The MacScouter's
Big Book of Skits




Introduction

The MacScouter's Big Book of Skits is the result of compiling skits from various Internet Scouting sources,
and lots of creative people. This is the first major revision of the Big Book, incorporating more than 150 new skits.
At last count there are 377 skits in the Big Book -- this may be the biggest collection of skits in the world. With a
fittle luck, the book will be updated irregularly, as more material comes in.

The Big Book started with the Scouts-L Skits FAQ, and a few other small compilations of skits. People have
sent me individual skits and groups of skits. My sincere thanks to Merl Whitebook, the most prolific contributor to
this volume. My thanks also to Hans Hussman, Bob Jenkins, the US Scouting Service Project, the Australian
Scouting Association, and a cast of other characters.

R. Gary Hendra, The MacScouter, January 1997

Staging Skits

by Merl Whitebook, adapted by the MacScouter

Skits are usually never longer than 3 to 5 minutes and are ideally somewhere around 90 seconds.

Sources of your skits are imagination, Leader magazine, jokes from books, Reader's Digest, campfires, kids,
and other leaders, and of course the MacScouter's Big Book of Skits.

Watch out for scratch skits from the kids, because they usually aren't funny, are too long and don't make any
sense, not to mention the kids forget what they're supposed to say and do. A real bore to watch. Which leads to
the next point -- reserve the right to edit or veto the kids' skits, within reason of course. You've got to avoid
swearing, hitting, and stupid, no-sense skits. Though | have seen some original beauties from kids, as well as
some wonderful modifications from them, both of which through little if any leader intervention.

Generally, a good way to get the kids involved in a good skit is to provide them with a choice of about two or
three skits and let them choose a tried and proven skit, then help them modify it to the number of kids available
and the theme.

Rehearse the skit beforehand. It will increase the kids' confidence and can help to avoid whispering, fumbling,
amnesia, arguing about who says what, and all sorts of problems.

This task is impossible, but essential to work on. The boys have to speak up so that everyone can hear them.
Who cares how good the joke is if you can't hear it. That's where rehearsing comes in handy.

Cue cards can be useful for the kids so that they can remember their lines. Make poster size cards with large,
simple writing. A far out idea, but can be useful if the kids can read. And hey! It may unintentionally turn out to be
the gag of the weekend! (How about a skit involving cue cards, and the punch line being "But Sirl We can't
read!”)

Besides the variations mentioned, most of these skits lend themselves rather welt to variation of some sort,
allowing for easy use throughout a variety of different themes. | saw "The Beer Commercial” originally as a filming
of Romeo and Juliet, "The Dumb Actors" can be a filming of any theme related scene, "Peanuts in the Lake”
originally had flat out refusals from the relatives, but was modified for an environmental theme, and "Rise, Walk,
and Kill, lgor" can have a Scout Troop selling fertilizer, Dr. Mad's Grandmother visiting and the cable company
coming by to install a new TV.

Of course, some skits such as "You've Broken the Rules!," "Nosebleed,” to some extent "Trimming the
Christmas Tree” and "The Infantry is Coming!" are a little more situation specific and depend on prescribed
scenery and situations to get the joke done properly. But when possible, decide what you need and then change a
skit, even if only minor details mentioned can be changed to fit. The scripts aren't cast in stone.

Avoid rancid skits such as Veech Boton, Ugliest Man in the World, Is it Time Yet?, Nosebleed, and any skit
you or your kids have done three times in row (or three times in the past year.) Yes, the kids do love these skits
and want to do them again and again, but they become bored sooner or later and start to complain "Not another
campfire...” or they call out "I know the joke! He's got a nosebleed!" So try a new skit -- it's just as fun and will
improve greatly the enjoyability of your campfires.

Watch out for using or modifying skits that touch on sensitive topics. What used to be considered acceptable
jokes no longer are, such as ethnic or handicapped targets. Keep to topics of common ground.

In your skits, a volunteer is usually a pre-selected person who you seem to pluck out of the audience, but of
course is planted there. In a pinch, you can just choose your volunteers at random and give them instructions as
part of the act. A victim, on the other hand, is a person who is chosen at random or pre- selected (without their
knowledge) to be the butt of the joke. Of course, discretion is advised. Try your good humored DC or that Beaver
leader who just won't run out of energy.
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Have a cheermaster. A CM is someone who keeps track of group songs, yells, cheers and skits. Over time,
you can start weeding out the good from the bad from the seen too many times and you can get quite a collection -
- here's mine! With many sources you can pick up as many as you desire.

Build up a repertoire of one man skits, or, if you have one of those friends who's been with you in your
Scouting endeavors since you were a Scout and probably will always be with you till beyond the grave, act as a
team and memorize some skits that without even a moment's notice you can use to fill in a space. There are a
number of skits listed here that require only one or two participants or whose "volunteers" can usually be chosen at
random.

Examples -- "The Bubble Gum in the Studios;" "Flora the Flea;" "The Bigger Jerk;" "The Highest Tree Climber"
(just have the person talk to himseilf); "7 Jerks on the Line;" "Spring is Sprung;" "The Viper" (just two people, same
one running in over and over again);, "You Don't Say;" "Highest Jumper in the World;" "The Well-Trained
Elephant;” "Food, Water and Mirror on the Sahara;" "You Need a Tie, Sir;" "A Hot Meal;" "Brain Shop;" "Pet Shop;"
"The Ghost of Midnight;" "I'm Gonna Get You!;" "News Flash!;" "Learning the Alphabet;" "The Wrong Skit;" and
"The Ghost With One Black Eye."

Make your skits enjoyable!

Other Sources of Skits

There are a few books | know on skits, yells and campfires:

The "BSA Cub Scout Leader How-To Book". It is built to help the cub scout pack and den leaders running
programs that kids enjoy. A section of 15 pages is dedicated to skits, yells and applauses. ISBN 0-8395-3831-6.

"Creative Campfires" is another fine publication. Half of the book contains songs, and the rest is crammed with
skits, stories, yells and tips to set up an entertaining campfire. (Sorry - no ISBN, but it can be ordered worldwide
from the BSA Supply Division - Fax +1-704-588-5822).

"Campfire Stories....Things That go Bump in the Night" by William Forgey, M.D. contains 21 campfire stories,
with large typeface summary of each. Also includes the author's suggestions for how to be successful at telling
campfire stories. ISBN 0-934802-23-8 published by ICS Books. Approximate price: $10US $13CA
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The Big Book of Skits
The Airplane

7-Scouts acts as the pilot, co-pilot and radioman on an airliner. 4 other scouts are on the wings as the
engines, on the wings of the plane.

The pilot announces to co-pilot that engine one has failed. Engine one (ham this up) sputters, makes noise
and dies, Co-pilot instructs radioman to inform tower and tell them they will be arriving 15 minutes late(radioman
radios tower and repeats message). Soon after engine two fails, repeat the process again but this time tell the
tower they will be 30 minutes late. Then engine three with more panic tell the tower we will be 1 hour late. Finally
the pilot announces the fourth and final engine has failed. The radioman then says: "Boys I'd better radio the
tower, we may be up here all day!"

Airplane Short Runway
Cast: 2 scouts (If more are desired, they can be passengers, with suitable sound effects and actions. Seating
for pilot and co-pilot, and for passengers if required and a compass.

Announcer: This scene is on board a very low budget airline.

