitred'
Setting: Desert

Person: (Gasping) Water! | need water!
#1: Sir! Would you liketo buy atie? This one would look so good on you!
Person: | want water, not atie!

#2: (After apause) Sir! We're having atie sale. Would you like to buy anicetiefor agreat
price?

Person: I'm dying of thirst, and you want to sell me atie?

#3: (After apause) Sir! | have thesefinesilk ties at reasonable prices. Would you care to look
at my stock?

Person: Sheesh! What kind of people sell tiesin the middle of the desert to thirsty people?
(After apause; looksto the distance) An oasis! I'm saved! (Scrambles over.) Sir! Please! |
would like to buy a glass of water!

Maitre d": I'm sorry Sir, but you can't enter this restaurant without atie.

A Hot Meal!

Version 1

3 Lost Campers
Setting: Woods

#1: Boy, am | hungry! We haven't eaten in days!
#2: Metoo.
#3: And | would just love ahot meal.

#1: (Looking to ground) Wow! A rabbit! Jump it! (#1 & 2 jump it and catch it; they start
to eat it.)

#2: (Looking back at #3) Would you like some?
#3: No thanks, I'm waiting for a hot meal.

#1: Suit yourself.

(A littlelater)

#2: Hey! A squirrel! Get it!

(#1 & 2 get it and start tearing it apart)

#1: (To #3) Would you like amorsel ?



#3: No thanks, I'm waiting for a hot meal.

(A littlelater)

#1: Wow! A moose!

#2: Bevery quiet. (#1 & 2 jump it and kill it; they start eating it)

#1: Look, there's plenty here, we don't need to keep it all to ourselves, even if we did get this
without your help. There'stoo much to eat anyway. Want any?

#3: No thanks, I'm waiting for a hot meal.

#2: Areyou sure? Y ou haven't eating anything for even longer than us two.
#3: No thanks, I'm waiting for a hot meal.

(After awhile)

#1: Boy, I'm stuffed.

#2: Metoo. But | think I'm getting sick. (Throws up.)

#1: I'm sick, too. (Throws up.)

#3: Wow! A hot meal!

Version 2

5 People, Cabby
Setting: Outside of Restaurant

#1: Boy, what ameal. | really gorged myself.

#2: Metoo.

#3: Eating that much makesit hard to walk. Let's get a cab.

#4: Agreed.

#5: Taxi!

(They all getin.)

Cabby: Get ready for agood ride, boys.

(The cabby pantomimes driving, going along like arace driver, swerving from sideto
side, up and down hills, does areal roller coaster ride. Sort of like my driving, if you've
experienced it. The people swerve left to right with the driver, all hanging on to dear life
and lunch, until they all throw up.)

Cabby: Wow! A five course meal!

Cub Shop



4 Shoppers, Storekeeper, Kid (in underwear, or nightgown), full uniform
Setting: Store

#1: I'd like to buy the Cub Shirt.
Storekeeper: Sure. One moment, please.

(Y ou hear the kid struggling with the keeper in the background-"No, you can't haveit!")
(Comes back with ashirt.)

#2: 1'd like to buy the accessories to the Cub Uniform.
Storekeeper: Sure. One moment, please.

(Y ou hear the kid struggling with the keeper in the background-"No, you can't have
them!") (Comes back with accessories.)

#3: 1'd like to buy the pants to go with the Cub Uniform.
Storekeeper: Sure. One moment, please.

(Y ou hear the kid struggling with the keeper in the background-"No, you can't have
them!") (Comes back with pants.)

#4: 1'd like to buy theright kind of shoes for the Cub Uniform.
Storekeeper: Sure. One moment, please.

(Y ou hear the kid struggling with the keeper in the background-"No, you can't have
them!") (Comes back with shoes.)

Kid: (Comes running out in underwear/swim suit) How am | supposed to go to Cubs
without my uniform?

The Infantry is Coming!
3-4 People, Person carrying asapling
#1: (Runsin) The Infantry is coming! Go to the bomb shelters!
#2: (A moment later, runsin) The Infantry is coming! Save yourselves!
#3: (A moment later, runsin) The Infantry iscoming! Let's help them!
#4: (A moment later, runsin) The Infantry iscoming! Let's watch the tanks!
(A moment later)
Person: And hereit is, the Infant Tree.
Keep Canada Beautiful Contest

6 Cubs



Setting: Five Cubs Sitting in Their Clubhouse (indicated by appropriate signs) playing a
game.

Cub 1: (Runsin, very excited) Hey, you guys! Did you hear about the big contest?
Cub 2: What contest? What's it about?

Cub 1: The "Keep Canada Beautiful Contest," that's what!

Cub 3: Arethere prizes? A contest is no good without prizes.

Cub 1: Sure, lots of prizes. Neat ones like bicycles and radios, and lots of good stuff!
Cub 4: (Gloomily) | bet it's hard. Contests with neat prizes are always hard.

Cub 1: Nope! It'seasy. Even therules say it's SIMPLE-in big letters. The winner isthe one
who picksthe easiest way.

Cub 5: The easiest way to do what?

Cub 1: The easiest way to keep Canada Beautiful. That's what |'ve been talking about!
Cub 6: (With aswagger) Ha! Then I'm acinch to win!

Cub 1: Why'sit so cinchy for you? What's your great way to keep Canada beautiful ?

Cub 6: (Takes out comb and combs his hair) See! That's the easiest way | know to keep
Canada Beautiful.

(The otherslook at him, then at each other. Quickly they surround him, carry or drag
him to alarge box marked TRASH, and dump himin.)

Cub 1: Like he said, fellahs, we're acinch to win! That'sthe easiest way | know to keep
Canada beautiful. (they exit, laughing while Cub 6 stands up in the trash box with a
disgusted look on hisface.)

Brain Shop

Customer, Shopkeeper
Setting: Brain Shop

Customer: Hi! I'm bored with myself. I'd like to buy anew brain and have an all new
personality.

Shopkeeper: (In one of those evil, horror movie voices) Ahh, yes. Well, | can sell you this
brain from Billy Crystal for $5000. Here. Try it. ("Unscrews' head and plopsin pretend
brain.) How do you feel?

Customer: (In Billy Crystal stylevoice) Marvelous. | ... fedl ... marvelous. But | don't think it's
me. Can | try another?

Shopkeeper: Okay. Let me see. (Rummages around.) Let'stry this one. It'sthe brain from
Captain Kirk. Only $5000.



Customer: (In Kirk voice) Scotty ... Can you fix those transporters? No, a bit too famous for
me.

Shopkeeper: Sure. I'll go out back. (Rummages around in back of store.)
Here's one from Ronald Reagan. It only costs $5000. How do you feel?

Customer: (In Ronald Reagan style voice) Wellll ... Bonzo, stop that ... | think that thisone's
till abit too famous for me.

Shopkeeper: Hmmmm. A tough customer. I'll have to go down to the basement. I'll be back.
(Customer comments on the kind of brains he has gotten and what kind he'll get next.)
Ahhh, here we are. The best in the house, not famous at all. | guarantee you'll loveit. Only
$15000. (Yes... $15000.)

Customer: (Imitates aleader in the crowd for some notorious act, such as putting up the
sign and calling out "PACK!" or admonishing the kids or doing afamous routine or the
like) Hmmm ... thisis good. But | recognizeit. No, wait ... it's (Insert name of person.) | love
it! But tell me... the brains of those three famous people only cost $5000 apiece. This one,
however, comes from avirtually unknown, unimportant person. Why does it cost $150007?
Shopkeeper: Well, it's never been used!

Pet Shop

Customer, Shopkeeper
Setting: Pet Shop

Customer: I'd like to buy aturtle.

Shopkeeper: Well, here's one of the only threeturtles| have left-they sell real well out here but
turtle shipments are few and far between.

Customer: Gee, thanks! Just the kind | was looking for, too!
(Later, customer comesin with dead turtle and is alittle distraught.)
Customer: Look! He's dead already! How old was he?

Shopkeeper: Here, here. Let me see. Hmm. Look, having pets die on customers on the first
day they buy them is bad for business, so here's anew one. No charge.

Customer: Thank you! That's so gracious of you.
(Later, customer comes in with dead turtle and is more distraught.)
Customer: Are you sure these turtles are okay? This one died on me too!

Shopkeeper: Let me see. Hmm. Well, here'sthe last of my three turtles, and though | won't get
another shipment for awhile, you can haveit for free.

Customer: You are the nicest man | know. Thank you so much!

(Later, customer comes in with dead turtle and is hysterical and crying.)



Customer: What are you trying to do to me? This one died too!

Shopkeeper: Let me seethis. Thisisbugging metoo. Say. They all have scratches on the
shells. Why? What were you doing with them?

Customer: (Sniffing) Well, | was only trying to give my car aturtle wax!
What's 2+27?

Captain, three or four Pirates
Setting: On the Bridge (Or Deck of a Ship)

Captain: First Mate! What's 2+2?

1st Mate: Duh! One, Sir!

Captain: Good! Bosun! What's 2+2?

Bosun: Uhh ... let's see ... (Counts on fingers) Uhh ... Five, Sir!
Captain: No problem! Gunner! What's 2+27?

Gunner: Sheesh, Captain! Why give me all the hard ones?
Captain: Great! Cook! What's 2+27?

Cook: Let's see. Two apples and two potatoes makes ... (Thinks) Two apples and two
potatoes, Sir!

Captain: Pleased to hear it! You! Floor Scrubber! What's 2+27?
Scrubber: Four, Sir!
Captain: Off with his head! (Cuts off head with sword.)

Servant: Beggin' the Captain's pardon, Sir! | think everyone else got it wrong, but the floor
scrubber got it right. Why did you kill him?

Captain: He'stoo smart! He might go after my job some day!
The Ghost of Midnight

Ghost, Family asleep in house
Setting: House at Night

Ghost: (Going up to Mom, wakes her up-uses scary ghost voice.) | am the Ghost of
Midnight!

Mom: Ahhh!
Ghost: (To Dad-samething.) | am the Ghost of Midnight!

Dad: I'm getting out of here!



Ghost: (To son.) | am the Ghost of Midnight!

Son: Help! Mommy!

Ghost: (To daughter.) | am the Ghost of Midnight!
Daughter: (Looks at watch.) Aww, shutup! It'sonly 11:45!
What's the Problem?

Leader, three or four Kids, Campfire Chief (in campfire blanket)
Setting: Tent Area

Swasin: (Crying on stage)

Kid 1: (Sees|eader; goesto him.) Swasin! What's the problem?

Swasin: (Whispersinkid'sear.)

#1 beginsto cry too.

#2: Hey! What's the problem?

#1 whispersin #2's ear, and he starts crying too. Continue with #3 and #4.
(Finally, Campfire Chief comes around.)

Chief: Hi! I've come around to collect skit names for the campfire tonight! Hey! What's the
problem?

All: We don't have a skit!
The Babies & Dads

Doctor, three Dads
Setting: Hospital

Doctor: Mr. Thompson, congratulations. Y ou're the proud father of twins!
Thompson: What a coincidence-I come from Two Mountains!

(Later,)

Doctor: Mr. Smith, you now have triplets!

Smith: That's quite astonishing! | come from Three Rivers!

Third father faints; doctor revives him.

Doctor: Mr. Smart-what's wrong? Y our wife hasn't even given birth yet!

Smart: | come from Thousand |slands!



Ghost With One Black Eye

Ghost, 3 Pedestrians
Setting: City Street

#1. (Bends over; picks up coin.) Wow! A loony!

Ghost: (Comes out; scary voice.) | am the Ghost with one black eye!
(#1 scared; drops loony; runs away)

#2: (Bends over; picks up coin.) Wow! A dollar!

Ghost: (comes out) | am the Ghost with one black eye!

(#2 scared; drops loony; runs away)

#3: (Bends over; picks up coin.) Wow! Money!

Ghost: (Comesout.) | am the Ghost with one black eye!

#3: Keep it up, and you'll get another!

