Futuristic/Space related games

Asteroid Field

Place objects (asteroids), such as chairs, into the playing area (outer space).  Have the group choose partners.  One partner is blindfolded at one end of playing area.  The non-blindfolded partners stand at the opposite end of the playing area and try to talk their partners through the  asteroid field without running into any of the asteroids.  Have all of the teams playing at the same time.  Make it more difficult by starting teammates at opposite corners, forcing teams to cross each others’ paths.

Bomb the Rebel Bases
An evil space empire has declared war on you and your comrades.  The empire sends a battle cruiser to your planet in order to bomb its rebel base.  The players stand scattered around the hall (outer space) with their legs spread about shoulder-width apart.  The gap between each player’s legs form a ‘rebel base’ which may be bombed.  To bomb a base, a tennis ball must be thrown between a player’s legs (hitting a player’s legs is not enough).  Once bombed, the player is out and must sit down.  The last player standing is the winner.  To prevent from being bombed, a player may protect himself by using his hands to catch or deflect the tennis ball.  Players may not move their feet or crouch to prevent being hit.

Keep the Satellite Up
Scientists rely on gravity and inertia to keep satellites in orbit.  Your task is to keep the satellite from falling to earth.  Using a beach ball, have Scouts start hitting it around and try to keep it off the ground.  Then challenge them to keep it in the air for 20 orbits (hits), or 30 orbits, etc.  Encourage them to develop some strategy (such as establishing "zones", or an order, etc.) to try to keep the ball up for as many hits as possible. 

Light Year Whispers 
Your mission, if you choose to accept it, is to send a message to an exploratory crew deep in outer space.  Distribute members of the teams some distance away from one another. Give the team leaders a scrap of paper with the same message (around 15 words long).  The team leader runs to the first player and relays the message verbally without the help of the paper.  The team members must remember the message and relay it to the next team member who in turn relays it down the line to the final Scout. The final Scout writes down the message.  When he returns to the starting point, the team with the message most resembling the starting message wins.  The longer the distance the more breathless, less articulate, and more forgetful the Scouts become.

Outer Space Exploration Memory Game 
Players are interplanetary explorers.  They have arrived on a new ly discovered planet and must return samples to mission headquarters.  Before the game, pick up a few 10+ objects that the players may find in the play area (an unexplored planet) and lay them out.  The teams or individuals must find as close matches to the objects you have collected.  You can either display or hide your collection so that the players can or cannot come back and refresh their memories.  The team or individual with the display best matching the original wins.

Paper Spaceship Throwing
Preferably an indoor game where the Cubs try to throw their paper spaceship the farthest.  Great for “Cub Scout Roundup” nights when the new prospective Cubs have their meeting “fliers” to turn into “flyers”.  Do this game while the parents are filling out registration forms.  Have a prize for the winner.  Make it tougher by having a box in the middle of the room.  Anyone who gets his airplane into the box wins a special prize.

Radar


Another solar flare has blinded your entire squadron of space pilots.  Your mission is to guide your blind pilots safely back to base.  The first Cub on the team is placed about 30 feet ahead of the rest of his team.  ALL team members, including the leader, are blindfolded.  The first team member must lead his teammates to him by talking to them, making some kind of noise, etc.  This gets harder with more teams attempting to land in the same play area.

Rocket Relay 

The teams line up with a chair at the head of each, facing away from the team. The chairs are 'launching pads' and the first Cub or 'rocket' stands on the chair awaiting the countdown. When the leader reaches zero, the 'rocket' blasts off round the room, touching all four walls, and returns to the 'launching pad' where the next 'rocket is waiting to be launched. The first 'rocket' sets off the second and returns to his team. 

Rockets and Interceptors 
The evil space empire is about to attack your rebel base.  Two teams play this.  The attacking team members are called the rockets and the defending team members are called the interceptors.  A coffee can is placed in the center and represents the rebel base.  The rockets have a base at which they pick up their warheads (beans).   Each rocket can carry only one warhead to the target area.  If an interceptor tags a rocket, they must hand over their warhead and return to their base empty handed.  20 warhead units in the tin can destroy the interceptor target area.  If the interceptor target area is not destroyed after a set time limit, then change over the teams so that everyone has a turn at attacking and defending. 

Round the Moon 
All the teams line up at one end of the room beside a chair.  Each Cub places his hands on the waist of the Cub in front of him so each team forms a 'rocket'.  Another chair is placed at the far end of the room opposite each team; these are the 'moons'.  When the leader calls 'Go', the teams run the length of the room, round their 'moon', and back into orbit.  As they pass base, the 'rockets' drop the tail section each time around and the Cubs sit down there one by one, until finally the 'nose cone' returns home. The first team to be sitting down is the winner.  If the Cubs let go of their teammate’s waist, the rocket disintegrates.

Space Pony Express
Interplanetary space travel has developed a glitch.  No electronic messages can be sent due to a solar flare.  Four boxes are placed across the playing field or four pieces of paper laid on the ground will suffice.  Each box or piece of paper has the name of a planet written on it (it would help to also write the suit, like clubs, heart, diamonds, or spades, on the box as well).  The Cubs are broken into four teams.  Leaders shuffle a deck of cards representing interplanetary messages to be delivered.  The cards are dealt so each team gets 13 cards.  Random dealing will ensure that no team delivers to only one planet.  The boys must deliver their messages to the proper planet and return to tag their next teammate on the hand.  First team to deliver all of their messages and return wins.

Space Station

Chose a player to be the space station.  Half of group members are asteroids, the other half breaks up into teams of spaceships.  Asteroids are placed at random around the room (outer space).  The spaceships are guided by a blindfolded admiral.  Other spaceship team members are lined up behind the admiral and may not make any sound or attempt to steer the admiral.  At the signal, the space station begins emitting a beeping sound in order to guide the spaceships in safely.  The asteroids quietly make some kind of buzzing noise.  That is the sound of the vibration from the spaceship’s laser radar.  Blindfolded admirals begin to navigate to the space station without touching an asteroid.  After the first round, asteroids and spaceship teams switch places.

Space Wormhole Relay 
A wormhole has opened in outer space.  Team members stand in a line one behind another with their legs apart. The person at the back of the team crawls through the legs of the other members and then stands at the front, legs open.  The next team member then goes.  When everyone has crawled through (team is back in order) the team has finished.  Another variation is to have the team race from one point to another.  Cubs cannot start into the wormhole until their teammate is standing at the head of the line.  Teammates may not be further than an arm’s length from each other.
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