Pilot: Well, are we anywhere near the airport, co-pilot ? Co-Pilot: (peering out the window) | don't know... | see
lights over there to the port. That's likely it. Bring 'er around and have a look. Pilot: (lurching plane hard to the
left) Boy, | can't tell. | wish the company would buy us some instruments. Co-Pilot: (pulling compass from pocket)
Oh, I've got my trusty compass and the sun went down about 20 minutes ago, so we've got to be on course.
(Excited) Look, see that spot down there, that must be it. Pilot: Okay, here we go. Give me 20 degrees flaps, I'm
going in. (Puts plane into a nose dive, sound effects.) Pilot: This is going to be tough. Give me more flaps, cut
back the engines. (Louder) More flaps, less throttie ! Co-Pilot: (Appropriate actions and sounds, acting panicky.)
Pilot: QUICK, cut the engines, give me brakes. MORE BRAKES ! Both: (Sighs of relief) We're down, we made it !
Pilot; Boy that was a short runway ! Co-Pilot: (Looking right, then left) Yep, and wide too !

American Folk Tale Skit

Narrator: America's history is full of colorful characters. I'm sure you've heard of many that you couldn't even
begin to count them. But we also know that much of our country's history wasn't written down until many years
had passed. Memories fade as time goes by. Now...we're not calling our historians liars...but...things were not
always the way they told us. Take, for instance, the burro express rider.

Rider: (enters pulling the burro) "Come on Speedy, those Cub Scouts at Southside are waiting for their Male.

Narrator: "Excuse me sir? Why do you call your burro Speedy?

Rider: Why, this here is the fastest burro in the west.

Narrator: "How fast is he?"

Rider: "Why, he's so fast he can dance his shoes off! (Burro dances, and removes his shoes and tosses
them into the crowd and they leave.)

Narrator: And there's always the legend of Rip Van Winkle. It's really quite unlikely that he could sleep for
forty whole years.

Rip Van W.: (entering) Sleep? Did | hear someone mention sleep. Oh, I'd love to get some sleep!

Narrator: Have a hard day Rip?

Rip Van W.: Day, day he says! Days is more like it. Ever since those Cub Scouts came to town, | haven't
slept a wink. Their Den Leaders keep knocking things over and tripping over things. And you should hear them
laugh.

Narrator: Poor Rip, | guess he couid use forty years sleep now.

Chef: (entering eating an ice cream cone, and looking over and under and around things, saying...."Nope, not
here, etc. and "I know it's around here somewhere." Continuing to look.)

Narrator: Boy that ice cream looks good. Where can | get some?

Chef: Down the road at Custard's Last Stand.

Narrator: What are you looking for?

Chef: A mine.

Narrator: You mean the Lost Dutchman Mine?

Chef: No the lost Italian Mine of course. | hear they have the greatest pizza.
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Narrator: There was a guy over there who was talking about pizza earlier. | think his name was Wild
Bill.....(hiccup) Wild Bill........ (hiccup)....
Chef: Yeah, | know him, Wild Bill Hiccup - Hiccup...(leave the room)

The Ants

Characters: 6 to 8 Cub Scouts

Props: Paper sacks

Setting: Skit opens with boys standing together in a backyard. Cardboard cutout trees and bushes could be
used.

1st Cub: Gee, there's nothing to do.

2nd Cub: Yeah, | know.

3rd Cub: Hey, let's have a backyard picnic.

All: Yeah!

4th Cub: But it's going to rain.

1st Cub: | don't think so. If it does, we can eat in the house.

2nd Cub: I'll bring the potato chips.

3rd Cub: I'l bring the hot dogs.

4th Cub: I'll bring the hot dog buns.

5th Cub: I'll bring the drinks.

6th Cub: And I'll bring something special!

(All walk offstage and come back carrying sacks)

2nd Cub: Here are the chips.

3rd Cub: Here are the hot dogs.

4th Cub: Here are the hot dog buns.
5th Cub: Here are the drinks.

6th Cub: (Drops his sack) Oh, no!
5th Cub: What's wrong?

6th Cub: | brought the ants!!

Artistic Genius
The scene is an art show where judges are inspecting several canvases are displayed. They comment on the
brightness, color, technique, that is used on the different pictures. They select one for the prize and comment
additionally on the genius, imagination, and the beauty of the picture. The artist is called up and the winning
picture is shown to him. The painter exclaims, "Oh, my goodness, that got in by mistake. That's the canvas that |
clean my brushes on.

The Great Aug

important Guy: "OK, Aug, | wajilifyou tQsell these pencils.”
Aug: "Pen-solls” ‘
mportant Guy: "That's right, hg. Now, §hen you see someone conjilhg down the strdet, | want
ou to tell them what you're sgling.” ‘
g: "Pen-solls” ]
iportant Guy: "Yes, Aug. i more enthusastic about it!"
rQg, waving his hands in thejiir: "Pen-Sollsi{" (
Inf@ortant Guy: "Very goodfiAug. Now, peole will want to buy ygiir pencils, and they'll a how much they
are. TRy come in $2, $5, and $0 packs. Got thg?"
Audd "Pen-solls?"
Imp@tant Guy: "No: Two f¥ive, Ten."
Aug'Two .. Five ... Teng" ;
ImpoRant Guy: "l think 've got that. Now AUl one more thifll. Someone might ask why thek shouid buy
your pencif If they ask thajiAug, | want you to tell thim this. 'If youson't, somebody else will™.
Aug: "IRyou don't ... sghebody else will!"
ImportarGuy: "Veryfood. Now, get out there andgsell pencil

The imporqnt gufvanders offstage, and Aug wandi(s to Jife other side of the stage. A man on tHg street
approaches Aug. " runs to him waving his hands.
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Aug, in his face: "Pen-Solls!!!"

Man on street: "Hey, you're a real jerk! How many people have you done this to?"
Aug: "Two, Five, Ten!"

Man on steed: "You're really asking for a punch in the mouth, buddy.”

Aug: "If you don't .. somebody else will!"

Man on street punches Aug, who falls flat, that's the end of the skit.

The Babies & Dads

Cast: Doctor, three Dads
Setting: Hospital

Doctor: Mr. Thompson, congratulations. You're the proud father of twins!
Thompson: What a coincidence -- | 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? Your wife hasn't even given birth yet!
Smart: | come from Thousand Islands!

BackpficRyag

Two scouts |4 dOn on sleeping bags on the stzffe. Two Rher scouts, pretending to g€ bikers * \ie" over to
one of the scoutgiwho W on top of the bag and prgffeed to bealfgim up. They do anythiifg they wantgp make it
ook like they haJ hurt N They see him movingind "ride” off. \

The scout wiho just g% beat up turns to his gfiddy and says, wo bikers just cange through the wiiods and
Acat me up." Higlbuddy turigg to him and says, "Iigfas just a dream, § back to sleep.”

This happeffs two morefgimes, with the bilkdfrs beating up the gy, but on the thjild time, something Bifferent
h&pens. Theffguy who gets\geat up turns togfis buddy and tells hi hat happengll again. This time hiffriend
salks, "Fine, iffl will make you Rel better, I'll ffitch places with you." \

Now thefbikers come backend go up P the same sleeping bag adiin, and gifie turns to the other and Qays,
"The guy'sfhad enough, let's get¥ge othegluy.”

Thefhks to Kevin Garibaldi

A Bad Turn

Akela: "Now, (Cubs name), you know you should always do Good Turns."

1st Cub: | tried, honest!

Akela: OK

Each Cub enters and says similar things to Akela

Last Cub: (carrying a small frying pan with a "pancake” in it) | did a good turn! (flips pancake over and catches
it in pan). But you should see the mess in the kitchen! (other Cubs look ashamed)

Balloon Orchestra
The players in the orchestra each hold a balloon. They blow up their balloons in unison, then let out the air in
a squeak at a time to the rhythm of some easily recognized rhythm such as "Blue Danube" or "Jingle Bells". To
end the skit all fill their balloons with air and let go at the directors signal.
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The Baseball Game

This is great fun in warm weather at a campfire, and it takes a little practice for the perpetrators. There is
plenty of room for variation, depending on what the Scouts can imagine and how the volunteers react at the time.
As usual, the Scapegoat gets wet.