Bus Driver

Several Passengers, Bus Driver, "Stinky"
Setting: Bus

Busdriver drives the bus along the route, and at each stop, more and more people get
off the bus, holding their noses, telling the driver to hurry up, pushing against each
other, running off the bus, until finally only Stinky and the Driver are left on the bus.

Driver: (Talking to Stinky) Hey! All my passengersleft. Y ou know anything about it? (Smells
something awful.) Hmm. Something smells-it must be you. Did you wash this morning?

Stinky: Yes.

Driver: Hmm. Deoderant?

Stinky: Yes.

Driver: Hmm. Clean shirt?

Stinky: Yes.

Driver: Clean underwear?

Stinky: Yes.

Driver: Change your socks?
Stinky: Sure! Here are the old ones!

The Screwy Navel



Story Teller, Boy, several characters such asMom, Dad, Bro, Sis, Drunk, Repairman,
Priest, Clerk, Bus Driver, and so on.

Teller: There once was alittle boy who had a screw instead of a belly button, and was always
curious about it. Finally one day he asks his Mom,

Boy: Mommy, why do | have a screw instead of a belly button like everyone else?

Mom: (Brushing him away,) | don't have time right now. Ask your father.

Teller: The boy goesto hisfather and asks him the same question.

(He asks; getsthe same type of answer ("Paying the bills.") He goes around to several
peoplein the town to whom he isreferred by the last person, but always getting the same
type of answer. Finally, he goesto the priest.)

Boy: Father, why do | have a screw instead of abelly button like everyone else?

Priest: My son, only God knows of such things. Y ou should pray and ask him.

Boy: Thank you, Father. (Begins praying.) God, why do | have a screw instead of abelly
button like everyone else?

Teller: All of asudden, abig hand appearswith alarge screwdriver, connects with his screw,
and turns. All of asudden the boy falls down and hears,

God: The screw isthere to hold you together!
The Shrimpy Boxer
Version 1
Announcer, big boxer, 72 pound weakling, frypan
Announcer: Ladies and Gents! May | bring your attention to the center ring where we will have
our main attraction! Little John will be fighting against a new contender, named Shrimpy! 1-2-3

Go!

(They box-Shrimpy gets hit this way, that way, isreally losing until at the last moment,
he throws one weak punch and Little John falls unconscious.)

Announcer: 1! 2! 3! Shrimpy wins! Now let'slook at that in slow motion!

(Boxers get up, and the scene repeatsitself slowly in slow motion, and when Shrimpy is
throwing his punch, someone quickly-and | mean unaffected by slow motion-runs up and
swings the frypan against Little John's head.)

Version 2

Similar to the above, but it never getsto thefight.

The Announcer is explaining the rules and says "We'll have none of this!" (kicks Little Johnin
the groin)



"Or this!" (breaks arm over hisknee) "Or this!" (kicksin the knees)
"And of coursethis! isprohibited!" (hits over the head with the frypan)
"Understood? Good! Go!"

(And of course one weak punch from Shrimpy knocks him out.)

Doggie Doo

Two friends, doggie doo
Setting: Street

(Two friends are walking along the street, perhaps having a conversation about
something, talking about a movie or the latest hockey scores, when all of a sudden-)

John: Hey Frank! Watch out! That may be doggie doo! Smell it to seeif it smellslike doggie
doo!

Frank: (Smellsit) Yep! Smellslike doggie doo!
John: Touch it to seeif it feelslike doggie doo!
Frank: (Touchesit) Yep! Feelslike doggie doo!
John: Tasteit to seeif it tastes like doggie doo!
Frank: (Tastesit) Yep! Tasteslike doggie doo!
John: Well! It'sagood thing we didn't walk iniit!
The Complaining Monk

Monk, Abbot, narrator
Scene: Abbot's office

Narrator: This skit is about the monksin a monastery who are only allowed to speak two
words every ten years. Our friendly monk is about to comein and say histwo words, after ten
long years of silence.

Abbot: (Chants some blessing, then,) Y es, my son, what do you wish to say?

Monk: Bad food!

Narrator: Well, ten years have gone by, and of course our friendly monk's time has come again
to say histwo words. He of courseis not quite as young as he used to be, and walks atouch
more slowly.

Abbot: (Chants some blessing, then,) Y es, my son, what do you wish to say?

Monk: Uncomfortable bed!

Narrator: Well, yet another ten years have gone by, and of course our friendly monk's time has



come again to say histwo words. Heisreally old at this point, having been at the monastery for
thirty, long, devoted years.

Abbot: (Chants some blessing, then,) Y es, my son, what do you wish to say?
Monk: | quit!
Abbot: I'm not surprised! Y ou've been herefor thirty years and all you've done is complain!
The Announcement
Campfire chief and avolunteer in the audience
Campfire Chief: And now it'stime to make a spot announcement.
(Dog barks from the audience.) Thank you Spot.
The Candy Shop

Old storekeeper, very young kid (4 years old)
Setting: Candy Shop

Kid: (Kid walks up to storekeeper and asks) | want five of those penny candies way up at
the top.

Storekeeper: Y ou mean those penny candies, way, way, waaaaaayy up top?

Kid: Yes, please.

Storekeeper: Sigh! (Kid takesinnocent pleasure in watching the storekeeper go up.)
(Storekeeper climbs up and get him five candies, and receivesthe five cents.)

(This scene repeatsitself several times over 3 more days, with the storekeeper being
more and more tired each time and becoming equally more frustrated until, )

Storekeeper: Oh! | seethat kid coming. | know what he's coming to get, so I'll climb up now
to get the candies before he comesin and have it ready for him. (Climbs up and getsthe 5
candies.)

Storekeeper: (Kidwalksin.) | bet | know what you want. | bet you want five of the penny
candies from way up top, right?

Kid: Nope! Not today!

Storekeeper: Sigh! Now | have to climb back up to put them away. (He climbs up, puts them
away, then comes down.)

Storekeeper: Now, sonny, what would you like today?
Kid: I would like three of those penny candies way up at the top!

The Loon Hunt



Narrator, two hunters, Medicrin, Loon, wise man
Setting: Out in the woods

Narrator: Thisisthe story of thelittle-known Medicrin and two hunters' effortsto captureit.
For instance, watch.

(The Medicrin, which has been dancing around during the Narrator's speech, suddenly
spots the two hunters, who blunderingly, and unsuccessfully, attempt to catch the
Medicrin. During the next speech, all actors act according to the Narrator's storyline.)
Narrator: Several times our bold hunters attempt to catch this Medicrin; they use traps,
"Medicrin" calls, even asick loon. (Every once in awhile the actors make appropriate
comments.) But all thiswasto no avail. Finally, they consulted awise man.

Hunter 1: Wise man, we have been trying to catch the Medicrin for quite awhile, but without
any success. We even tried to lure it with asick loon, because we'd heard that it was a good
idea. What do you suggest?

Wise man: (In one of those old, strained, many years-of-experience sage voices,) You
have been going about it almost in the right way. But the Medicrin also needs a sweeter trap!

Hunter 1: (Bewildered) Uh... Thank you, Wise man! Let's go!

Hunter 2: What did he mean by a sweeter trap?

Hunter 1: | don't know. Maybe we should feed our sick |oon some sugar!
Hunter 2: Sugar?

Hunter 1. Yeah! Y ou know, like sugar cured ham!

Narrator: And so our brave hunterstook a bag of sugar and forced it down the loon's throat.
Ahh ... Watch now as the Medicrin spots our loon.

(The Medicrin seesthe loon and DIVESfor it, at which point, the hunters capture the
Medicrin.)

Narrator: Out brave hunters have finally succeeded in capturing the Medicrin. Which, just
provesthat ... A loonful of sugar helpsthe Medicrin go down!

49! 491 49!

Jumper, bystander
Setting: City Street

(A personisjumping on up and down, yelling 49! 49! 49! The second person comes by
and notices this; he asks what he's doing.)

Victim: What are you doing?

Jumper: I'm jumping up and down on this manhole yelling 49! 49! 49! It'sreally fun! Wanna
try?

Victim: Sure!



(Hetakesthe jumper's place and yells 49! 49! 49! All of a sudden, the jumper pullsthe
manhole cover out from under the victim, who fallsinto the sewer.)

Jumper: 50! 50! 50!



Cheers, Yells, and Applauses

Compiled by Daniel R. Mott: Roundtable Staff
District 23, West Jordan, Utah
With a couple contributions by Gary Hendra, Pack
and Troop 92, Milpitas, CA

Applause stunts are a great way to recognize a
person or den/patrol in a troop/pack meeting for
some accomplishment they have performed. Be
sure before you start that everyone knows and
understands the applause stunt and how to do it.
Applause stunts serve more then one purpose they
not only provide recognition but also help liven up a
meeting. Applause stunts need to be fun. Strive for
quality of performance in your stunts.

How to Make a Cheers Box

Find a Cheer laundry detergent box. Print out
these cheers, yells and applauses on card stock.
Cut the card stock up so that one cheer is on each
piece of paper. Put them all in the Cheer box.
Take the box to your meetings or campfires. When
it is time for a cheer, have a Scout take the cheer
out of the box and lead it.

The Cheers, Yells and Applauses
Abe Lincoln Cheer: That was great! HONEST!

Alka Seltzer Cheer:
what a relief it is.

Plop, Plop, Fizz, Fizz, Oh

Almost: With hands far apart, bring them rapidly
together but miss just before meeting each other.

America: A-M-E-R-I-C-A, Cub Scouts(or Boy
Scouts), Cub Scouts, USA!

Apollo: Shout: Countdown, 10 - 1 !! BLASTOFF!
then with your hand gain orbit and even out. Then
say, "BEEP, BEEP, BEEP, BEEP."

Archery: Mimic shooting an arrow, then call out,
"Bull's Eye!"

Artillery: Begin slowly with the flats of your palms
and increase in speed: then slow down until finally
the last time the hands are not brought together.

Avon Lady: Point a forefinger and shout, "Ding,
Dong!"

Barber Shop: Make a razor sharp motion on the
palm of your left hand with your right hand, turning
your right over with each droke. Don't forget the
barber's flourishes.

Barker's Yell: Showtime, Showtime!

Beaver: Cut a tree by tapping front teeth together,
slap your tail by slapping a palm against your thigh,
then yell, "TIMBER!"

Bear: Growl like a bear four times, turning halfway
around each time.

Bee: Put arms straight out and pretend to fly, while
going "Buzz-z-z-z, Buzz-z-z-z."

Ben Franklin: Hold both hands out in front of you as
if flying a kite. Jerk back suddenly while saying,
"Zap, Zap, Zap."(Lightening)

Bicycle Cheer: Pump, Pump, Pump.

Big Hand: Leader says, "let's give them a big hand"
everybody in the audience holds up one of their
hands with the palm up.

Big Sneeze: Cup hands in front of nose and sneeze
in hands. Having nowhere to put it, wipe your hands
in your hair.

Big Rock Candy Mountain Cheer: How sweet it is.

Big Thumb: Hold out a hand at arms length, make
a fist with the thumb up. Variation: Add, "GREAT
JoB!"

Black Powder Cheer: Pretend to have black powder
in your hand. Pour powder down the barrel. Stamp it
down, raise the gun and fire saying, "Click, BANG!"

Blast-off: Start counting backwards from 6 to 1.
Bend the knees a little more on each count until
you are in a squatting position. Then, while saying,
"BLAST OFF!", just straight up in the air.

Bobcat: Stand and give a loud "Meow" three times.

Bow and Arrow: Make motion as if shooting an
arrow and say, "Zing, Zing, Zing." Pretend to release
an arrow with each zing. Variation: Slowly draw
arrow from quiver on your back. Place arrow against
string of bow, pull back, release and say "pffft."

Boy/Cub Scout Yell: Rip, Rap, Rap! Rip, Rap, Ree!
Loyal Happy Boy/Cub Scouts are We!



Cheers, Yells, and Applauses

Boy Scout/Cubby Yell: "What's the best
patrol/den?" All the patrols/dens vyell back the
Boy/Cubby winner's patrol name/den name.

