
Weekly Outline

Month: July
Core Value: Courage Week: 2

Tiger Wolf Bear Webelos

Before the Meeting Gather all materials 
needed for activities, etc

Gather all materials 
needed for activities, etc

Gather all materials 
needed for activities, etc

Gather all materials 
needed for activities, etc

Gathering Activity Make Your Chess 
Game

Make Your Chess 
Game

Make Your Chess 
Game

Make Your Chess 
Game

Opening Knights Opening Knights Opening Knights Opening Knights Opening

Project/Activity Playing Chess Playing Chess Playing Chess Playing Chess

Game/Song The King Says The King Says The King Says The King Says

Business None None None None

Closing If I Were A Knight 
Closing

If I Were A Knight 
Closing

If I Were A Knight 
Closing

If I Were A Knight 
Closing

After the Meeting Evaluate Evaluate Evaluate Evaluate

Materials:
Gathering:Copies of chess pieces and chess board, scissors, envelopes,
Opening: instructions
Activity/Project: instructions, copies of Chess rules resource sheet
Game/Song: instructions
Closing: instructions. strips for Cub Scouts to read



Make Your Chess Game

Materials:
Chess pieces sheet (1 sheet per Cub Scout)
Chess board sheets (1 set per Cub Scout)
Scissors
Clear tape
Envelope

Instructions:
1. Cut out the chess pieces (the circles) from the Chess 
pieces sheet. Place the chess pieces in the envelope.
2. Cut out the chess board on both pages only along the line marked with the pair 
of scissors for cutting.
3. Using the clear tape, attach the two pieces of the chess board together. The 
taped edge should be a hinge at the middle of the board. 
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Knights Opening
Materials:
None

 Cubmaster:
Like knights of old, our Cub Scouts knights pledge their 
allegiance to our flag.

As we stand and salute the flag, let us consider how 
strongly the knights of yesterday felt about their 
duty...whether that duty was to man or God. Their 
Standards of Conduct or code was real and binding. 

When they promised something, they did it. A knight would die before he would 
lie, steal, cheat or in any way dishonor his Standards of Conduct. 

Let us think about what we promise each time we say the Pledge of Allegiance to 
the flag...Do you keep your promise?  

It’s colors stand for principles we treasure and defend: red for bravery, white for 
purity, and blue for loyalty. Knights, please join me saying in Pledge of Allegiance 
to our flag.



Playing Chess
How Pieces Move Review

Materials:
None

Cub Scouts can pose as the pieces of a chess board as the narrator explains each 
one. Then pantomime a chess game. 

Cubmaster or Den Leader: The origins of chess are uncertain, but it may have 
come from a game in India, and before that, China. In the Indian version, the 
pieces stood for parts of an Indian army: elephants, cavalry, chariots, and infantry. 
Europe- ans changed the pieces to reflect their lives. Like a medieval European 
city, the chessboard has the following pieces:

KING: Dignified and deliberate, the king takes only one step at a time.
QUEEN: She has the power to move in any direction, including diagonally. But her 
move has to be in a straight line.
CASTLES (or ROOKS): They move across and back and forth, protecting the king in 
times of danger. 
BISHOPS: They move only on the diagonal.
KNIGHTS: Riding on horseback they make an L-shaped move, two steps forward, 
and one to the side.
PAWNS: These humble foot soldiers pay the price of war. They move one step 
forward at a time, attacking on the diagonal. As in real life, they’re the first to fall 
in battle.

Now we’re ready to play!

Using the chess rules  resource sheet,  have Cub Scoutspair up and play  chess for 
a  specific amount of time. 



Chess Rules Resource Sheet

The object of the game of Chess - To try and capture your opponent’s king and not let your king get 
captured. The first one to capture the opponent’s king wins the game.

Setting up the pieces (do for black and or white)
Put the castles (rooks on the corners). The knights go next to the rooks. The bishops go next to the 
knights and the king and queen go in the middle with the queen on the square of it's own color. So if 
you are playing white, the white queen goes on the light colored square. Now put all the pawns on the 
second row. We're ready to play.

Moving pieces
The pawns basically can only move forward and one step at a time. So if you want to move a pawn 
on your turn you can only move it one square forward. But you have to remember that the pawn is a 
special pieces and it can sometimes do other things.