Preparation
You will need an Announcer and a Pitcher, but the Batters will be volunteers. The first Volunteer shouid be

told what is happening ahead of time, so that his performance shows others how it's done. Set up a sheet a
backdrop. Two Scouts hide behind it, one with a flashlight and the other with a bucket of water (but be sure that
the audience does not see the bucket). The flashlight is held against the sheet to simulate the ball. The
movement of the light is the key to the whole skit.

A baseball bat or a thick stick is needed for the batter, and a baseball glove for the Pitcher. Use a roll of
canvas and a stick (or something similar) to simulate the sound of the ball hitting the catcher's glove (done by a
Scout behind the sheet). If it is dark, have two strong flashlights shining on the Pitcher and Batter.

The Skit

The Announcer comes on stage and tells the audience that there will be a baseball pitching demonstration.
He introduces the Pitcher as the greatest pitcher of all time, who will show us his famous specialty pitches. After a
buildup about how great the Pitcher is, the Announcer positions the Pitcher at one end of the sheet.

The Announcer asks for members of the audience to volunteer to try to hit this famous pitcher's best pitches.
The first volunteer is given the bat and placed at the other end of the sheet. The Announcer explains that the
Pitcher will throw one pitch, and the Batter must do his best to hit the ball.

The Pitcher winds up and pretends to throw, as the Announcer narrates ("He's set. He winds up. There's the
pitch!" The Scout behind the screen moves his light rapidly down the sheet. The Announcer yells, "Fast ball!"
The Batter swings hard. We hear the sound of the ball hitting the catcher's mitt. The Announcer says, "A sfrike!
You're Out!" The Batter returns to his seat.

Another Batter is recruited. This time the Announcer calls out a curve ball, which curves wildly across the
sheet. The Batter is again called out. The process continues with a knuckleball and a screwball.

Finally, the Announcer introduces the famous Pitcher's dreaded Secret Pitch. He asks for a special volunteer,
of especially outstanding baseball ability and unusual courage, to try to hit this pitch. A Scapegoat is volunteered
by the Announcer and encouraged to come up.

The Batter is carefully placed, and the ball is pitched. As it comes to the Batter, the Announcer cries, "Watch
out! It's a spitball!”

His warning comes too late, as water cascades over the sheet onto the Batter.

Bear Hunt
A variation on A Talking Martian! and Saloon.
Cast: Bear, two hunters
Setting: The woods

#1: (Whispering) Ah! There's a bear! | can shoot it and I'l have my take for the day! (Bang! And the bear
falls down.) Well, I'll go get some rope to drag it.

#2: No! It's mine!

#1: Hey! | shot that bear myself. It's clearly mine.

#2: Look. You couldn't have shot that bear if | didn't drive us here.

#1: Well, 've got news for you. | just killed that bear. It's mine.

#2: And another thing, ...

The two continue arguing when all of a sudden, the bear rises, growls, and frightens the two hunters away.

Bee Sting
1st Scout "OOOOOUCH, OOOO0O0OH, OOOOOUCH"
2nd Scout “"What's the matter with you?"
1st Scout "A bee's stung my thumb!"
2nd Scout "Try putting some cream on it then.”
1st Scout "But the bee will be miles away by this time."
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The Root Beer Commercial
Cast: Actor(s), Director, Cameraman, Others in a studio
Setting: Studio

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

Cameraman: But Sirl

Director: No interruptions! Action!

Actor, speaking in a dull voice, does a commercial for Scout Root Beer, talking about its great taste, made
from dishwater and leftover porridge, and lots of the special ingredient, "Hop to it,” which the Scout leader often
said, from Scout camp when ...

Director: Cut! That sounded like you don't like the stuff! Sound sincere!

Okay! Let's try it again!

Cameraman: But Sir!

Director: No buts! Action!

Actor begins again, appropriately sincere, and there are the usual interruptions by the director, saying it's too
fast, too slow, whispers into 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 same time.

Director: Cut! And Print! That was fantastic! Let's get out of here!

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

Bell Ringer #1

Props: Coat with football or waddgll clothfg under it for the Hunchbiick, hat or§ightstick for Gendarme.

Announcer: The Hunchback of Nibtre Darge has decided to retire, #hd has pladg an ad in the Paris Timdgs for
s@meone to come and learn how to rjidg the bell

Effects: (Knock, knock, knock)

unchback: (Gravely voice) Off somebodygnust be here about job. 1t go dbwn and see. (Goes Jound
and Yound the campfire, as if goingliown the bellgower, bent over due § hunch.)

Nfects : (Knock, knock, knocl

nchback: (Angrily) I'm comflg, I'm coming There's a lot of stailg here. (Arrivesgat and opens the dogr.)

H@nchback: Yeah ! What do lou want ?

Afblicant: I'm here about thegell ringer's job.

HuRchback: All right ! Comglfon up and I'll sedif you can do the jof}. (Begins to gojup (the other way glound)
followe@ by the applicant.)

AppRcant: Boy, the ceiling idinot very high here §s it ?

Hunghback: Listen, you gqup and down thesdistairs 20 times a §ay for 45 years pnd you just learngito stay
bent ovelt Hey, did you close tifiat door, didn't you ?

Appligant: | don't know. | gbn't remember.

Hunclback: Well, we gottll go down and keep R locked, can't runfip the church's fUg! bill. (Both turrfaround
and go bgk.)

HuncHpack: That's the firg thing you gotta learn§ Keep the door gbsed. Up and dogn these stairs, fiat's the
hard part. Arriving at door) QiK., so now you're herefclose the door.

Applicaht: (Closes door) Mow are the benefits in %is job ?

Hunchiiack: (Both goingliback up) Well, it has it'§ ups and down@ The Church boald will buy you gar plugs
every six m@inths and a newlibottle of bell polish oncefa year (Finally Brriving at the bell) JAll right, now gou stand
over there, #nd I'l show yolhow it's done. First you drab the bell hefe and push it out vey hard (stepggback and
follows pathpf bell out and pack) then the bell comes Ppack on it's oh. That's all there isjto it. Do yoyf think you
can do that

Applican§ Sure ! (dogk the action with the bell, b§t does not ftep back, is hit by belf and falls jack, to the
ground)

Hunchbadk: Oh my giésh | He's falien 15 stories to e sidewgik. I'd better get down thgge. (Gogs 'round and
'round until helgeaches t{#i¢ ground)

(Cravd enteff mumbling, stops astonished at Bpdy)
Gendarme \(Ent@fing, calls to Hunchback) Hey you ! Ro sbu know this guy 7 (Rolls body {vegvith foot)
Hunchback: but his face sure rings a bell !

The MacScouter's Big Book of Skits -7 - January 1997



Bell Ringe,
(The trick with this skitlis to @ it the night after doing B4l Ringe#1, and to do everything exactifhe s3ne -
Werhaps with a little more "Eemmingg it up’)

(When the Applicant #rives th@g Hunchback says:) ‘ J
Hunchback: You loof@just like @e guy who was here i terday. :
Applicant: Oh, that vilis my twirgprother.
Revert to the origigil dialog afain. The audiencgwill think it's gRtting a re-run and pr are itself foll a
'grofiner' of a cheer. Wjen they hearfghe ending, you'll gi#t a great reactiong 4
arry on with dialglj, except for tige last line.) /
unchback: No, jiit he's a dead r@ger for the guyjFho was here yestergay !