British Rank Yell: Be Prepared!
Shout! Shout! Shout! Tenderfoot!
First Class Scout!

Be Prepared!
Second Class!

Broken Arm: Stick arm out in front of you with the
lower arm and hand dangling. Swing lower arm and
hand back and forth in a limp manner.

Broken Trolley: Pull the bell rope as if ringing a bell,
repeating "CLUNK, CLUNK, CLUNK."

Bull Cheer: Make bull horns with fingers while
shouting "El Toro, El Toro !"

Bull Fighter: Hold down cape and move to in
appropriate motion while

shouting "OLE!"
Call the Hogs Yell: SOOOOOOOO EEEEEEEE,
PIG PIG PIG
PIGH!

Can of Applause: Cheer and applaud as cover is
removed from can and become quiet as lid is
replaced.

Canary Applause (2000 LB): Put hands on opposite
shoulders, while opening and closing elbows, say,
"Here, kitty, kitty."

Cantaloupe: A variation of the "Watermelon". Cup
your hands for the cantaloupe and shorten time and
noise for spitting out the seeds. Variation: Hold a
piece of cantaloupe in one hand, take a fast bite,
turn

head and spit out seeds.

Carpenter: Pretend to be holding a hammer in one
hand and a nail in the other. Start pounding the nalil
with the hammer while saying, "Bang, Bang, Ouch".

Cat's Meow: You're the cats MeeeeOOOOW!!! (to
person receiving applause)

Caught Fish: Hold out left hand, palm up, and
make flopping, gasping motions with the right hand
on the palm of the left hand.

Centipede Yell:
nine THUMP!

Group stands and yells: Ninety-
Ninety-nine  THUMP!! Ninety-nine

THUMP!! This wooden leg is murder!!! Variation:
MY FEET ARE KILLING ME!!! Variation 2: My shoe
bill is outrageous!!!

Cheerio Cheer: Cheerio-Cheerio-Cheerio.

Cheery: Pick a cheery, roll in your mouth, then spit
the pit out with a loud "P-TUU."
How! How!

Chinese: How!

Phooey.

Phooey, Phooey,

Chinese Bow: Stand, fold your arms, bow from the
waist while saying, "Ah Phooey."

Christmas Bells: Pretend to hold a bell rope, then
get the left side of the audience to say "DING" on
the downstroke and the other side of the audience
to say "DONG" on the upstroke. Repeat three
times.

Clam: Fold hands together, interlocking fingers.
Make noise by pressing palms together.

Class A: Clap rapidly in the following rhythm: 1-2-
34, 12, 12, 1-2-34, 12, 12, 1-2-3-
4...(pause)..One big clap.

Class B: Just like the Class A except that on the
last clap, you come back with your hands and
make one big clap.

Class C: Just like the class B except that after
missing the clap, you come back with your hands
and make one big clap.

Columbus: Put hands up like you're holding a
telescope and shout "Land Ho".

Coconut: Pretend to shinny up a coconut
tree,(Place arms out front as if hugging tree, move
one hand and arm up a time and then the other),
pretend to pick the coconut, let it fall to the
ground(whistle as if a bomb was falling), hits the
ground with a bang!" Shinny down (reverse your
climbing motion), pretend to hit the coconut to open
it, then say: THIS SURE IS A NUTTY
APPLAUSE!!

Constitution Cheer: We the people, APPROVE!
Coo Coo: Everyone nod their heads up and down

and say: "COO-COQ" as many times as you tell
them, as if you were striking the hour.



Cheers, Yells, and Applauses

Cookie Clap: Everyone takes a big bowl in their
arms. In bowl, dump ingredients to make cookies,
such as: flour, sugar, salt, chocolate chips and dill
pickles (have the boys tell out the ingredients and
you'll get some odd cookies). After the ingredients
are in the bowl, you take a big spoon and with
stirring motion yell "Crummy, Crummy, Crummy".

Cork: Hold out one hand as though holding the
neck of a bottle. Put a cork in the bottle, then hit it
in with the palm of the other hand.

Cow: Pretend to milk cow saying: "Squirt, squirt,
squirt, moo."

Cow Yell: MOOOOOQ!! MOOOOO!!! MOOOOO!!

Crab: Have the group stand: Have them pretend to
be on a boat, by swaying back and forth, and from
side to side, have them grab hold of a rope as if
they are hauling in their trap, have them grab the
trap box and say: "THIS IS THE BIGGEST KING
CRAB | HAVE EVER SEEN!!!"

Coyote: Have the everyone stand, cup their hands
around their mouth and say: "YIP, YIP,
YIPEEEE!!!" VARIATION: Add: "ARC, ARC,
AROOOOOOOOO! GEE, It's lonely out here."

Cub Scout Yell:
Shout!  Shout!
Webelos Scout!"

"Do Your Best!
Shout!

Be Prepared!
Wolf Cub! Bear Cub!

Deep Sea Diver: Pretend to put on your diving suit,
adjust your helmet, pretend to close face door, and
screw the locks in place. Then pretend to jump into
the water by jumping one step ahead, pretend to be
sinking to the ocean floor, mumbling, "BLUG,
BLUG, BLUGH" VARIATION: Add the following
when you reach the "bottom": walk around very
stiffly in a circle, then slowly bend over and pick up
something and yell: "I found the TREASURE!!! |
found the TREASURE."

Desert Yell: "Yucca, Yucca, Yucca !!"

Desert Rat: Clutch throat and say: "HOW, HOW,
HOW, WATER, WATER, GLUG, GLUG, GLUG."
Wipe your mouth and sigh "AHHHHhhhhhh, | sure
feel and look better.!!I" Variation: Same as above
except when you get the water, take a comb out of
the back pocket, dip it into the water, pretend to run

the comb through your hair, pull out a mirror , look
at yourself and say the last line above.

Dip Stick: Pretend to get under the hood of your
car, find the dip stick, pull it out, and say, "OH, NO,
YOU'RE A QUART LOWW" Variation: Add to the
above: You could sure use an oil change and
pretend to put it back, close the hood with a
SLAM!HI

Doubtful Yell: How come? (Build up on the HOW
COME? Build up on the HOW to a big volume and
then cut it off with a soft "COME?")

Dreamer: Pretend to snore and wake up. Stretch
and say: WOW, that was a Great Dream !!!

Drum: On legs make a rat-a-tat sound 3 or 4 times,
then hit the stomach two times and say "Boom,
Boom".

Elephant: Let arm act as a trunk, wave it brokenly
in front of your face. Raise your forearm up and
down and say, "Peanuts, peanuts anyone?"

Eskimo Cheer: Brrrrr-rrr, Brrrrr-rir.

Exhausted Yell: How TIRED? (Build up a loud
HOW, with a soft TIRED and a stretch.)

Farewell: Hold one hand above the eyes as though
looking into the distance while slowly waving the
other hand.

Ferris Wheel: Move right arm in a large circle, on
the upswing say: "OHHHHH!" On the downswing
say: "AHHHHH!" Variation: Insert the following
between the ooh and aah above: when you are at
the top, hold arm in place and rock back and forth
and hold other hand over the eyes and say: "GEE,
YOU CAN SURE SEE A LOT FROM UP HERE!!!

Firecracker: Strike a match on the leg, light the
firecracker, make noise like fuse "sssss", then yell
loudly "BANG!"

Fire Engine: Divide the group into four sections: (1)
Rings the bell fast, DING; (2) Honks the horn,
HONK, HONK, HONK; (3) Sounds the siren, Rirrr,
Rrrr, Rrrr; (4) Clangs the clangor, CLANG, CLANG,
CLANG. Have all four groups do their parts together.

Fireman Yell:
More !

Water, Water, Water! More, More,



Cheers, Yells, and Applauses

Fish: Pretend to a fish by it's tail with one hand
with one hand and plug your nose with the other and
say: "PEEE-U-EEEEE!M!!" Variation 2: Suck in
your cheeks, form an "O" with your mouth, move it
as if you were a fish, without making a sound!!!
Variation 3: Hold your nose and say: "SMELLY,
SMELLY, SMELLY!!

Fisherman: Pretend to reel out some line, let it
drift, yank your pretend pole back and start to reel
in the fish. Struggle with it for a short time and say:
"I'VE GOT IT!! I'VE GOT ITh!"

Flat Tire: Bend down, attach pump to tire, lift and
push on pump three times, then say, "BOOM!" and
jump back in surprise.

Flea Flip:
thumbnail.

Flick your middle fingernail with your

Flintstone: Shake hands over the head and say,
"Yabba-dabba-doo".

Flower: Like a flower blooming, raise part way in
your chair, look around and thumb jump up yelling,
"Sproooooong!"

Flute: Pretend to be playing the flute and give two
big toots.

Foil Dinner: "RAW, RAW, RAW II"

Fonz: Make a fist thumbs pointing up with each
hand in front of you and say "Aaaaaayyyy."

Frozen Cub (Scout): Wrap your hands around
yourself and say "Brrrrrrr",

Fruit Salad: Eat a large piece of pretend
watermelon, spit out the seeds, pretend to have a
piece of cantaloupe, spit out the seeds, then have a
cherry, place a finger in your cheek and give one
small pop, as if spitting out the pit of the cherry.

Gee: Cup your hand around the mouth and yell:
"GEE, YOU DID A GREAT JOB, KEEP UP THE
GOOD WORKMI" Variation: Insert the persons
name after gee. Variation 2: Insert the persons
name as in variation one but also substitute a
different phrase honoring the person.

Genius Look surprised and say, "Boy look what |
discovered" or "Wow, look what | made."

George Washington Cheer: That was great. |
cannot tell a lie. Variation: Get out axe and swing it
at a tree while saying, "Chip, chop, chop, TIMBER!"
then yell, "WRONG TREE!"

Ghost: Wave hands like a ghost and say:
"WHOOOO, WHOO, WHOOOOOOO!!" Variation:
Wail, "BOO! BOO! BOO!" three times and then yell:
"YAHHH!"

Giant Beehive: Tell the group to buzz like a bee.
When your hand is raised, the volume should
increase. When you lower your hand the volume
should decrease. Practice this at various levels.

Go Cart: Stand up with legs bent at right angles,
put hands in front of you as if steering and say,
"BAAARRROOOOOMMM!" Variation: Add, "Look
at me go! BARRRROOOMM!

Golf: Shout "FORE" and pretend to hit the ball,
place hand over above eyes to follow where the ball
went. Variation: Add: Duck and cover your eyes
saying: "OH NO! | HIT SOMEONE!"

Gondolier: Make a motion as if polling a boat,
singing out: "O, SOLE MIO"

Good Turn: Stand up and turn around.

Grand: Everyone is sitting down in their chairs. All
stomp their feet three times loudly, then slap leg
three times, then clap hands 3 times. Then stand
up all together and shout "Ra, Ra, Ra!"

Grand How Yell: HOW! HOW! HOO-O-O0O-O0OW!

Grand Sneeze: "A-h-h-h Chooooo! Three times,
each time getting louder.

Grape: Hold one hand out as if holding a bunch of
grapes, with the other hand pick a grape, chew it
and spit out the pit.

Grape Juice: Every one stomps around as if
stomping grapes, then reach down with one hand
dipping with a glass and drinking it, saying,
"AAAAAhhhhh."

Great Job: Have one half of the audience say,
"Great" and the other half say, "Going." Alternate
each side.



Cheers, Yells, and Applauses

Guillotine: Pretend to wind a crank pulling the blade
up, tie it off, take an imaginary axe and cut the
rope. Knife your hand down like a blade, saying
"Slooosh". Then roll one over the other while saying
"Thud, flop, flop, flop." Variation: Insert persons
name after getting applause on last flop and say:
"Haven't you got those heads of lettuce chopped
yet.

Guppy: Suck in both sides of your mouth and
make a kissing noise three times.

Half a Hand: Hold up one hand with the palm open,
with the other hand, cover the open hand so only
half shows. Variation: Add a phrase such as you
are handy to have around.