The king can also only move one step at a time, but he can move in any direction; left, right, forwards, 
backwards, and in all the diagonal directions.

The queen can also move in any direction just like the king. But the queen has no limit on how far it can 
move. So it can continue in any of the eight directions as far as it wants. Well actually it can't go through 
other pieces. So it can only go as far as there are empty spaces in that direction.

The castle/rook can only move in four directions; forwards, backwards, left and right. And like the queen 
it can move as far as it wants as long as there are empty spaces in that direction.

The bishops can also move as far as they want; just like the rook and the queen. But the bishop can only 
move in diagonal directions.

The knight is a little special. It doesn't move straight like the other pieces. It hops in all eight directions 
and lands on a different colored square that is two steps away. A knight doesn't have to worry about 
something being in it's way; it just hops over it.

If one of your pieces wants to move somewhere and your opponent's piece happens to be there then 
you just pick up your opponent's piece and put your piece in it's place. This is called a capture. You 
just captured your opponent's piece. If that piece happens to be the king then you won the game. But 
actually you are not supposed to capture your opponent's king in a sneaky way.

If your opponent's king can be captured on the next move you are supposed to announce it by 
saying "check". As in "check the board carefully because your king is about to get captured". Now 
suppose that situation is so bad that no matter what move your opponent makes the king can get 
captured, then you have just placed your opponent in a position called a "checkmate"; and you are the 
winner.



Now back to those special pawns. Remember I said they can only move forward one step per turn. 
Well there are some exceptions. If a pawn has never moved before, it can move two steps the first 
time it moves. Also a pawn cannot capture an opponent's piece that is in front of it. But if there is an 
opponent's piece diagonally in front of it, then it can move there to capture the opponent's piece. One 
final thing about the pawns. If they reach the other side of the board where they can't move forward 
anymore, they must be replaced by any of your other piece (well except a king or another pawn). You 
can choose any of your own pieces even if it means having more pieces than normal; like 3 knights. This 
is called pawn promotion.

There is also one more special movement that involves the king and the rooks; it's called castling. If the 
space between the king and rook is empty then you can move the rook next to the king and put the king 
on the other side. But you can't do this if either the king or the rook have already moved before or if 
your king could be captured on the next move (your opponent has put you in "check") or if either of the 
two pieces can be captured after your turn is over. You can only castle once during the game.



The King Says

Materials:
None

This game is played just like the game “Simon Says” 
except instead of saying “Simon Says,” we say “The King 
Says.”

Instructions:
1. Have the Cub Scouts sit or stand in a circle. 
2. Choose one person to be “The King.”
3.  “The King” then orders different things to be done, 
which must be obeyed by the players only when the order begins with “The King 
Says.” For example, “The King says, ‘Thumbs up!’ which everyone obeys. Then the 
king coulds say, “Thumbs down” which should not be obeyed because the order 
did not begin with “The King Says.”
4. When someone follows an order that did not begin with “The King Says” they 
are out of the game. 
5. Play continues until there is only one person left or until a specific amount of 
time has passed.



If I Were a Knight Closing

Materials:
Slips of paper with lines for Cub Scouts to read.

Cub Scout #1: If I had been a Knight of the Round 
Table... Cub Scout #2: I would have opened up the 
door. Cub Scout #3: For queens and damsels to 
pass through. Cub Scout #4: I would have been 
trustworthy true. Cub Scout #5: I would have 
ridden giant steeds. Cub Scout #6: Accomplishing 
noteworthy deeds. Cub Scout #7: Today, there are no knights about…
Cub Scout #8: So I've become a brave Cub Scout.   



If I Were a Knight - Lines to Read
(cut these lines into strips of paper for Cub Scouts to read)

Cub Scout #1: If I had been a Knight of the Round Table…

Cub Scout #2: I would have opened up the door.

Cub Scout #3: For queens and damsels to pass through.

Cub Scout #4: I would have been trustworthy too.

Cub Scout #5: I would have ridden giant steeds.

Cub Scout #6: Accomplishing noteworthy deeds.

Cub Scout #7: Today, there are no knights about…

Cub Scout #8: So I've become a brave Cub Scout. 