Bell Kinger # 3
(P be used ONILY when Bell Ringefi#1 and #2 Igve been used.)
PRps: Rain sifkers, blanket, and darme ggiir from above.
(TRo players /nter in rain slickers h&ding blafiket between them like a julgping net. e jig and jog arougd
the pergprming ga.)
Gedarmed! (Entering) Hey, what are You g#¥s doing ? )
Firenyg : Well, the last two nights some guy has jumped out of that bell towkr, angf we came to catch him

Be Prepared
First scout walks to center of stage, stands to attention, salutes and says, "BE PREPARED." This is repeated
by three other scouts. When they are all standing side by side, a loud motor horn or explosion is let off behind the

audience.
The scouts then all say, 'WE TOLD YOU TO BE PREPARED'

The Best Spitter In The World

The key performer is the Catcher, who must wave around a can of water without spilling. He simulates the
spit hitting the can by tapping on the can with his finger. He will need to practice so that he does not spill, does not
show the audience that there is water in the can, and can be heard but not seen when he taps the can.

The catcher sits quietly in the audience. The can of water is on the stage, but not obvious.

A Scout loudly proclaims himself as The Best Spitter In The World. He boasts about his spitting ability, saying
that he can spit farther than anyone else. Other Scouts, who have been planted at the back of the audience,
challenge him to prove it, saying that they do not believe him. The audience takes up the cry.

The Spitter agrees and asks for someone from the audience to catch for him, just to prove his ability. The
Catcher volunteers, acting as if he expects to be the scapegoat.

The Spitter explains that he will stand about 20 feet apart. He will spit, and the Catcher will catch the spit, just
to prove the distance and accuracy. The Catcher reacts with horror, "I'm not going to touch your spit!" The Spitter
is understanding, notices the can, and offers it as something to catch with. The Catcher agrees with obvious
relief.

They set up a short distance apart. The Spitter winds up and spits. The catcher reaches up and catches with
a solid thump.

The Spitter takes a bow, but the audience is not impressed. They say anyone can do that, do something
harder. They back off and repeat the performance from a greater distance. Again, the audience yells at him.

After several tries, the Spitter claims that he can spit all the way around the world! The audience reaction is
predictable. They set up; the Spitter spits; the Catcher ducks, waits, moves the pan around, and catches it.

Now the planted Scouts yell that the Spitter is a fake! They say that he couldn't really spit all around the world.
The Spitter says, "Oh, yeah? Show them."

The Catcher turns and throws the water into the crowd.
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The scouts then walk past each other twice pulling out objects such as knife, watch, glasses, etc.

Finally on the third pass, the first scout says, "I've got your wallet, ha, beat that!"

The second Scout looks around nervously then says, "You've got my wallet, well in that case you would win,
but ... I've got you're underwear!" And waves a pair of shorts in the air.

The Bicycle Shop

(The scene begins with three players on their hands and knees, in a row, as bicycles.)

Shop Owner: Well, there we are, three brand new bicycles all set up for sale.

Customer : (Entering) Hi. I'd like to buy a bicycle.

Shop Owner: Sure thing. Why don't you try them on for size ?

(Customer sits on the first bike and it falls down. The second is too big, while the third is too small.)

Customer : | sure like the first one, let me try it again.

Shop Owner: Why not ? (Setting up bike again) There you are, it's all set up again. (Customer sits on it, and
again it falls down.)

Customer : | don't know. | really like this one but it keeps falling down. I'm afraid it's not made well enough.

Shop Owner: Our bicycles are all very well made. It was just assembled this morning, and it may need a littie
adjustment. Let me get some help.

(A volunteer is chosen from the audience, who is instructed to hold one 'wheel' of the now upright bicycle.)

Customer : (Sitting on the bike) That's perfect now. What was the problem ?

Shop Owner: Oh, we just need a big nut to hold it together !

Big Game Hunting
Two to four hunters talking together each says that he is packing a heavier and more powerful gun to shoot
with. The first starts out with a small handgun and the last ending up with a very powerful rifle, shotgun, whatever.
Two others come over who have overheard the hunter and want to settle a bet. Are the hunters going after wolves
or moose. One of the hunters relies," "Why no, we are going after mosquitoes!!”

Big Itch

Cast: Guy, 4 People on lunch break
Setting: Park Bench

Guy is sitting on park bench.

Guy: I'm waiting for my girlfriend. | hope she comes soon.

{(Luncher #1 sits on bench and moves him over. #2 sits on end and they move over, further pushing guy. #3
comes, and #4 comes, each in turn pushing the guy a littie until he falls off. Really annoyed, he starts to scratch
himself a little, then a little more then all over. Lunchers look at each other, start scratching a little bit then
hurriedly leave.)

Guy: (Sitting on bench again) Works all the time!

The Bigger Jerk
A simple, one person skit that is great for those loose moments in a campfire.
Cast: 1 Person, log (or imaginary mower), "Volunteer,” Victim

Person: (Groans and grunts as he's bent over carrying "heavy" mower.) Uhh. (Lets it down.) These old
models, | tell you. They are so heavy, and they don't work well. Maybe | shouid buy a new mower this week.
Well, let's get going. (Pulls rip cord to start, but it won't start. Makes appropriate sputtering noises. Tries again
and again. Maybe get a "volunteer” to help. Again, no success. Get your victim to try, and on first try, it sputters
to great life!) | guess it just needed a bigger jerk!

The Biggest Turkey
An alternate ending follows the regular skit.
Cast: Box or suitable covering, Person in Box, Announcer, Victim, regular and serving spoons, stick and log,
paper and book, rubber chicken, small cue card
Setting: Circus, Boardwalk, Technology Show
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Announcer: Ladies and gentlemen! To demonstrate my enlarging machine, | will need a volunteer! {Get your
victim.) | need you to help me while | explain what is going on. Now, look at what this machine can do! Please,
will you put this spoon into the machine? (He does, and out comes the serving spoon, noises.) Isn't that amazing,
ladies and gentiemen! Now watch. (Victim puts in stick, and log comes out.) My goodness, something to heat
your home with! This is amazing! And please put in this piece of paper. (Book comes out.) Even | am amazed!
(Finally, chicken is put in, and say you expect a turkey to come out. But cue card comes out.) This is amazing!
The machine says that the biggest turkey of them ail is right here!

An alternate ending is to complain about how slowly the machine is working, and it needs to be washed. The
operator throws a small cup of water on the side, and a moment later a large bucket of water hits him.
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The Blanket Tossing Team

This takes about six guys, who form a circle around an invisible blanket, with a small invisible guy (Bruce) who
sits in the middle of the invisible blanket and gets tossed.

"We're an Olympic blanket tossing team, and Bruce in the middle here is our star blanket bouncer. We'll toss
Bruce a bit just to warm up. One, two, three! One, two, three! One, two, three!”

On three each time, the team lets the pretend blanket go slack, then pull it taught. They watch the invisible
Bruce go up in the air, then come down, and the gently catch him again in the blanket. Each time they toss him
higher. The team has to be in sync, and they have to watch about the same spot -- the easiest way to do this is to
have everyone just imitate the leader, who is the speaker.

"OK, we're all limbered up now?" The team murmurs in agreement. "Then let's toss Bruce a bit higher. One,
two, three!"

Bruce comes up, and the team adjusts their position a bit to catch him as he comes down.

"One, two, three!" This wait about ten seconds, and move quite a bit to get under him. Move this way and that
before finally catching him.

"One, two, three!" twenty seconds this time, almost lose track of him, adjust the position here, there, and here
again.

"What? What's that you say, Bruce?" pause "Audience, you are in luck! Bruce wants to go for the world record
blanket toss! Ready team? One! Two! Thu-reee!!!” A mighty toss! The team shifts positions, like trying to catch a
high fly ball. "There he goes! He's past the trees! He's really up there!" pause, looking hard into the sky "Do you
see him? I've lost him. Where'd he go?" another pause "Oh well.” The team leaves the stage, and the program
continues.