Half a How Yell: HUH I!!

Half a How and an UGH Yell: HUH, UGH!!!
Hamburger: Make a hamburger patty by clapping
hands turning left hand on top, then left hand on the
bottom.

Hangman: Put your hand behind your neck like you
are holding a hangman's noose, then roll eyes and
stick out your tongue.

Handkerchief: Tell the group that they are
supposed to applaud as long as the handkerchief
you are about to throw in the air, when it hits the
floor to stop applauding. Variation: Catch the
handkerchief instead of letting it drop. Vary the
applauding by using short throws, long throws,
throwing to someone in the audience etc.

Hay DD Straw: Divide the group into two sections,
tell one group that when you point to them they are
to yell, "HAY". Tell the other section they are to
yell, "STRAW" !l Vary the speed in which you point
to the different groups. Variation: When the leader
yells hay or straw, the group responds with the
opposite word.

Heart and Sole: Slap heart and sole of shoe.

Helper: Group stands and cheers, "Great job! Great
JOB! GREAT JOB!" Getting louder each time.

Home Run: Simulate swinging a bat, then shade
your eyes with your hands and yell, "Thar she
goes."

Hot Dog with Mustard: Get your hot dog and put it
in a bun. Pick up the mustard bottle and squeeze
some mustard on the hot dog, then take a big bite
and say, "Yummmmm!"

How Yell: Raise arm to fullest extent and yell:
llHoW!ll

How with a Northern Exposure Yell: How, How,
How, Brrrrr!

How with a Southern Exposure Yell: How, How,

How, You'all!

Howdy Yell: HOOOOW DDD DEEEE!!!

Howdy Pard: HOOOOW DDD DEEE PARRRD!!!!
Indiana Jones: Swing hand and arm back and then

forward simulating the snapping of awhip. Snakes,
it would have to be snakes.

Indian: Stomp feet three times, beat chest three
times, 5 Indian yells with hand over mouth.

Invention Cheer: I've made it, I've made it, | don't
know what it is, but I've made it.

Javelin: Hold hand as if close over a javelin, raise
arm above shoulder and pretend to throw the javelin
forward, wait a couple of seconds and say "Thud".

Jaws(Shark) Cheer: Chomp, Chomp, Chomp.

Jaws (version 2): Hold arms to cover face (Hands
holding elbows) yell "AAAAAH, HELP!"

Jet Clap: Swish your hand across the front of you
like a jet and clap your hands twice, real fast to
simulate the sonic boom.

Jolly Green Giant Cheer: HO, HO, HO!
Knight: Kneel and place your right hand on your left
shoulder, then on your right shoulder, while saying -

- | dub thee Sir Knight.

Liberty Bell Yell:
freedom ring!

Ding, Ding, Ding, Dong! Let

Lightening: With one hand draw a zig-zag in the air
in front of you saying, "ZAP, ZAP, ZAP."



Cheers, Yells, and Applauses

Lights in the Sky Yell: Look up in the star to ind
the stars, then say, "Twinkle, Twinkle, Twinkle".

Livewire: Grab onto a live electrical wire and shake
the whole body.

Locomotive: Begin on the he heels of your hands,
slowly and together. Gradually increase speed,
working towards the finger tips and finally over the
ends of the fingers. The last part is raise your hand
over your eyes as a gesture of looking in the
distance.

Louder and Louder (a yell from one den or patrol to
another):

"l like Cub (or Boy) Scouts; yes, | do! | like Cub (or
Boy) Scouts; how about you?" And point to the
group that is to respond in the same way.

Lumberjack: Pretend to be chopping a tree then
shout "Chop, Chop, Chop, TMMMMBERRRR!"

Mad Doctor Cheer:
sponge, 00ps.

Scalpel, sponge, sponge,

Mad Scientist: Pretend to hold a test tube in one
hand. Pour something into it; then something else,
then shout "Boooommm!"

Marilyn Monroe:
"Hip, hip, hooray."

(Sway hips) "HIP, hip, hooray",

Match: Pretend to strike a match on the seat of
your pants, it lights on the second try. Look at it
burn, shake your hand and yell
"YEEEEEEEEEEEE-OOOOOOOO0O0 oow!"

Mexican Hat Dance: Put hands on feet and stamp
feet while turning around in a circle.

Milk Shake:
slurp the drink.

Shake contents in a shaker bottle,

Model "T": Pretend to honk your horn and say
"Ooo00ga, Ooooga, Ooooga".

Moose Cheer: Place open hands by ears to form
antlers and call "OOO00O-AAA-O0QOQ."

Mosquito: With hand, slap yourself on the neck,
arms, legs, while saying "Ooo00, Aaaah." This can
also be done by #king one finger and moving it
around in the air as a mosquito flying (making a
buzzing sound at the same time), letting it land on

your arm, slapping at it, and then shaking off the
dead mosquito.

Mother Cheer: Mother, Mother, She's the one. If
Mother can't do it, it can't be done.

Motorboat: Flutter your hand in front of you while
your tongue flutters.

Motorcycle: Lift up the left foot and slam it down
starting the engine with your hands
pretending to hold handlebars and saying "V-V-r-a-
a-a-a-m-m-m-m."

Mountain Climbers: Pretend climbing on mountain.
A rock slips off. Put your had over your eyes, look
down and yell - Look OUT BELOW !

Mount Rushmore Cheer: WASHINGTON,
JEFFERSON, LINCOLN, ROOSEVELT !

Mount Saint Helen's Cheer: Make fists out of both
hands and put them together. Make the sound of
steam building "ssssSSSS", the sound builds; then
when the mountain erupts yell "POP as hands and
arms extend over the head.

Nail Pounding: Start the nail, drive it in and hit the
thumb yelling, "OO0O-UUU-CCC-HHH!"

A Nickel's Worth:  Flip your thumb as though
flipping a coin, then catch it and slap it on the back
of your hand.

Olympics: Join hands, raise them over head and
shout, "Go for the Gold!"

Once Over: Circle hands, at bottom of circle clap
palm of one hand and back of the other hand
together.

One How Yell: Yell the word "HOW" loudly. Can be
built up to more how's as needed.

OPEC (Oil Well) Yell: "CRUDE, CRUDE, CRUDE."

PTA Clap: Just plain old clapping for those who
lack any imagination.

Pack/Troop: Everyone vyell together, "Clap your
hands," then clap hands together two times. Then
yell "Stomp your feet," then stomp feet three times
on the floor. Then say, "PACK(TROOP) can't
be beat."



Cheers, Yells, and Applauses

Pack/Troop Cheer: Razzle, dazzle, never frazzle,
not a thread but wool. All together, all together,
that's the way we pull.

Pancake: Pretend to be holding a frying pan and a
spatula in your hands. Pretend to put the spatula
under the pancake and flip the pancake into the air.
Look into the air as though watching the pancake
flip in the air. Catch the pancake with the spatula,
and flip it on your hand making a loud "Clap."

Paper Bag: Make motions to simulate opening a
paper bag., forming neck, blowing it up and pop it,
saying "POP" loudly.

Party Cheer: Throw hands in the air and say,
"Confetti, Confetti, Confetti."

Pat on the Back: Everyone pat the back of the left
shoulder with their right hand.

Pennsylvania University Cheer: Draw right fist back
to shoulder, then throw punch while yelling P U.

Personal Cheer: Stomp feet three times and shout
personal name.

Pinata Cheer: Pretend to hit pinata, say "Swoosh"
(Miss),  "Swoosh"  (miss), "Swoosh" (hit)
"HOORAY."

Pinewood Derby: Start with a hand up above the
head and then with a crying motion swoop the hand
down saying, "Swish, Thud."

Pinky: Clap little fingers together.

Pirate:  "Yo, ho, ho, and a bottle of Sprite.
Variation: Avast Ye land lubbers! Walk that plank!
Glub, Glub, Glub. Variation 2: "Hoist the Jolly
Roger! We're off to find the treasure! Yo Ho Ho !!

Pole Vault: Stand two fingers of one hand on the
other arm like legs. Have them run down the arm to
the wrist and then leap into the air, as the hand
comes down, CLAP!

Pony: Clap your hands together, then slap your leg
with each hand to simulate a pony trot.

Pony Express Yell: Have everyone gallop in place
and shout, "YIPPEEEEEEEEEE".

Popeye: 1st group yells: "Where's my spinach!
Where's my spinach! 2nd group yells: "Toot, toot!
You're Popeye the sailor man! Here's your spinach!
1st group: "well, blow me down, | love my spinach!
Toot, toot!

President: Salute and say: "Hail to the Chief."

Pump: Have everyone get out their bucket, hang it
on the end of their pump, back up a step or two,
then pretend to take hold of the pump handle and
start to pump. Do this for about ten pumps and say:
"The bucket is full."

Race Car: Say "Varoooom" five times starting
quietly and increasing in loudness each time while
shifting gears with right hand.

Rainstorm Cheer: To simulate rain, have everyone
pat one finger of the left hand and one finger of the
right hand. Gradually increase the intensity of the
storm by increasing the fingers hitting together.
Decrease the number of fingers as the storm
passes.

Real Big Hand: Make a fist with the thumb
extended, put thumb to lips and pretend to blow,
open hand and extend fingers gradually with each
puff. Hold up hand when fully extended.

Relay: First person in row claps next person's hand
and so on down to the end of the row.

Reverse Applause: Move hands away from each
other.

Road Runner: Beep-Beep-Zoom."

Robot: Walk stiff legged with arms in place saying
in a monotone voice, "DOES NOT COMPUTE,
DOES NOT COMPUTE!"

Rooster: Placing your thumbs in your armpits,
wave the arms up and down while crowing.

Round of Applause: While clapping hands, move
them around in a circle in front of you.

Rudolph: Put thumbs to your head with fingers up,
forming antlers. Wrinkle your nose, saying. BIink,
Blink, Blink."

Salt and Pepper: Hold both fists out in front of you
and raise up the thumbs. Gradually increasing the



Cheers, Yells, and Applauses

number of fingers hitting together. Decrease the
number of fingers as the storm passes.

Santa Claus: Reach out and hold stomach saying
loudly, "HO, HO, HO" three times. Variation: Add:
"MERRY CHRISTMAS!"

Santa Claus Chimney: Pretend to be driving your
sleigh, say: "Whoa!" (pulling up on the reins), get
out of the sleigh, pretend to climb into the chimney,
begin to slide down and struggle, say: "Wheeze,
grunt, rattle, clank, oh, no," move hands as if falling
trying to grasp the sides of the chimney, then yell:
"Craaaasssshhhh and then put your finger to your
mouth and say, "Shhhhhhh!"

Satellite:  Put your right hand over your head,
making a circular motion with the right hand,
opening and closing the right fist, while saying
"Gleep, Gleep, Gleep". Variation: Begin with a
countdown from 10, at zero, yell, "BLASTOFF!
stretch arm over head saying "Gleep, Gleep, Gleep"
and turn around three times.

Saw: Pretend to get a piece of lumber, measure it,
pretend to draw a line, place pencil behind the ear,
pick up your pretend saw and begin to saw holding
your lumber with one hand and sawing with the
other, while making your best sawing impression.

Seal: Extend arms, cross hands at the wrist and
flap hands several times.

Seal of Approval: Put your thumbs in your armpits,
then move arms up and down like a seal moving its
flippers and say "Arf, Arf, Arf" several times.
Variation: Add: Pretend you are balancing a ball
on the end of your nose.

Siesta Cheer: Remain seated and pull an imaginary
sombrero over face while snoring loudly.

Silent Yell: Raise both fists to level with hand and
shout without any sound while shaking both fists.
Or else have everyone stand in unison and open
their mouths and scream without making any
sound.

Silent Smoke: Make a fist with one hand, point the
index finger, hold it close to the chest, then with a
circular motion, begin to slowly raise your arm,
keeping the finger extended uwntil it is high over your
head.

Six Shooter: Point finger in the air and say "BANG"
six times, then blow smoke from the end of the gun.

