
Card Games

15 Sep 17:00 
Duty six : Purple 

Start Time Activity Requirements Instructions Scouter

15 Sep 17:00 5 Activities : Opening Register, beans, flag, totem and skin
 

Grand Howl
Flag Break
Register
Inspection - belts and shoes
 

Akela

Find the flag and put it together

15 Sep 17:05 5 Game : South African Flag  Spread out the puzzle pieces for the SA Flag around the hall. 
Cubs to find the pieces and put the flag together. 

Akela

Cubs to divide into 4 groups and play some of the card games laid out. After a game is finished, they can swop to another game

15 Sep 17:10 30 Game : Various Card Games  
Snap

Play Snap with traditional playing cards, or buy a set of themed
Snap cards. If you use traditional playing cards, the aim is to
match cards with the same number (ignore the suits). Themed
Snap is especially fun for children, and you can purchase Snap
cards with a theme to suit their interests (or to teach them
numbers, maths or specific words).

Deal out the cards around all the players so each player has a
pile of cards which they place facedown.

The first player turns over the card at the top of their pile and
starts a pile in the centre.

The next player to their left turns over the card at the top of their
pile and adds it to the centre pile, and so on.

If there are two cards that match, the first player to yell 'Snap!'
wins the cards in the middle.

If a player runs out of cards, they lose.

Go Fish

Shuffle the cards and deal them out to the players. For two
players, deal each player seven cards; for three players, deal
six cards; and for four players, deal five cards. Place the
remaining cards randomly in the middle of the table.

Each player looks at their cards secretly.

The first player to take a turn chooses another player and asks
them if they have any cards of a certain value. They must have
a card with the number they ask about in their hand. For
example, they must have one or more Kings to ask for a King.

If the player who is asked has any cards of the value requested,
they must hand them over. The player who asked for the cards
can then take another turn and ask for another card.

If the player who is asked has no cards of the requested value,
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they must tell the player to 'Go fish.' The player must then take
a card from the centre.

At any point, if a player collects a set of four of the same kind,
they win the cards and put them aside in their winner's pile.

Play continues until all sets of four cards have been collected.
The winner is the player with the most sets of four cards at the
end.

UNO

Every player starts with seven cards, and they are dealt face
down. The rest of the cards are placed in a Draw Pile face
down. Next to the pile a space should be designated for a
Discard Pile. The top card should be placed in the Discard Pile,
and the game begins!

The first player is normally the player to the left of the dealer
(you can also choose the youngest player) and gameplay
usually follows a clockwise direction. Every player views his/her
cards and tries to match the card in the Discard Pile. You have
to match either by the number, color, or the symbol/Action. For
instance, if the Discard Pile has a red card that is an 8 you have
to place either a red card or a card with an 8 on it. You can also
play a Wild card (which can alter current color in play).

If the player has no matches or they choose not to play any of
their cards even though they might have a match, they must
draw a card from the Draw pile. If that card can be played, play
it. Otherwise, the game moves on to the next person in turn.
You can also play a Wild card, or a Wild Draw Four card on your
turn.

Note: If the first card turned up from the Draw Pile (to form the
Discard Pile) is an Action card, the Action from that card applies
and must be carried out. The exceptions are if the Wild or Wild
Draw Four cards are turned up, in which case – Return them to
the Draw Pile, shuffle them, and turn over a new card. At any
time, if the Draw Pile becomes depleted and no one has yet
won the round, take the Discard Pile, shuffle it, and turn it over
to regenerate a new Draw Pile.

After a card is drawn the player can discard it if it is a match, or
if not, play passes on to the next player. 

The game continues until a player has one card left. The
moment a player has just one card they must yell “UNO!”. If
they are caught not saying “Uno” by another player before any
card has been played, the player must draw two new cards.
Once a player has no cards remaining, the game round is over,
points are scored, and the game begins over again. Normally,
everyone tries to be the first one to achieve 500 points, but you
can also choose whatever points number to win the game, as
long as everyone agrees to it.

Action Cards: Besides the number cards, there are several
other cards that help mix up the game. These are called Action
or Symbol cards.



Reverse – If going clockwise, switch to counterclockwise or vice
versa.

Skip – When a player places this card, the next player has to
skip their turn. If turned up at the beginning, the first player
loses his/her turn.

Draw Two – When a person places this card, the next player
will have to pick up two cards and forfeit his/her turn.

Wild – This card represents all four colors, and can be placed on
any card. The player has to state which color it will represent for
the next player. It can be played regardless of whether another
card is available.

Wild Draw Four – This acts just like the wild card except that the
next player also has to draw four cards. With this card, you
must have no other alternative cards to play that matches the
color of the card previously played. If you play this card illegally,
you may be challenged by the other player to show your hand.
If guilty, you need to draw 4 cards. If not, the challenger needs
to draw 6 cards instead.

Top Trumps

Top Trumps is a fun, versatile card game that can be enjoyed
by everyone. Top Trumps sports a variety of colorful,
educational decks, ranging from pets to famous people and
popular landmarks. The object of the game is to collect all of the
cards in the deck by having the highest “stats,” or numerical
values on the card. You can play with as many people as you’d
like, as long as you can divide the cards evenly.