After another skit and song, and preferably in the middle of awards or announcements of some sort, "Bruce!
Quick team!" The blanket tossing team runs back on stage, positions themselves this way and that, and catches
Bruce. "Let's have a big hand for Bruce! Yay!!!"

Bonfire
A leader begins to explain how to lay a campfire. The leader decides to use members of the audience to
represent different pieces of wood. The bonfire builders bring up various volunteers. Some of the volunteers are
bunched in the center for tinder with others placed for kindling with the "big" logs stacked on top of each other in
increasing larger sizes. The leader then says that the fire is ready to light, strikes a match, whereupon, several
accomplices yell out that its ON FIRE and dash several buckets of water on the fire.

Bor ros%y
A variation host of Midnight host With One €.
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Cast: Border Guard, Supervisor, Several Crossers, 2 Brooms

Guard: Hi, Boss! I'm new here! What do | do?

Supervisor: Well, you have to make sure that peopie don't try to cross the border without stopping first. You
can shoot at them if you have to.

Guard: With what?

Supervisor: Well, we're out of guns, so here's a broom. People won't know the difference if you just go Bang!
Bang! Bang!

Guard: OK. (He goes to the side, and someone tries to cross without stopping, so he shoots at him. The
crosser falls.) Boss! Boss! It worked!

Supervisor: See? | told you. Now whenever it doesn't work, here's a pretend bayonet. If they don't fall from
the fake gun, you can always try stabbing them.

Guard: OK. (He goes to the side, and someone tries to cross without stopping, so he shoots at him. It
doesn't work, so he tries stabbing him. The crosser falls.) Boss! Boss! It worked!

Supervisor: See? |told you. Now go to work and don't stop until your shift is finished.

Guard: OK. (He goes to the side, and someone tries to cross without stopping, so he shoots at him. It
doesn't work, s0 he tries stabbing him. It doesn't work either.) Boss! Boss! What do | do?

Before boss answers, crosser points a broom at the guard and goes Bang! Bang! Bang! and the guard falls.

Brain Shop

Cast: Customer, Shopkeeper
Setting: Brain Shop

Customer: Hi! I'm bored with myself. I'd like to buy a new 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. Tryit. ("Unscrews" head and plops in pretend brain.) How do you feel?

Customer: (In Billy Crystal style voice) Marvelous. | ... feel ... marrrvelous. But | don't think it's me. Can | try
another?

Shopkeeper: Okay. Let me see. (Rummages around.) Let's try this one. It's the 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. Il 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 this one's still a bit too
famous for me.
Shopkeeper: Hmmmm. A tough customer. Il have to go down to the basement. Il 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 love it. Only $15000. (Yes ... $15000.)

Customer: (Imitates a leader in the crowd for some notorious act, such as putting up the sign and calling out
"PACK!" or admonishing the kids or doing a famous routine or the like.) Hmmm ... this is good. But | recognize it.
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 a virtually unknown, unimportant person. Why does it cost
$150007

Shopkeeper: Well, it's never been used!

Brain Transplant
A group Scout goes to a new Scientific Laboratory where they have developed a new process for brain
transplants. The Scouts asks to see the selection of brains. The doctor shows them a selection. (the brains may
be in cans, where they look in it). The first one is marked $500.00. The scouts ask about it and are told it is the
brain from a peddler. The next $1,000.00,-a policeman, 1,500.00 - a teacher, etc up to $5,000.00 for the brain of
the greatest physicist in the world. The Scouts then see a container marked, $20,000.00 and ask about it. The
doctor explains "It is the brain from (DE Camp Director or Leader) and has never been used!
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The Briefcase

Scene: A person standing on a stage reciting a long story (or some other activity). A second person will enter
at various stages and interrupt him, after which the story teller starts again.

The second person will need the following props: A briefcase, and a step ladder.

1. Person 2 walks on with a briefcase. First person asks him what he's doing.

Reply: "I'm taking my case to court”. Walks off.

2. Enters again with a step ladder. Same as before, this time replying: "I'm taking my case to a higher court”

3. This time, person two places the hands of the story teller in front of him, and puts his case on them.

"| rest my case" (This one works best when the story teller doesn't know about it).

4. Final entry, without a case: "l lost my case"

This can of course be expanded. Seen in a variety show with many other things happening (mostly knock-
knock jokes) in turn. Can be good when done properly.

A Brotherhood of Scouting
This skit has a Brotherhood theme, and is well-suited to the older sections (Scouts and higher) and leaders,
particularly in an all-sections campfire. It is best presented near the end of the campfire, when things are winding
down (and the children have settled down).

People required for the Skit: 6

Cast:

Old Man with a Staff

Spirit of the Beaver

Spirit of the Wolf Cub

Spirit of the Scout

Spirit of adventure

Spirit of the Rover

(fewer people may be used by doubling up on roles)

Skit Setup: Index cards can be used by the Spirits if there isn't time to memorize each role. (Small Flashlight
recommended!)

The Old Man is inside the campfire circle, walking slowly with his staff. He is slightly hunched over with age
and leans on the staff heavily.

The Scouting Spirits are evenly spaced outside the campfire circle, just far enough back not to be seen. (They
should speak loud and clearly).

NOTE: When the Oid Man stops each time and looks into the fire, there should be 2-3 seconds of silence
before the Spirits speak.

(The memories that the Old Man says aloud should be specific to the group, so they have relevance to the
audience and can feel the full impact of the skit. Consult with other leaders/ youth for ideas.)

The Skit:

OLD MAN (Shuffling slowly around the campfire). "My life has been long, too long, and my Scouting years are
behind me. My friends are all gone and | am going to die alone. Old and Alone." (Stops and stares into the fire)

ALL SPIRITS: "SHARING"

SPIRIT OF THE BEAVER: "I am the Spirit of the Beaver. When you were young, | taught you Sharing and
Caring for the World."

OLD MAN (Resumes shuffling slowly around the campfire). <Beaver Memory> e.g. "Beavers. | remember
Beavers. Riverbanks and the Beaver Pond, making crafts to take home to Mom..." <etc.> (The Old Man stops
again and stares into the fire.)

ALL SPIRITS: "A-Ke-Lah"

SPIRIT OF THE WOLF CUB: "l am the Spirit of the Wolf Cub. | taught you to do your best, | led your Pack
through the forest and you lived by My Law.”

OLD MAN (Resumes shuffling around the campfire). <Cub Memory> €.g. "Cubs. | remember Cubs. Hot Dog
roasts in the bush, my first real camp-out, and of course the Kub Kar races..." <etc>. (The Old Man stops again
and stares into the fire.)

ALL SPIRITS: "On My Honor"

SPIRIT OF THE SCOUT: "I am the Spirit of the Scout. | taught you knots and how to camp without a trace,
and together we explored the land."
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OLD MAN (Resumes shuffling around the circle). <Scout Memory> e.g. "Scouts. | remember Scouts. Long

hikes and long camps, breaking lake ice for water in the winter. And then there was Jamboree..." <etc.> (Stops
and stares into the fire.)

ALL SPIRITS; "Challenge"

SPIRIT OF ADVENTURE: "l am the Spirit of adVenture. | taught you leadership and set you free, to test your
limits to the skies.”

OLD MAN (Resumes shuffling around the fire). <Venturer Memory> e.g. "Oh, yes, Venturers. Attending
Jamboree as a Hikemaster, leading people from around the world into the Rockies. Getting my drivers license
and trying to date Rangers..." <etc.> (Stops and stares into the fire)

ALL SPIRITS: "Service”

SPIRIT OF THE ROVER: "l am the Spirit of the Rover. | led you to adulthood and seif-destiny. We chose to
give back the love we were given through Service."