Skateboard: Stand up and move top part of body
from one side to the other as if trying to keep
balance and say, "Zoooommm."

Sky Rocket: Make a motion of striking a match on
your pants, lean over to light your rocket. Make a
"SH, SH, SH" sound, point from the floor to the sky
as if you were following it in flight with your finger.
CLAP hands and say "BOOM" spread arms wide
andsay "AH__ AH___ AH"

Sleigh: Say "Ding-a-ling" three times.

Stamp of Approval: Pound the palm of your left
hand rapidly with your right fist. For another version,
throw a handkerchief or cap in the air, have the boys
stamp their feet until the cap hits the floor.

Steamboat: Use both hands to make large rotary
motion as if they were paddle wheels. At the same
time say "Chug-achug-chug". Then reach up with
the right hand and pull down saying "Toot, Toot".

Super-scout: Faster then a speeding bullet, more
powerful then a locomotive, able to leap tall
buildings in a single bound. It's Super-scout!

Swimmer's Belly: Put both hands out in front of you
and slap your hands together once. Look both ways
and say, "Where's the water, where's the water."

Swine Yell: Suueeee, Pig! Pig! Pig!

Sword: Pretend to have a sword in your hand.
Swing it across the body three times saying,
"Swish, Swish, Swish."

Texas How: How! How! Howdy pardner!

Three Strikes: Turn head to the side sharply while
saying, "Strike!" Do these three times and end with,
"You're out!"

Tiger:  Shout, "Grrrreat! Thrust fist upward Tony
Tiger style.

Tightrope Walker: Have your arms out as if
balancing on a tightrope. Lean to one side and say
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Tonto: Leader says "Where does Tonto take his
trash?" The audience yells in reply, "To de dump, to
de dump, to de dump dump dump," to the rhythm of
a running horse in a sing-song manner while
clapping hands on thighs. (Like Lone Ranger)

Tortilla: Slap both hands together, alternating one
hand and the other >from top to bottom. On every
fourth clap, shout, "OLE!"

Toucan Yell: Hold hands in front of mouth,
simulating a bird opening its beak, several times
while saying "TOUCAN, TOUCAN, TOUCAN! A
CUB(SCOUT) CAN TOO!!"

Train: Divide audience into groups to make different
train sounds, get faster and faster until a bell rings.

Trumpet: da-da-da-da-dada-da-da-CHARGE!

Turkey Yell: Say "Gobble, gobble," then rub
stomach saying "Yum, yum".

Turtle: Fold arms in front of face with face hidden.

Two & One-half How's or How How Ugh Yell:  Yell
"How, How, Ugh!!" (as this is done emphasize each
How with your fist in front of your body. On Ugh,
yank your arms back to the side of your body. Do it
more rapidly and bit off each word more quickly
each time.

Two & One-half How's (Tired): Instead of UGH, use
a tired slow UUUUUUHHHHHH. For a variation, try
the contented HOW, giving a sigh instead of the
UGH.

Two-Handed Saw: Everyone pairs off into two's.
Each pair sticks their hands out with their thumbs
up. Alternately grab each other's thumbs until all
four hands are each holding a thumb. Move arms
and hands back and forth as if sawing.

Umpire: Stee-rike!

Viking:  Attack! Attack! Attack! Retreat! Retreat!
Retreat! Retreat!

Walk: Tramp, Tramp, Tramp.
Watermelon: Hold a piece of watermelon in both

hands, make the motions of taking several bites,
turn head and spit out the seeds.

Webelos Yell: Webelos are great, they can't be
beat! So let's give a yell, Webelos are swell!

Weight lifter:  Attempt to lift bar-bell and say
"AAAaagh!" as you get the weight up above the
head, then drop it to the floor saying, "THUD!"

When | Do: The orders are "When | bring my hands
together, you do. When | do not, you must rot."
Then go through several false motions to see if you
can catch the group napping.

Western How: Stamp feet three times, slap knees
three times, whip hand around head three times,
and yell "YIPPI-I-A."

Whip: Pretend to holding a whip and make the
motion of snapping it in the air while saying
"YWAH, YWAH, YWAH".

Witch: Say in witchy voice: "Heee, Heee, Heee."

Wolf: Wolf, wolf, wolf, then give wolf howl.

Yodelers: Cup hands around mouth saying, "Yodel,
ley, lee, who."



Stories
Compiled by Rick Clements

This is a collection of stories that | have found. | found many of them on Scouting related discussions on
different computer networks. | have used some of them at campfires and as part of Cub Scout ceremonies. - Rick
Clements

INDIAN STORIES

WHY THE CHIPMUNK HAS BLACK STRIPES

Once upon a time, long ago, the animals had tribes and chiefs just like the people. Porcupine was the head
chief of all the tribes because nothing could ever get near enough to hurt him.

One night, Porcupine sent out word calling all the animals together for a great council of the tribes. He had a
very important matter for them to consider, he said. From far and wide, from treetops and holes in the ground, the
animals came hurrying in answer to their chieftain's summons.

They built a great blazing council fire in the forest and seated themselves around in a big ring. Then Porcupine
stood up to address them. His quills quivered and gleamed in the firelight, and for a minute or two, he did not speak.
He looked very much worried indeed.

"l cannot decide," he said, finally. "I cannot decide whether or we shall have night or daylight all the time."

Well, that started a great commotion. Everyone had something different to say. Some wanted it daytime
always and some wanted it night. They all talked at once, and they all talked very loud

so you could not hear what any of them were saying, except Bear. He rocked to and fro on his hind legs, trying
to drown out the others by rumbling in a big deep voice, "Always night! Always night! Always night!"

A little chipmunk who had been sitting on the outskirts of the council became annoyed. Chipmunks hate to sit
still for any time. "You can talk all you like," he shrilled out in his tiny squeaky voice. "You can talk all you like, but
the light will come whether you want it or not. The light will come.”

The other animals did not pay any attention to him but went on bawling and roaring and growling until they were
hoarse. Chipmunk danced with excitement on the outskirts of the crowd shrieking, "The light will come! The light will
come!"

And before they knew it, a faint flush had crept up the sky, and the golden disc of the sun rose above the tree-
tops. Shafts of sunlight touched the tops of the open space where the council met. The fire looked weak and pale.
It was daylight.

An astonished silence settled upon the gathered council of the animals. Could it be possible that it was daylight
whether they wished it or not?

A shrill voice suddenly piped up from the edge of the assembly.

"What did | tell..."

"Grrrrr!"

Chipmunk was gone like a flash through the trees with Bear after him. Bear was clumsy and Chipmunk so
quick that he slipped into a hold in a tree before Bear could catch him. But, just before he disappeared, Bear struck
at him with his paw.

The black stripes that run down the chipmunk's sides today show where Bear's claws hit him long ago at the
council when the animals tried to decide whether they should have darkness or daylight all the time.



HOW DOGS CAME TO THE INDIANS

Two Ojibwa Indians in a canoe had been blown far from shore by a great wind. They had gone far and were
hungry and lost. They had little strength left to paddle, so they drifted before the wind. At last their canoe was
blown onto a beach and they were glad, but not for long. Looking for the tracks of animals, they saw some huge
footprints which they knew must be those of a giant. They were afraid and hid in the bushes. As they crouched low,
a big arrow thudded into the ground close beside them. Then a huge giant came toward them. A caribou hung from
his belt, but the man was so big that it looked like a rabbit. He told them that he did not hurt people and he like to
be a friend to little people, who seemed to the giant to be so helpless.

He asked the two lost Indians to come home with him, and since they had no food and their weapons had been
lost in the storm at sea, they were glad to go with him. An evil Windigo spirit came to the lodge of the giant and told
the two men that the giant had other men hidden away in the forest because he like to eat them. The Windigo
pretended to be a friend, but he was the one who wanted the men because he was an eater of people. The Windigo
became very angry when the giant would not give him the two men, and finally the giant became angry too. He took
a big stick and turned over a big bowl with it. A strange animal which the Indians had never seen before lay on the
floor, looking up at them. It looked like a wolf to them, but the giant called the animal 'Dog.' The giant told him to Kkill
the evil Windigo spirit. The beast sprang to its feet, shook himself, and started to grow, and grow, and grow. The
more he shook himself, the more he grew and the fiercer he became. He sprang at the Windigo and killed him; then
the dog grew smaller and smaller and crept under the bowl.

The giant saw that the Indians were much surprised and please with Dog and said that he would give it to them,
though it was his pet. He told the men that he would command Dog to take them home. They had no idea how this
could be done, though they had seen that the giant was a maker of magic, but they thanked the friendly giant for his
great gift. The giant took the men and the dog to the seashore and gave the dog a command. At once it began to
grow bigger and bigger, until it was nearly as big as a horse. The giant put the two men onto the back of the dog
and told them to hold on very tightly. As Dog ran into the sea, he grew still bigger and when the water was deep
enough he started to swim strongly away from the shore.

After a very long time, the two Ojibwa began to see a part of the seacoast which they knew, and soon the dog
headed for shore. As he neared the beach, he became smaller and smaller so that the Indians had to swim for the
last part of their journey. The dog left them close to their lodges and disappeared into the forest. When the men
told their tribe of their adventure, the people though that the men were speaking falsely. "Show us even the little
mystery animal, Dog, and we shall believe you," a chief said.

A few moons came and went and then, one morning while the tribe slept, the dog returned to the two men. It
allowed them to pet it and took food from their hands. The tribe was very much surprised to see this new creature.
It stayed with the tribe.

That, as the Indians tell, was how the first dog came to the earth.

-- An Qjibwa story, thanks to Harold Stein



HOW FIRE CAME TO THE SIX NATIONS

Often, around the fire in the long house of the Iroquois, during the Moon of the Long Nights, this tale is told.

Three Arrows was a boy of the Mohawk tribe. Although he had not yet seen fourteen winters he was already
known among the Iroquois for his skill and daring. His arrows sped true to their mark. His name was given him
when with three bone-tipped arrows he brought down three flying wild geese from the same flock. He could travel in
the forest as softly as the south wind and he was a skillful hunter, but he never killed a bird or animal unless his clan
needed food. He was well-versed in woodcraft, fleet of foot, and a clever wrestler. His people said, 'Soon he will be a
chief like his father." The sun shone strong in the heart of Three Arrows, because soon he would have to meet the
test of strength and endurance through which the boys of his clan attained manhood. He had no fear of the outcome
of the dream fast which was so soon to take. His father was a great chief and a good man, and the boy's life had
been patterned after that of his father.

When the grass was knee-high, Three Arrows left his village with his father. They climbed to a sacred place in
the mountains. They found a narrow cave at the back of a little plateau. Here Three Arrows decided to live for his
few days of prayer and vigil. He was not permitted to eat anything during the days and nights of his dream fast. He
had no weapons, and his only clothing was a breechclout and moccasins. His father left the boy with the promise
that he would visit him each day that the ceremony lasted, at dawn.

Three Arrows prayed to the Great Spirit. He begged that soon his clan spirit would appear in a dream and tell
him what his guardian animal or bird was to be. When he knew this, he would adopt that bird or animal as his
special guardian for the rest of his life. When the dream came he would be free to return to his people, his dream
fast successfully achieved.

For five suns Three Arrows spent his days and nights on the rocky plateau, only climbing down to the little
spring for water after each sunset. His heart was filled with a dark cloud because that morning his father had sadly
warned him that the next day, the sixth sun, he must return to his village even if no dream had come to him in the
night. This meant returning to his people in disgrace without the chance of taking another dream fast.