Shuffle the deck of cards before starting the game. Choose a
player to shuffle the cards, making sure that they’re all
interspersed evenly throughout the deck. Assign this player as
the dealer, so you can figure out the play order.

Divide the cards evenly between all the players. Check your box
of cards to see how many come in a box. Evenly deal the cards
so they’re face-down, so no one can see what cards any other
player has.

Hold your own cards face-up in a stack so only the top 1 is
visible. Grab your cards and keep them close to you, so no
other player can see what you have. Stack the cards so they’re
on top of 1 another, and only the top card is visible. As you
collect cards throughout the game, you’ll add them to bottom of
the stack.

Wait for the player left of the dealer to choose a card and read 1
of the stats. Invite the first player to read over their card and
choose a “stat,” or card description, with a high numerical value.
Keep in mind that these stats may be a little different depending
on the Top Trumps deck you’re playing with.

Invite other players to compare the same stat on their card. Go
around in a circle and have each player list the same stat from
the topmost card on their deck. Once everyone shares their stat,



determine who shared the highest number.

Collect all of the players’ cards if your stat is highest. Wait for all
of the other players to put their losing card face-up in the middle
of the playing area. Stack these cards and place them at the
bottom of your card pile.

Start a new round with the winning player calling out a stat.
Invite the most recent winner to choose the highest stat from
their top card and share it with the rest of the group. As you did
before, go around in a circle and share your identical stats. The
winning player will collect all of the cards and add them to the
bottom of the deck.

Place everyone’s cards in the middle if there’s a tie. Two
players might have stats that are equal—in this case, everyone
stacks their cards face up in the center of the playing area. At
this point, start a new round, with the last winning player sharing
their highest stat with the other players. The new winner from
this round will add the losing cards to their own hand, as well as
the cards from the center of the play area.

Play multiple rounds until 1 player has all the cards.

 

Lets have some juice and biscuits while Lissy gives her presentation

15 Sep 17:40 5 Activities : Juice and biscuits  Juice and biscuit break
 

Akela

How good is your memory? You can play this card game with any deck that has matching cards or you can make up your own

15 Sep 17:45 10 Activities : Jungle Book Games Jungle Book game cards (memory game, snap, match up, etc.)
 

Set up the various card games around the Hall and divide the
Cubs to play at least one of the games.  There is overlap
between the games so they will not need to play all the games.
 

Akela

Can you do magic with cards? Do you want to learn a magic trick or two?

15 Sep 17:55 20 Activities : Card Magic Tricks standard card deck 
Finding a Picked Card

Ask a volunteer to pick any card out of the deck. Hold a deck of
cards face-down and fan them out. Ask your volunteer to choose
one card at random and take it out of the deck. Be patient,
because the longer you give the volunteer to pick a card, the
more confident they will become that you won't be able to guess
it.

Shuffle the cards first so the audience knows that they really are
in a random order.

Look away from the cards as the person picks their card to
make the trick more convincing.

Ask a volunteer to pick any card out of the deck. Hold a deck of
cards face-down and fan them out. Ask your volunteer to choose
one card at random and take it out of the deck. Be patient,
because the longer you give the volunteer to pick a card, the
more confident they will become that you won't be able to guess
it.

Shuffle the cards first so the audience knows that they really are
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in a random order.

Look away from the cards as the person picks their card to
make the trick more convincing.

Tell the volunteer to place the card on the pile in your left hand.
Give your volunteer enough time to look over and memorize the
card before putting your left hand out for them. Let them set the
card face-down so you can continue.
Avoid rushing the volunteer since the audience may think you've
memorized the card beforehand.
Look at the bottom card of the pile in your right hand. As your
volunteer puts their card back, slightly bend the cards in your
right hand to see which one is on the bottom. Remember the
value and suit of the card since the card the person picked will
be right next to it.
Spread the cards out and find the bottom card of the right pile.
Turn the deck face-up and set the pile down on the table and fan
them out on the table so they’re all visible. Quickly try to find the
bottom card you memorized earlier, but try not to make it
obvious to your audience that you’re looking for it.
Avoid spreading the cards quickly and sloppily. You might
accidentally ruin the reference card's position, throwing off the
entire trick.
Choose the picked card and reveal it to the audience. Take a
few seconds to pretend like you’re concentrating really hard. In
reality, the card the volunteer picked will be right on top of the
card you memorized. Pick the card out of the spread and ask
the volunteer, "Is this your card?" The audience will be stunned
that you were able to locate the card so fast.

How to Do Easy Card Tricks: 7 Simple Illusions for Beginners
(wikihow.com)

 

15 Sep 18:15 5 Activities : Closing Totem, Skin
Badges, certificates 

Announcements
Badge handouts
Grand Howl
Flag Down
Prayer
Dismiss 

Akela

15 Sep 18:20 10 Activities : Card Towers Decks of cards 
Build the tallest freestanding structure possible using only one
deck of cards. No other materials (glue, tape, etc.) may be used
to build your structure

 

Akela

Programme prepared on 09 May 00:37

https://www.wikihow.com/Do-Easy-Card-Tricks

	Card Games