OLD MAN (Resumes shuffling). <Rover Memory> e.g. "Rovers. | could never forget Rovers. Helping out at
Dream-On, putting on District campfires. And then there were the Moots and Road trips. And camps, camps,
camps.” (Slows down and begins to sink to the ground. He is dying.)

ALL SPIRITS (Walk straight into the campfire circle from where they stand, if possible. They should all arrive
at the Old Man's body at the same time. Wait a moment or two.)

"We are the brotherhood of Scouting”. <Each section says its name in order - BEAVERS, CUBS, SCOUTS,
VENTURERS, ROVERS.> "If you grow up with Scouting you are NEVER alone.”

-- Thanks to Gary Nelson

uld fook for it. (Goes ar
, pees on it, and exits. B

on the gum -- he tries t
it; old man comes by an
Kid: Ahh! There's m

is cangfgets stuck on it. Finally, Kid com¢€
i of gum! (Picks it up, pops it in his mou

nd continues chewing.)

The Bubble Gum in the Studios
A quick, 2-person skit you can use to fill a moment when a six or patrol isn't ready (but should be.)
Cast: 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: The lighting is better here!

Buffalo Stories
These are a variation of the popular elephant jokes. They can be set up with two boys for each "joke".

Cub 1: How can you tell if a buffaio is under your bedroll?
Cub 2: The ceiling of your tent is very close.

Cub 3: Did you know buffaloes are originally from Italy?
Cub 4: You mean like in the song " Oh where is the home for the buffaloes -- Rome!

Cub 5: What do you find between the hooves of buffaloes?
Cub 6: Slow buffalo hunters.
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Cub 7: What do you get when you cross peanut butter with a buffalo?
Cub 8: You either get peanut butter that roams the range or a buffalo that sticks to the roof of your mouth.

Cub 9: How can you tell a buffalo from a field mouse?

Cub 10: Try to pick it up. If you can't, it's either a buffalo or a very overweight mouse.
Cub 11: How can you tell a buffalo has been in the refrigerator?

Cub 12: His hoof prints are in the jello.

Cub 13: How can you tell when there are two buffaloes in your refrigerator?
Cub 14: You can't shut the door.

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

Bus driver 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 passengers left. You know anything about it? (Smells something
awful.) Hmm. Something smells -- it must be you.

Did you wash this morning?

Stinky: Yes.

Driver: Hmm. Deodorant?

Stinky: Yes.

Driver: Hmm, Clean shirt?

Stinky: Yes.

Driver: Clean underwear?

Stinky: Yes.

Driver: Change your socks?

Stinky: Sure! Here are the old ones!

C.P.R.

The first Scout comes out walking around, he suddenly grabs his chest and falls to the ground. Two other
scouts come in talking about just completing their first aid merit badge and find the scout on the ground. They
rush to his aid and begin C.P.R.. Adjust head, listen, feel for pulse and then begin (fake) compressions. The
other scout counts. After about 3 sets, the other scout yells "switch". Suddenly the scout on the ground gets up,
one of the two scouts lies down, and they begin again to administer C.P.R.

" Cakel Patrol
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Camp Coffee Sketch

Props: A large cooking pot and mugs for actors

ktand and says: "Allah

1st Scout- (Walks to pot carrying his mug. He dips his mug in and brings it up to his lips for a drink) "This

camp coffee is getting worse™.
2nd Scout- (Walks to pot carrying his mug. He dips his mug in and brings it up to his lips for a drink) "This

camp tea is getting worse".
3rd Scout- (Walks to pot carrying his mug. He dips his mug in and brings it up to his lips for a drink) "This
camp hot chocolate is getting worse”.

The MacScouter's Big Book of Skits -14 -- January 1997



4th Scout- (Walks up to pot, dips his hands in and takes out a pair of wet socks. As he wrings them out he
says) "l thought that would get them clean!”

Can You Do This?

Cast: 2 People, campfire blanket

Have one person lie down on his back and the other kneel directly over him. The top person wears the
campfire blanket so as to hide his legs and expose the legs of the person lying down, to create the effect of it
being one person sitting down.

Person: Hithere! Welcome to Don's House of Fine Exercises and Sports Medicine. Today I'm going to ask
you about your regular stretching routine. Can you do this? (Lifts up a leg so that it's parallel with the chest.) Or
this? (Lifts other leg.) And how about this? (Crosses the legs.) This is an unusual one. Can you do it? (Brings
feet around the neck.) And let's not forget this one. Can you do it? (Stretches out the legs in spread eagle
fashion in the air.) (Elicit a no answer from a volunteer.) Well, neither can I! (Stands up.)

The Candy Shop

Ask for two volunteers, who just stand there in the candy shop.

A customer comes in and asks for chocolate covered cherries. Sorry, no chocolate covered cherries. Peanut
brittle? Sorry, just sold our last peanut brittle. Toffee. You must have toffee. Um, well, not today. Licorice? Fresh
out of licorice.

Well, what do you have? "Well, all we've got are these two suckers."

-- Thanks to Bob Jenkins

The Candy Store

This one can be really hammed up and included the kid walking up in a dance kind of way and the old
storekeeper, being old, very laboriously climbing up a ladder, getting the candy jar, coming down, counting out the
candies, and so on.

Cast: Old storekeeper, very young kid (4 years old)

Setting: A Candy Store

Kid: (Kid walks up to storekeeper and asks) | want five of those penny candies way up at the top.
Storekeeper: You mean those penny candies, way, way, waaaaaayy up top?

Kid: Yes, please.

Storekeeper: Sigh! (Kid takes innocent pleasure in watching the storekeeper go up.)

Storekeeper climbs up and get him five candies, and receives the five cents.

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

Storekeeper: Oh! | see that kid coming. | know what he's coming to get, so I'll climb up now to get the
candies before he comes in and have it ready for him. (Kid walks in.) | 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.) Now, sonny, what would you like today?

Kid: 1would like three of those penny candies way up at the top!

Candy Store
The leader gives instructions for playing candy store. He asks that one person take a long string and hold on
and then adds others until there is a long line of people holding onto the string. Then the leader explains that this
is a candy store because there are some suckers hanging on the line.
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Candy Store (variation)

A candy store owner enters carrying a long pole. He asks two members of the audience to hold the pole,
draping a blanket or sheet over it, explaining that this is the candy store. One by one customers come in asking
for different types of candy, to each, the owner replies that he doesn't have any. Finally, a customer asks what he
does have. The owner states he doesn't have any candy left except for these two suckers on a stick, pulling the
blanket away at the same time.

Chewing Gum

You will need: 5 Cub Scouts, props should include a lamppost, park bench, tree.

Scene: Park area, Cub Scouts walk on one at a time. This is a pantomime skit and is great to use with
younger Cub Scouts and shy boys.

One CUB walks on stage chewing imaginary gum (use exaggerated motions- chewing, blowing bubbles,
pulling gum out of mouth, putting it back in), leans against lamppost for a bit, takes gum out of his mouth and
sticks it to the lamppost. He then walks off stage. Second CUB comes on stage, leans against lamppost, feels
gum stick, pulls the gum off and sticks gum to bench. Second CUB exits. Third CUB enters and sits on bench.
Notice gum, pulls it off himself and throws it to the ground. Fourth CUB walks on stage, steps in gum, removes
gum from shoe and sticks it to tree. Exits. Fifth CUB enters, leans against tree and finds gum. Removes gum
from tree and sticks it on the lamppost. First CUB enters again. Walks up to lamppost, finds gum and sticks it
back in his mouth. Walks off stage chewing gum.