That night Three Arrows, weak from hunger and weary from ceaseless watch, cried out to the Great Mystery. 'O
Great Spirit, have pity on him who stands humbly before Thee. Let his clan spirit or a sign from beyond the
thunderbird come to him before tomorrow's sunrise, if it be Thy will." As he prayed, the wind suddenly veered from
east to north. This cheered Three Arrows because the wind was now the wind of the great bear, and the bear was
the totem of his clan. When he entered the cavern he smelled for the first time the unmistakable odor of a bear: this
was strong medicine. He crouched at the opening of the cave, too excited to lie down although his tired body craved
rest. As he gazed out into the night he heard the rumble of thunder, saw the lightning flash, and felt the fierce breath
of the wind from the north. Suddenly a vision came to him, and a gigantic bear stood beside him in the cave. Then
Three Arrows heard it say, 'Listen well, Mohawk. Your clan spirit has heard your prayer. Tonight you will learn a
great mystery which will bring help and gladness to all your people.' A terrible clash of thunder brought the dazed
boy to his feet as the bear disappeared. He looked from the cave just as a streak of lightning flashed across the sky
in the form of a blazing arrow. Was this the sign from the thunderbird ?

Suddenly the air was filled with a fearful sound. A shrill shrieking came from the ledge just above the cave. It
sounded as though mountain lions fought in the storm; yet Three Arrows felt no fear as he climbed toward the ledge.
As his keen eyes grew accustomed to the dim light he saw that the force of the wind was causing two young
balsam trees to rub violently against each other. The strange noise was caused by friction, and as he listened and
watched fear filled his heart, for, from where the two trees rubbed together a flash of lightning showed smoke.
Fascinated, he watched until flickers of flames followed the smoke. He had never seen fire of any kind at close
range nor had any of his people. He scrambled down to the cave and covered his eyes in dread of this strange
magic. Then he smelt bear again and he thought of his vision, his clan spirit, the bear, and its message. This was
the mystery which he was to reveal to his people. The blazing arrow in the sky was to be his totem, and his new
name - Blazing Arrow.

At daybreak, Blazing Arrow climbed onto the ledge and broke two dried sticks from what remained of one of the
balsams. He rubbed them violently together, but nothing happened. 'The magic is too powerful for me,' he thought.
Then a picture of his clan and village formed in his mind, and he patiently rubbed the hot sticks together again. His
will power took the place of his tired muscles. Soon a little wisp of smoke greeted his renewed efforts, then came a



bright spark on one of the stick. Blazing Arrow waved it as he had seen the fiery arrow wave in the night sky. A
resinous blister on the stick glowed, then flamed - fire had come to the Six Nations !
-- An Iroquois story, thanks to Harold Stein



TAIL OF FIRE

So long ago that the time could not be counted by suns or moons, a band of Cowichan Indians was drying deer
meat in the sun. They spoke of how good it would be if they only had a small sun to warm them when the big sun
left to let darkness come. They thought that they would never get that thing because what they wanted would take
much power and magic, more than even their most powerful shamans had.

As the people wished and talked, a little bird chirped loudly close by. It flew close to the people and they saw
that it was a beautiful brown bird with a bright red tail which seemed to flicker even when the bird sat still. The bird
looked down on the Indians from a branch just over their heads.

‘What do you want, little bird?' asked an old man who had power to speak with birds.

‘Nothing do I wish, Wise One, but | bring you what you wish," it replied. 'l have something which is called fire on
my tail, which is hot like a small sun. It will comfort you when the winds of winter blow, cook your meat, and bring
cheer when the sun has gone, but it must be earned. Tell your tribe to meet me here when the sun comes again
and ask each one to bring a little dry branch with pitch pine on it.’

Before the people could ask why, the bird suddenly disappeared. 'We should obey the wishes of that bird," the
old man counseled. 'lt may bring much good fortune to us.'

When the sun shone again, the people awaited the coming of the bird. Each carried a pine branch with pitch
pine on it, as they had been told. A loud tweet made the people look upward. The brown bird sat on a branch above
their heads, though nobody had seen it come. It asked in a language that all understood, 'Are you ready?'

They answered, 'Yes!'

‘Then you must follow me, and the one who first catches up with me will be given fire, but only if the one who
does so is one who does right, is patient, and tries hard without losing courage. Come!'

The bird flew off over rough ground and thick forest. The chase proved too hard for many and they gave up. Over
fast-flowing streams and dangerous marshes and swamps, the bird flew. More and more of the people had neither
the strength nor courage to keep on and they were forced to drop out of the chase. 'Too hard!" 'Too difficult" "Too
dangerous!' they gasped as they fell on the ground to rest.

At last one young warrior got close enough to call to the bird, 'Give me of your fire, little bird. | have followed you
far and well and | have done no wrong.'

‘It is not as you say," said the bird, flying higher and faster than before. 'You think only of yourself. That is bad.
You shall not have my fire.'

A second young man caught up with the bird. 'Share your fire with me," he called. 'l am a good man.'

‘A good man does not take that which belongs to another,’ the bird answered, flying faster and faster. Soon,
seeing it was no longer followed, the bird flew to the ground and perched beside a woman who was nursing an old
man who looked very sick. 'Bring a dry branch with pitch pine on it,’ said the brown bird. 'Fire have | on my tail and
you shall have it. It will keep your sick man warm and cook your food.'

The woman was afraid of a bird that could speak. When she found her voice, she said, 'You are good, little one,
but | deserve not a magic gift. What | do, | do because it is right. The inner voice tells me that | must take care of
one who is sick.'

‘Much good | know you do,' said the bird, 'and it is greater good than that done by many people because the
good you do, you think is only your duty. Come, bring a branch and take of my fire. You think first of others, so you
may share the gift with them."

The woman gladly brought a branch and lit it at the little fire which flickered on the bird's tail. Since that time,
the Indians have had fire.

-- A Cowichan Story, thanks to Harold Stein



THE FIRST MOCCASINS

There was once a great chief of the Plans who had very tender feet. Other mighty chiefs laughed at him; little
chiefs only smiled as he hobbled past; and though they did not dare to smile, the people of the tribe also enjoyed
the big chief's discomfort. All of them were in the same canoe, having no horses and only bare feet, but luckily very
few of them had tender feet. The unhappily medicine man who was advisor to the Chief-of-the- Tender-Feet was
afraid and troubled. Each time he was called before the chief he was asked, 'What are you going to do about it?"
The 'it' meant the chief's tender feet.

Forced by fear, the medicine man at last hit upon a plan. Though he knew that it was not the real answer to the
chief's foot problem, nevertheless it was a good makeshift. The medicine man had some women of the tribe weave a
long, narrow mat of reeds, and when the big chief had to go anywhere, four braves unrolled the mat in front of him so
that he walked in comfort. One day, the braves were worn out from seeing that the chief's feet were not worn out.
They carelessly unrolled the mat over a place where flint arrowheads had been chipped. The arrowheads had long
ago taken flight, but the needle-sharp chips remained. When the big chief's tender feet were wounded by these
chips, he uttered a series of whoops which made the nearby aspen tree leaves quiver so hard that they have been
trembling ever since.

That night the poor medicine man was given an impossible task by the angry chief: 'Cover the whole earth with
mats so thick that my feet will not suffer. If you fail, you will die when the moon is round.’

The frightened maker of magic crept back to his lodge. He did not wish to be put to death on the night of the full
moon, but he could think of no way to avoid it. Suddenly he saw the hide of an elk which he had killed pegged to the
ground, with two women busily scraping the hair from the hide, and an idea flashed into his groping mind. He sent
out many hunters; many women were busy for many days; many braves with hunting knives cut, and women sewed
with bone needles and rawhide sinews.

On the day before the moon was round, the medicine man went to the chief and told him that he had covered as
much of the earth as was possible in so short a time. When the chief looked from the door of his lodge, he saw
many paths of skin stretching as far as he could see. Long strips which could be moved from place to place
connected the main leather paths. Even the chief thought that this time the magic of the medicine man had solved
tenderfoot transportation for all time - but this was not to be !

One day, as the big chief was walking along one of his smooth, tough leather paths, he saw a pretty maiden of
the tribe gliding ahead of him, walking on the hard earth on one side of the chief's pathway. She glanced back when
she heard the pitter- patter of his feet on the elk hide pathway and seemed to smile. The chief set off on the run to
catch up with her, his eyes fixed on the back of She-Who-Smiled, and so his feet strayed from the narrow path and
landed in a bunch of needle-sharp thorns! The girl ran for her life when she heard the hideous howls of the chief, and
Indians in the distant village thought that they were being attacked by wildcats.

Two suns later, when the chief was calm enough to speak again, he had his medicine man brought before him
and told the unhappy man that next day, when the sun was high, he would be sent with all speed to the land of
shadows.

That night, the medicine man climbed to the top of a high hill in search of advice from friendly spirits on how to
cover the entire earth with leather. He slept, and in a dream vision he was shown the answer to his problem. Amid
vivid flashes of lightning, he tore down the steep hillside, howling louder than the big chief at times, as jagged rocks
wounded his bare feet and legs. He did not stop until he was safely inside his lodge. He worked all night and until
the warriors who were to send him on the shadow trail came for him, just before noon the next day. He was
surrounded by the war-club armed guards. He was clutching close to his heart something tightly rolled in a piece of
deerskin. His cheerful smile surprised those who saw him pass. 'Wabh, he is brave!' said the men of the tribe. 'He is
very brave!' said the women of the tribe.

The big chief was waiting just outside his lodge. He gave the guards swift, stern orders. Before the maker of
magic could be led away, he asked leave to say a few words to the chief. 'Speak!" said the chief, sorry to lose a
clever medicine man who was very good at most kinds of magic. Even the chief knew that covering the entire earth
with leather was an impossible task.

The medicine man quickly knelt beside the chief, unrolled the two objects which he took from his bundle and
slipped one of them on each foot of the chief. The chief seemed to be wearing a pair of bear's hairless feet, instead
of bare feet, and he was puzzled at first as he looked at the elk hide handicraft of his medicine man. 'Big chief,' the



medicine man exclaimed joyfully, 'l have found the way to cover the earth with leather! For you, O chief, from now on
the earth will always be covered with leather." And so it was. -- A Plains Indian story, thanks to Harold Stein



WHY THE MOUSE IS SO SILKY

One day, on his wanderings in the land of the Swampy Cree, Wesukechak, know as Bitter Spirit, saw a big,
round stone lying beside the rocky path. Because Bitter Spirit could talk and understand the language of nature, he
always spoke to the birds and beasts and many other things. Now he spoke to the stone. 'Can you run fast?' he
asked.

'Oh, yes," answered the stone. 'Once | get started, | can run very fast.'

'‘Good!" Bitter Spirit cried. "Then you must race me.'

‘| will," answered the stone, 'if you can push me to where | can start.'

With great difficulty, the maker of magic did so, and without waiting, the stone started to roll downhill, going
faster and faster.

Wesukechak caught up with it almost at ground level and mocked it as he ran past. 'You are a turtle,’ he
laughed. "You cannot travel fast.'

The stone was very angry but did not reply.

Bitter Spirit ran and ran until he was so tired that he fell down on his face and slept soundly. The stone caught
up with him at last and rolled up his legs and then onto his back, where it was stopped by his shoulders. It could
roll no further. Being a big and very heavy stone, it held Bitter Spirit on the ground so that he could not move. The
maker of magic had awakened in pain when the stone rolled onto his legs but he could not escape in time. 'Roll off
my back, stone,' he shouted angrily. 'You are heavy; | hurt, and | cannot move.'

'You mocked me when you passed me,' said the stone, 'but you see | have caught up with you. Now that | have
stopped, | cannot move until someone sets me rolling again. | must stay here.’

For many, many moons, the stone rested on the back of Bitter Spirit and the make of magic could not help
himself to get free. At last, Thunder decided to send some of his bolts of lightning to smash the stone and set Bitter
Spirit free.

'‘And so, O stone, you are punished for holding me here so long,' cried the wondermaker as he continued on his
way.

His clothes had been torn and worn, so Bitter Spirit threw them into a bark lodge which he saw nearby, ordering
that they be mended. They were thrown outside so quickly and had been so well repaired that Bitter Spirit cried out
in surprise. 'Who are you in that lodge? Come out, so that | may see and reward you.' The maker of magic was
much surprised when he saw a lithe mouse creep out of the lodge. It was an ugly, fat, rough-haired little creature in
those days, with a short, stubby nose.