Chin Faces
Performers arrange themselves with their heads hanging upside down over the edge of a table with a sheet or
other drape covering their body with holes cut out exposing their mouth and chin. Place sunglasses just below the
chin in front of the neck for "eyes." The chin becomes the nose, the mouth is the mouth - but upside down, so to
smile you need to actually frown. The "chin face” makes a short silly speech or sings a harmonious song. Several
"chin faces” in a row can form a singing group or mime a recording. Variation: Have the "chin face" be a chicken
instead of a person.

Climb That

Two Scouts meet, and the first scout begins to brag he can climb anything.

Scout 1: "Can you climb that tree’?”

Scout 2 "Sure I've done it lots of times."

Scout 1 "Can you climb the steep hill over there?"

Scout 2 "No sweat, no problem for me."

Scout 1 "How about the Empire State Building?"

Scout 2 "Done it, Did it."

Scout 1 "How about Mount Everest?"

Scout 2 "Boy that was | cold day, I've done that too. | told you | am the world's greatest climber, | can climb
anything!”

Scout 1 "I'l bet you ten bucks | can show you something that you can't climb.”

Scout 2 "Your on!"

Scout 1 pulls out a flashlight and shine the beam up into the sky "all right climb thatt"

Scout 2 "Are you crazy? No Way!"

Scout 1 "l knew you would back out, now pay up!"

Scout 2 "I won't pay because its not fair. | know you, I'd start climbing and I'd get half way and you'd turn the
flashlight off!"
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The Compass
Props: A good compass and a map

Announcer: In this scene, we see a Scoutmaster teaching a Patrol about maps and compass.

Scoutmaster: Now feliows, if you take a bearing from the map this way you can now stand up and, keeping
the compass away from your belt buckle, walk along the bearing until you reach your destination. John, you try
that.

John . (Does as instructed, exits, re-enters)

Scoutmaster: (Standing) In the same way you can take a bearing on a distant object, and use that to find
where you are on the map. Now, each of you take a bearing on that big tree on the hill top.

Other boys : (Do as instructed, passing compass around, making suitable comments.)

Scoutmaster: (After a few moments) All right, let's all gather around. That wraps up tonight's compass
lesson. There is just one more important point ! Never, never buy a TATES compass.

Tom - Scouter, why should we never buy a TATES compass ?

Scoutmaster: You know the old saying: "He who has a TATES is lost!"

The Cogfaining Monk

"1 ¥ thiNgne off of my Part Il Scouts. The Tjifinersqd a wonderful job of it and jif the bles§g just before the
monidlfays his \yo words, the Abbot would say jh the { ical chant tune, "My fathgll plays Dornfgoes better than
your lhther does\" which was of course hitariod. HavingRby pure coincidence, a flhonk suit witlyme at the fime,
my fibtrol did a s the following night ("Whatjihe heck wRs that!") that incorporgged a monk th8 chanted, "My
fath@ plays DomirRes better than those two @ys from lasRnight..." It of course frought the holge down. Too
bad@ur punch line Mgt only was nowhere near, ood enough Rline to follow up but s also screwedgp. " Author

ast: Monk, AbtRt, narrator
Bcene: Abbot's ofice

Narrator: This skifis about the monks J a monastery wip are only alloweg§ to speak two worde every ten
ydlirs. Our friendly monQis about to come inflind say his two wdqds, after ten longiyears of silence.

Abbot: (Chants som§ blessing, then,) Ygs, my son, what ddgyou wish to say

Monk: Bad food!

Narrator: Well, ten ydrs have gone bylfand of course our fr ndly monk's tifle has come again to sq his two

ords. He of course is nofquite as young # he used to be, and Walks a touch njpre slowly.

Abbot: (Chants some Qessing, then,) i¥es, my son, what do ¥u wish to sa

Monk: Uncomfortable ed!

Narrator: Well, yet anofper ten yearsjlave gone by, and of colgse our friengly monk's time has come &gain to
say his two words. He is redqly oid at thig hoint, having been at the fqonastery f@ thirty, long, devoted years.

Abbot: (Chants some bissing, therflh Yes, my son, what do youRish to s3#?

Monk: | quit!

Abbot: I'm not surprised!

AFcen here for thirty years and all ywe®done is complain!

Contagious Disease Ward

The scene takes place in the waiting room of a doctor of contagious and communicable diseases, Dr.
Ringworm, M.D., L.S.D,, V.LP,, L.C.B. Have four chairs and a stand for magazines or books. In walks a fellow (a)
with an itch which he scratches periodically in different places. He grabs a magazine and attempts to read but is
disturbs periodically by his itch. After a while , a second fellow (B) comes in with a serious hand twitch. B sits next
to A. B gradually starts to scratch with the itch, while A's hand starts to twitch. When it has been well established
that they have contracted each others' disease, a third person enters with a serious leg twitch. Pretty soon all
three have the hand twitch, leg twitch, and itch all over. a fourth guy comes in bouncing all over the place and
shaking every muscle in his body. The actions of the four guys become more frantic and are bouncing around in
their chairs. Then a boy dressed like a pregnant lady strolls in casually and the other four scramble for their lives.
If possible or desired have some jazz music playing in the background for the scouts with the diseases to keep the
beat to.
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Court Case

Second person walks in with a suitcase. First person already on stage asks where he is going and the first
person's reply is that he is going to court. A little while later he comes in with the case and also a ladder. This
time he says that he taking his case to a higher court.

Crazy Charlie

The scene is set up so that Crazy Charlie is portrayed as being in a mental institution. It's dinner time and
before he can ask for anyone to pass the meat, someone calls out 37 and the room bursts into laughter. Moments
later 57 is called out and more laughter results. Crazy Charlie asks the guy next to him what is going on. He is
told that everyone knows each others jokes so well that they have numbered the jokes.

After a while Charlie decides to give it a trial and call 52, but no one laughs; there is complete silence. Charlie
asks his friend what is wrong. He friend tells him not to worry that there isn't anything wrong, some people can tell
jokes and some people can't.

Cub Cookout

Characters: Several Cubs around fake campfire pretending to cook hot dogs on sticks. Two Cubs dressed as
mosquitoes--antennae, wings etc.

Setting: Boys around fire keep slapping as if they are being attacked by mosquitoes throughout the skit. As
the scene opens, the two mosquitoes enter the stage and continue walking randomly around the boys as they
deliver their lines.

Mosquito #1: Hey, 1 got a good one! Which sport do we mosquitoes like best?
Mosquito #2: Easy! Skin diving. Say, did you hear what the Cub Scout said to the mosquito.

Mosquito #1: No, what?
Mosquito #2: Don't bug me!

Mosquito #1: Are you related to any of the bugs around here?
Mosquito #2: Sure. My ant.

Mosquito #1: Did you hear what the mother grasshopper said to her children?
Mosguito #2: No -- tell me.
Mosquito #1: Hop to it!

Cub #1: These mosquitoes are awful! Lucky | brought the insect repellent. (Pretends to spray air.)
(Mosquitoes exit quickly -- choking and gagging.)

Cub #2: (To cub #1) Say, what has 18 feet, red eyes, and long claws.
Cub #1: 1 don't know.
Cub #2: Neither do |, but it's crawling up your neck.

(All boys run screaming from stage.)

Cub Olympics

Characters: TV reporter, 4 Cub athletes getting ready for the Cub Olympics.

Props: Frisbee for discuss, pile for javelin, bag of cookies, toothbrush and basin of water on stand, fake mike
for reporter (can be dressed in suit jacket and have ID for his station on his lapel in large letters)

TV reporter: We're here today to interview the athietes at Pack as they prepare for the challenge of this
years Cub Olympics. As you can imagine, it takes months of training and hard work to get these athletes ready to
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compete. Let's see how they are preparing themselves for the big competition. (turns to Cub #1 with microphone)
Tell me, how are you getting ready for your event in the Olympics?
Cub #1: I'm practicing my throw for the discus event. (demonstrates how to throw discus using Frisbee)

TV reporter: Great form! (turns to Cub #2) and you -- can you tell us how you are preparing to compete?
Cub #2: I'm polishing my javelin for the javelin throw (polishes pole with a rag.)