Bitter Spirit picked the mouse up very gently and stroked its little blunt nose until it became pointed. 'Now you
will be able to smell out your food better," he said.

Next, he brushed and combed its rough hair with his fingers until the hairs of the little creature became soft as
down and smooth as the fur of an otter. ‘'Now you will be able to run more easily into little holes in tree trunks when
your enemies come,' Wesukechak said, and so it was.

To this day, the mouse is soft and furry and it sniffs daintily with its long nose.

-- Thanks to Harold Stein



WHY THE OPOSSUM'S TAIL IS BARE

It must be remembered that the animals which appear in Indian myths and legends are not the same as those
which exist now. When the world began, animals were much bigger, stronger and cleverer than their present
counterparts but, because of man's cruelty and aggression, these left the earth and took the rainbow path to
Galunlati, the Sky Land, where they still remain. The animals which came after them - those we know today - are
but poor, weak imitations of those first creatures.

In the beginning, before this happened, all living things - men, animals, plants and trees - spoke the same
language and behaved in much the same way. Animals, like people, were organized into tribes. They had chiefs,
lived in houses, held councils and ceremonies.

Many animals had characteristics which we would not recognize today. The rabbit, for example, was fierce,
bold and cunning, and a great mischief maker. It was through Rabbit's tricks that

the deer lost his sharp wolf-like teeth, the buzzard his handsome topknot of feathers and the opossum his long,
bushy tail.

Opossum was very proud of his tail which, in those days, was covered with thick black fur. He spent long hours
cleaning and brushing it and composing songs about its beauty and vigor. Sometimes, when he walked through the
village, he carried his tail erect, like a banner rippling in the breeze. At other times, he swept it low behind him, like
a train. It was useful as well as beautiful, for when Opossum lay down to sleep, he tucked it under him to make a
soft bed, and in cold weather he folded it over his body to keep himself warm.

Rabbit was very jealous of Opossum's tail. He, too, had once had a long bushy tail but, during the course of a
fight with Bear, he had lost most of it and now had only a short fluffy tuft. The sight of Opossum strutting before the
other animals and swirling his tail ostentatiously, filled Rabbit with rage and he made up his mind to play a trick on
him at the first opportunity.

At this time, when the animals still lived harmoniously together, each had his appointed station and duty. Thus,
Frog was leader in the council and Rabbit, because of his speed, was employed to carry messages and
announcements to the others.

As was their custom from time to time, the animals decided to hold a great council to discuss important matters
and Rabbit, as usual, was given the task of arranging the gathering and delivering the invitations. Councils were also
occasions for feasting and dancing and Rabbit saw a way of bringing about Opossum'’s downfall.

When Rabbit arrived with the news of the meeting, Opossum was sitting by the door of his lodge engaged in his
favorite occupation - grooming his tail.

‘I come to call you to the great council tomorrow, brother Opossum,’ said Rabbit. 'Will you attend and join in the
dance ?'

‘Only if I am given a special seat,’ replied the conceited Opossum, carefully smoothing some untidy hairs at the
tip of his tail. 'After all," he went on, grinning maliciously at Rabbit, 'l have such a beautiful long tail that | ought to sit
where everyone can see and admire it.'

Rabbit was almost beside himself with fury, but he pretended not to notice the jibe and said, 'But of course,
brother Opossum! | will personally see to it that you have the best seat in the council lodge, and | will also send
someone to dress your tail specially for the dance.'

Opossum was delighted by this suggestion and Rabbit left him

singing the praises of his tail even more loudly than usual.

Next, Rabbit called on the cricket, whom Indians call the barber, because of his fame as an expert hair-cutter.
Cricket listened with growing amazement as Rabbit recounted his conversation with Opossum. Like all the other
animals, he found Opossum's vanity and arrogance very tiresome.

He began to protest, but Rabbit held up a paw and said, 'Wait a moment. | have aplan and | need your help.
Listen...", and he dropped his voice as he told Cricket what he wanted him to do.

Early next morning Cricket presented himself at Opossum's door and said that he had been sent by Rabbit to
prepare the famous tail for the council that evening. Opossum made himself comfortable on the floor and stretched
out his tail. Cricket began to comb it gently.

‘| will wrap this red cord round your tail as | comb it,' he explained, 'so that it will remain smooth and neat for the
dance tonight.'



Opossum found Cricket's ministrations so soothing that he fell asleep, awakening just as Cricket was tying the
final knot in the red cord which now completely swathed his tail.

‘| will keep it bound up until the very last moment,' thought Opossum gleefully. 'How envious the others will be
when | finally reveal it in all its beauty!

That evening, his tail still tightly wrapped in the red cord, Opossum marched into the council lodge and was led
to his special seat by a strangely obsequious Rabbit.

Soon it was time for the dancing to take place. The drums and rattles began to sound. Opossum stood up,
loosened the cord from his tail and stepped proudly into the center of the dance floor. He began to sing.

'Look at my beautiful tail!' he sang as he circled the floor. 'See how it sweeps the ground!

There was a great shout from the audience and some of the animals began to applaud. 'How they admire me!'
though Opossum and he continued dancing and singing loudly. 'See how my tail gleams in the firelight!'

Again everyone shouted and cheered. Opossum began to have just the merest suspicion that all was not quite
as it should be. Was there possibly a hint of mockery in their voices ? He dismissed such an absurd idea and
continued dancing.

'My tail is stronger than the eagle's, more lustrous than the raven's!'

At this the animals shrieked so loudly that Opossum stopped in his tracks and looked at them. To his
astonishment and chagrin they were all convulsed with laughter, some leaning weakly on their neighbor's shoulders,
others rolling on the ground in their mirth. Several were pointing at his tail.

Bewildered, Opossum looked down and saw to his horror that his tail, his beautiful, thick, glossy tail, was now
balk and scaly like that of a lizard. Nothing remained of its former glory. While pretending to comb it, the wily
Cricket had snipped off every single lair.

Opossum was so overcome with shame and confusion that he could not utter a sound. Instead he rolled over
helplessly on his back, grimacing with embarrassment, just as opossums still do today, when taken by surprise.

-- A Cherokee story, thanks to Harold Stein



RABBIT SHOOTS THE SUN

It was the height of summer, the time of year called Hadotso, the Great Heat. All day long, from a blue and
cloudless sky, the blazing sun beat down upon the earth. No rain had fallen for many days and there was not the
slightest breath of wind to cool the stifling air. Everything was hot and dry. Even the rose-red cliffs of the canyons
and mesas seemed to take on a more brilliant color than before.

The animals drooped with misery. They were parched and hungry, for it was too hot to hunt for food and, panting
heavily, they sought what shade they could under the rocks and bushes.

Rabbit was the unhappiest of all. Twice that day the shimmering heat had tempted him across the baked earth
towards visions of water and cool, shady trees. He had exhausted himself in his desperate attempts to reach them,
only to find the mirages dissolve before him, receding further and further into the distance.

Now, tired and wretched, he dragged himself into the shadow of an overhanging rock and crouched there
listlessly. His soft fur was caked with the red dust of the desert. His head swam and his eyes ached from the sun's
glare.

‘Why does it have to be so hot?' he groaned. 'What have we done to deserve such torment?' He squinted up at
the sun and shouted furiously, ‘Go away! You are making everything too hot!

Sun took no notice at all and continued to pour down his fiery beams, forcing Rabbit to retreat once more into
the shade of the rock. 'Sun needs to be taught a lesson,’ grumbled Rabbit. 'l have a good mind to go and fight him.
If he refuses to stop shining, | will kill him!"

His determination to punish Sun made him forget his weariness and, in spite of the oppressive heat, he set off at
a run towards the eastern edge of the world where the Sun came up each morning.

As he ran, he practiced with his bow and arrows and, to make himself brave ad strong, he fought with
everything which crossed his path. He fought with the gophers and the lizards. He hurled his throwing stick at
beetles, ants and dragonflies. He shot at the yucca and the giant cactus. He became a very fierce rabbit indeed.

By the time he reached the edge of the world, Sun had left the sky and was nowhere to be seen.

‘The coward!" sneered Rabbit. 'He is afraid to fight, but he will not escape me so easily," and he settled to wait
behind a clump of bushes.

In those days, Sun did not appear slowly as he does now. Instead he rushed up over the horizon and into the
heavens with one mighty bound. Rabbit knew that he would have to act quickly in order to ambush him and he fixed
his eyes intently on the spot where the Sun usually appeared.

Sun, however, had heard all Rabbit's threats and had watched him fighting. He knew that he was lying in wait
among the bushes. He was not at all afraid of this puny creature and he thought that he might have some
amusement at his expense.

He rolled some distance away from his usual place and swept up into the sky before Rabbit knew what was
happening. By the time Rabbit had gathered his startled wits and released his bowstring, Sun was already high
above him and out of range.

Rabbit stamped and shouted with rage and vexation. Sun laughed and laughed and shone even more fiercely
than before.

Although almost dead from heat, Rabbit would not give up. Next morning he tried again, but this time Sun came
up in a different place and evaded him once more.

Day after day the same thing happened. Sometimes Sun sprang up on Rabbit's right, sometimes on his left and
sometimes straight in front of him, but always where Rabbit least expected him.

One morning, however, Sun grew careless. He rose more leisurely than usual, and this time, Rabbit was ready.
Swiftly he drew his bow. His arrow whizzed through the air and buried itself deep in Sun's side.

Rabbit was jubilant! At last he had shot his enemy! Wild with joy, he leaped up and down. He rolled on the
ground, hugging himself. He turned somersaults. He looked at Sun again - and stopped short.

Where his arrow had pierced Sun, there was a gaping wound and, from that wound, there gushed a stream of
liquid fire. Suddenly it seemed as if the whole world had been set ablaze. Flames shot up and rushed towards
Rabbit, crackling and roaring.

Rabbit paused not a moment longer. He took to his heels in panic and ran as fast as he could away from the
fire. He spied a lone cottonwood tree and scuttled towards it.

‘Everything is burning!" he cried. 'Will you shelter me?'



The cottonwood shook its slender branches mournfully. 'What can | do?' it asked. 'l will be burned to the
ground.'

Rabbit ran on. Behind him, the flames were coming closer. He could feel their breath on his back. A
greasewood tree lay in his path.

'Hide me! Hide me!" Rabbit gasped. 'The fire is coming.'

'| cannot help you," answered the greasewood tree. 'l will be burned up roots and branches.'

Terrified and almost out of breath, Rabbit continued to run, but his strength was failing. He could feel the fire
licking at his heels and his fur was beginning to singe. Suddenly he heard a voice calling to him.

'Quickly, come under me! The fire will pass over me so swiftly that it will only scorch my top.'

It was the voice of a small green bush with flowers like bunches of cotton capping its thin branches. Gratefully,
Rabbit dived below it and lay there quivering, his eyes tightly shut, his ears flat against his body.

With a thunderous roar, the sheet of flame leaped overhead. The little bush crackled and sizzled. Then,
gradually, the noise receded and everything grew quiet once more.

Rabbit raised his head cautiously and looked around. Everywhere the earth lay black and smoking, but the fire
had passed on. He was safe!

The little bush which had sheltered him was no longer green. Burned and scorched by the fire, it had turned a
golden yellow. People now call it the desert yellow brush, for, although it first grows green, it always turns yellow
when it feels the heat of the sun.

Rabbit never recovered from his fright. To this day, he bears brown spots where the fire scorched the back of his
neck. He is no longer fierce and quarrelsome, but runs and hides at the slightest noise.

As for Sun, he too was never quite the same. He now makes himself so bright that no one can look at him long
enough to sight an arrow and he always peers very warily over the horizon before he brings his full body into view.

-- A Hopi story

THE INDIAN & THE SNAKE

As a young boy, often times, Indians are sent away, in search of a vision. This was the case of this one
particular young Indian boy. He started to go up to the top of the mountain in search of his vision ... And as he
climbed up the mountain, the air got cooler and cooler ... And he came upon a snhake laying in the path. The snake
was shivering, and said to the young Indian boy. "Please help me ... | can't move, | am so cold that | can no longer
make it any further down the mountain."” The young Indian boy said to the snake "No way! You're a snake, if | pick
you up, you'll bite me!" The snake replied ... "No, no | won't, | promise | won't bite you if you'll only pick me up and
help get me down the mountain..." So the young Indian boy picked up the snake, put him in his shirt, continued
climbing to the top of the mountain in search of his vision ... When he got back down to the bottom of the mountain,
he reached in, took out the snake, and the snake bit this young Indian boy. The boy replied to the snake "Hey! You
bit me, you said that if I'd help you out, that you wouldn't bite me!" the snake replied to the young Indian boy ... "But
you knew what | was when you picked me up!"

-- Thanks to Brad George, SM BSA Troop #23 OKC/OKLA



SPIRIT ANIMAL

As scouts we often visit the woods, but don't really spend a lot of time in the wilderness, especially not alone.
One often wonders what it would be like to spend long periods of time alone in the woods. Could you cope?

Our native Indians believe that one advantage to spending time alone in the wilderness, is that you might meet
your spirit animal. They believe that everyone has their own specific spirit animal, and to meet your spirit animal is
to make your life more complete. An Indian might be canoeing alone across a lake, when he spies a bear on the
shore. And as the bear looks into his eyes, he'll just know, that that's his spirit animal. Of course you can only
meet your spirit animal when you're alone.

One kind of white man often spends a lot of time in the bush, and that's a trapper. It's a very lonely existence,
spending weeks on the trap lines, as you go from lake to lake, trail to trail, collecting furs. They tell the story of one
particular trapper who worked in the Haliburton area. One evening he was sitting near his campfire enjoying his
coffee just after sundown. He'd had a good day, a lot of good furs, and now he was almost ready for bed. He stared
into the embers of the campfire as it slowly faded away, thinking of how bright the fire was and how it always made
the surrounding area look so very dark.

He thought he saw something at the edge of the fire.... No it was nothing. Then he saw it again. At the edge of
the firelight was a raccoon, sitting very still and staring at him. “That's odd", he thought, "“this isn't how raccoons
normally act." He hissed at the raccoon, but it wouldn't go away. So he ignored it for a little why, expecting it would
move on. After a few minutes he glanced back, and the raccoon was still there staring at him with those eerie
animal eyes. This time he picked up a rock and threw it at the raccoon. “WHAT!!?", he thought, *'I could have
sworn | hit that coon!", but the rock seemed to have passed through the animal.

The trapper was now getting very nervous. He completely ignored the spot where the raccoon had been (or
maybe still was). He put out the fire, and headed in darkness for his tent, the half full moon in the clear sky
illuminating the way. A good night's sleep and everything will be fine in the morning”, he thought. Something
caught his eye and his head jerked sharply to the right. There it was on the side of path: the raccoon, sitting still
and staring at the trapper. He ignored and it and quickly turned away. BUT there it was on his left now. He hurried
on to the tent now, only a few yards away, looking only at this feet. As he reached the tent he glanced up. THERE
IT WAS. the raccoon sitting between him and his tent!

About three weeks later they found him running through the woods, nearly naked and his body had been heavily
bruised and torn. He'd been living like a wild savage, eating dirt or leaves, even worse than most animals. Although
he spent the next twenty years in an insane aylum, he never regained the use of his mind. Some say he just
snapped after spending too much time alone, especially in the woods............. Some think he met his spirit animal.

-- Thanks to Blair Madore, University of Waterloo, Canada



WHY THE WEASEL IS NERVOUS

The weasel, Sihkooseu, once played a bad trick on the Bitter Spirit, Wesukechak. That is whey they are not
friends.

The important chief Bright Nose, Wastasekoot, of the Swampy Cree tribe, had a lovely daughter who was
admired by many chiefs who wished to marry her. Though she loved one of the chiefs, here father decided to hold a
council and the first chief to guess her secret name could marry her. She agreed because the thought that the only
one who knew her name was the one she loved.

Bitter Spirit decided to enter the contest with everyone else. Since he did not know her name, he made a plan
to discover it. He went to the old net maker, the spider, and asked him to call on the girl and, by some trick,
discover her name. Spider agreed. He climbed a tall tree, spun a long thread, and floated on it until he neared the
camp of the chief with the beautiful daughter. Then he floated down onto the top of the chief's wigwam, peeped
down, and saw the father and daughter talking about the contest, and heard the chief whisper to his daughter,
‘Nobody will ever guess that your secret name is For-ever-and- ever.' In this way, the Spider discovered her name.
He was very pleased with himself at learning this so soon, and set off to tell his friend.

Spider walked many days through the forest because there was no suitable flying wind. He began to worry that
he would arrive back too late. Then he saw the weasel and begged his help. He asked Weasel to hurry and tell
Bitter Spirit the girl's secret name and Weasel agreed. But as Weasel started running, he began to think things over
and decided to use the information for himself instead of telling it to Bitter Spirit as he had promised. The more he
thought about this, the more he liked the idea.

Weasel went to the chief's camp when the guessing contest was being held. One by one, the guessers failed.
Since the girl's suitor knew her secret name, he felt safe and did not go early, so Weasel was there before him.
When Weasel's turn came, he told the chief that the girl's name was For-ever-and-ever. The chief was amazed and
the daughter fainted. Being honorable, the chief accepted Weasel as his son-in-law-to-be and set the date for the
marriage. Weasel was very happy, so happy that he forgot about his mean trick.

The spider finally reached home and asked Bitter Spirit when his wedding was to take place. Bitter Spirit replied
that he did not go to the council, since he did not have the name in time, but he had heard that Weasel had won the
girl.

Spider was very angry and told Bitter Spirit what really had happened. Bitter Spirit became very angry and told
the girl's father about it. Then the chief became angry with Spider for

listening and with Weasel for his trick. He decided that they were all at fault and his daughter could choose for
herself. The happy girl did so.

Weasel heard that he was to be punished, so he ran away. He ran and ran. Even today, he stops and listens
and trembles, as though Bitter Spirit is still chasing him.

-- A Swampy Cree story, thanks to Harold Stein



THE GREAT FLOOD

Long before missionaries ever arrived in the New World, the Indians had ancient legends of a great flood, similar
to that of Noah. This is the one the Cowichan tell.

In ancient times, there were so many people in the land that they lived everywhere. Soon hunting became bad
and food scarce, so that the people quarreled over hunting territories.

Even in those days, the people were skilled in making fine canoes and paddles from cedars, and clothing and
baskets from their bark. In dreams their wise old men could see the future, and there came a time when they all had
similar bad dreams that kept coming to them over and over again. The dreams warned of a great flood. This
troubled the wise men who told each other about their dreams. They found that they all had dreamed that rain fell for
such a long time, or that the river rose, causing a great flood so that all of the people were drowned. They were
much afraid and called a council to hear their dreams and decide what should be done. One said that they should
build a great raft by tying many canoes together. Some of the people agreed, but others laughed at the old men and
their dreams.

The people who believed in the dreams worked hard building the raft. It took many moons of hard work, lashing
huge cedar log canoes together with strong ropes of cedar bark. When it was completed, they tied the raft with a
great rope of cedar bark to the top of Mount Cowichan by passing one end of the rope through the center of a huge
stone which can still be seen there.

During the time the people were working on the raft, those who did not believe in the dreams were idle and still
laughed, but they did admire the fine, solid raft when it was at last finished and floated in Cowichan Bay.

Soon after the raft was ready, huge raindrops started falling, rivers overflowed, and the valleys were flooded.
Although people climbed Mount Cowichan to avoid the great flood, it too was soon under water. But those who had
believed the dreams took food to the raft and they and their families climbed into it as the waters rose. They lived on
the raft many days and could see nothing but water. Even the mountain tops had disappeared beneath the flood.
The people became much afraid when their canoes began to flood and they prayed for help. Nothing happened for a
long time; then the rain stopped.

The waters began to go down after a time, and finally the raft was grounded on top of Mount Cowichan. The
huge stone anchor and heavy rope had held it safe. As the water gradually sank lower and lower, the people could
see their lands, but their homes had all been swept away. The valleys and forests had been destroyed. The people
went back to their old land and started to rebuild their homes.

After a long time the number of people increased, until once again the land was filled and the people started to
quarrel again. This time they separated into tribes and clans, all going to different places. The storytellers say this
is how people spread all over the earth.

-- A Salish story, thanks to Harold Stein



THE ORIGIN OF THE WINDS

Long ago, when the world was still quite new, there were no winds at all, neither the gentle breeze of summer
nor the fierce winter gale. Everything was perfectly still. Nothing disturbed the marsh grass on the shore and, when
snow fell, it fell straight to earth instead of blowing and swirling into drifts as it does now.

At that time, in a village near the mouth of the Yukon River, there lived a couple who had no children. This made
them very sad. Often the woman would sigh and say, 'How happy we would be if only we had a child"

Her husband would sigh too and answer, ‘Yes, if we had a son, | would teach him to stalk bears and seals over
the ice-floes, and to make traps and snares. What will become of us in our old age with no one to provide for us ?
Who will give festivals for our souls when we are dead ?'

These thoughts troubled them deeply and on many a long winter evening they sat in the flickering firelight,
imagining how different life might be if they had a child.

One night the woman had a strange dream, in which she saw a sled pulled by three dogs, one brown, one white
and one black, draw up outside her door. The driver leaned from his seat and beckoned her. ‘Come," he said. 'Sit
here by me. | will take you on a journey.’

Wondering and fearful, the woman did as she was told. No sooner had she seated herself than the driver
cracked his whip and the sled rose high into the air. Through the night-black sky they flew, faster and faster, past
stars sparkling like hoar-frost. The woman was no longer afraid for she knew that this must be Igaluk, the Moon
Spirit, who often comes to comfort those in distress.

Suddenly the sled stopped and the panting dogs lay down to rest. On all sides, as far as the eye could see, lay
a great plain of smooth ice, the glittering expanse broken only by one small stunted tree.

Igaluk pointed and said, "You who so desire a child, look at that tree over there. Make a doll from its trunk and
you will find happiness.'

Before she could learn more, the woman awoke. So vivid was her dream that she at once roused her husband.
She told him what she had seen and begged him to find the tree.

The man rubbed the sleep from his eyes. 'What would be the point?' he grumbled. ‘It would only be a doll, not a
real child." But the woman persisted and finally, for the sake of peace, the man shouldered his axe and set out to
look for the tree.

At the edge o the village where the snow lay thick and untrodden, he saw a bright path stretching far into the
distance. It was now full day, yet the path shone like moonlight and the man knew that this was the direction which
he must take.

For many hours he journeyed along the path of light until at last, on the horizon, he saw something shining very
brightly. As he came nearer he saw that it was the tree of which his wife had spoken. The man cut it down with his
axe and carried it home.

That evening, while he carved the figure of a small boy from some of the wood, his wife made a little suit of
sealskin and, when the doll was finished, she dressed it and set it in the place of honor on the bench opposite the
door. From the remaining wood the man carved a set o toy dishes and some tiny weapons, a spear and a knife,
tipped with bone. His wife filled the dishes with food and water and set them before the doll.

Before going to bed, the couple sat and gazed at the doll. Although it was no more than six inches high, it was
very lifelike, with eyes made from tiny chips of ivory.

‘| cannot think why we have gone to all this trouble,’ said the man gloomily. 'We are no better off than before.'

'Perhaps not,’ replied his wife, 'but at least it will give us some amusement and something to talk about.’

During the night the woman awoke suddenly. Close at hand she heard several low whistles. She shook her
husband and said, 'Did you hear that? It was the doll!"

They jumped up and, by the glow of their hastily lit lamp, they saw that the doll had eaten the food and drunk the
water. They saw it breathe and its eyes move. The woman picked it up in her arms and hugged it.

They played with the doll for some time until it grew sleepy. Then they carefully returned it t