TV reporter: Good luck! (turns to Cub #3) What are you doing today?
Cub #3: I'm practicing for the standing broad jump. (does a couple of practice jumps)

TV reporter: Fine! (turns to Cub #4) And what are you doing to train for the Olympics?
Cub #4: I'm brushing my teeth! (uses basin of water and toothbrush --pretends to brush teeth)

TV reporter: Brushing your teeth! What Olympic event could you possibly be training for?
Cub #4: I'm training for the International Olympic Cookie - Eating event! (pulls out bag of cookies and stuffs
some in his mouth.)

Cub Scout Socks

Characters: Den leader, 3 Cub Scouts

Props: A pile of socks on a table. Den leader sits behind table.

Den leader: Boys, I'm pleased to announce that our new Cub Scout socks have arrived! Please step up for
your supply of clean socks.

Cub #1: | need four pair.

Den leader: What do you need 4 pair for?

Cub #1: 1 need them for Monday, Wednesday, Friday, and Sunday.

Den leader: O.K. Here are your socks. Next please.

Cub #2: | need seven pair.

Den leader: What do you need seven pair for?

Cub #2: For Sunday, Monday, Tuesday, Wednesday, Thursday, Friday, and Saturday.

Den leader: O.K. here are your socks.

Cub #3: | need 12 pairs.

Den leader: Wow, you must really be a clean guy! So why do you need 12

pair?
Cub #3: Well, there's January, February, March, April...etc.
CWb Shop
Cagll 4 Shop\ers, Storekeeper, Kid (i derweaRyor nightgown), full uniform
Set@ihg: Store

#1M'd like to buyhe Cub Shirt.

St@ekeeper: Su One moment, plfase. (You healihe kid struggling witjlifithe keeper in the Background --
"No, y@ll can't have it!"Q(Comes back wiflla shirt.)

#78 I'd like to buy t@ accessories to flie Cub Uniform.

Sflfrekeeper: SureOne moment, flease. (You hear tRe kid struggling the keeper in the b&ckground --
"No, Jilu can't have therfl") (Comes bagK with accessories.)

A |'d like to buy th@bants to go the Cub Uniform.

orekeeper: Sure. ne momenifliblease. (You hear th@kid struggling fith the keeper in the badgground --

"Ngliffou can't have them@® (Comes hilick with pants.)

H4: 1'd like to buy the fight kind gfiéhoes for the Cub Unifor

Storekeeper: Sure. (e mo t, please. (You hear the K strugglig with the keeper in the background --
“Mb, you can't have them!")§CopdE back with shoes.)

Kid: (Comes running out in Underwear/swim suit) How am | subsagd to go to Cubs without my unifoign”

The MacScouter's Big Book of Skits -19 -- January 1997



Director: Okay, people! Remember what | said about the language! Action!

Clapperman: Scene 5, Take 1!

Worker 1: (Eating lunch with #2) You know, Gerry, the wife is always nagging me for some more money.
And | just don't have it.

Gerry: | know what you mean. The (DARN) kids are always ...

Director: Cut! What did | say about the language? You know the rules ... soap in the mouth. (Pantomime
director washing out Gerry's mouth with soap.) Okay, let's try that one again. And watch the language!

Continues the same way, but each time something happens where a different person says "Darn" --
clapperman gets fingers caught in clapper (don't do the whole scene over again, of course,) cameraman trips
while filming, light person drops light, #1 says "the darn wife ..." Finally, the director is about to start the scene
again when he looks at his watch.

Director: Oh darn. Look at the time ...

Cast & Crew: Cut! You know the rules ... (Pantomime washing out mouth with soap)

Dancing Knee Dolls
Paint faces on the knees of the performers. Use dresses (or pants and shirt) to dress the legs as dolls with
the arms bulging out. The clothes can be made out of crepe paper, cioth, or real clothing. Cover the upper legs
and body with a sheet. Direct a flashlight (spot) onto each knee.

The Fan¥yerous Tent

THE TENT! {Beats up little guy§)
it's no use. (He gts up his sleepifg bag under the gtars.)
rcycle noises &fome in.) Hal Hal Let's beat up tiis guy! (They beat u

Next morning,

s came here and beat m
took the tent. Be a man.

#2. Hey! Last night
#1: You're just jealous th

The next night and morning, the same routine occurs, with the little guy complaining even more. Finally, the
big guy lets the little guy have the tent, with much ado about him being a wimp. That night,

Bikers: (Make motorcycle noises & come in.) You know, | think we've beat up on the guy outside enough the
past two nights. Let's beat up the guy inside the tent tonight!

The Dead Body

Number of Participants: 2

Scene: One person lying on the ground, dead. Another sees him and runs for the telephone and, panicking,
gasps: "Police, there's a dead person here... Where ? .... Uh, (looking for a sign), "I'm at Montgomery and
Westchester... Spell it 7... Uh, M-o-t-n... Uh, M-o-t-g,." (confused), "Just a minute, Il drag him over to King and
Elm I"

The Den Mother's Bouquet
Characters: Six Cub Scouts in summer uniform or Cub Scout T-shirts.
Scene: A nature walk.

Props: Cub - fashioned bouquet, with strands of ivy.

Cub 1: Gee, Fellas. | don't think Mrs. Brown's having a very good time.

Cub 2: Well, you didn't help things much, giving her that garter shake.

Cub 3: | was just trying to help her collect stuff for our nature display at pack meeting.
Cub 4: Yeah...and you heard what she said! "Nothin' ever again, that moves by itself.”
Cub 3: So...now | know better!

Cub 5: Don't worry about a thing, you guys. I'm gonna fix everything.

Cub 6: Yeah? How?
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Cub 5: Well, you know how nutty women are about flowers? So, | picked her this neat bunch of flowers...(he
holds up bouquet, with trailing strands of ivy)... See?

Cub 6: Oh no... (wails). We'll never get to go on another hike!

Cub 5: How come?

Cub 6: Cause...that's poison ivy!!

Did You Rave V-8?
Cafff Wgakling, three or four Thugs, Old Laglf, Directd§, Cameraman
Sqlling: S\eet Corner Set in a Studio

eakling: My there. I'm advertising the lreat effects Yis wonderful vegetable gibcktail, V-8, Nas on your
stamfla. You, Sir\(To a tough looking thug.) Jfid you have y&ur V-8 today?
ug: Duh, no§ Real men don't drink V-8
eakling: Sure§hey do. Watch! (He begls up thug.) Seef |had my V-8 today!
ou Sirl Did youlave your V-8 today?
hug 2: (Has crofbar) No, | don't need
eakling: Sure yol do. (He beats up tiflhg.) You can tell | dp! And you Sir! Did gou have your V-8 todqy?
Thug 3: Ask me agRin and I'll beat you gip.
Weakling: Heh, hef§ Did you have ydlr V-8 today? (Thuggries to beat him uf, but weakling takes caje of
I no problem.) So youfgee, having your -8 is great for you.

An old lady walks in; wakling looks fluzzled, whispers to direcipr saying he hagh't heard about an old lady§n
he script; director says to gQon and asjgher anyway.

Weakling: Excuse me, MQam. J you have your V-8 today?
Old lady: As a matter of fa fing man, | did -- and /'l prove it! (Xge beajghim up.)

Dinner Special
Characters: two customers, waiter. Let actors develop actions and dialogue from the situation
Props: table with tablecloth, candles, menus, etc. Most important - a storybook
Two customers enter a fancy seafood restaurant, study the menus, etc. Waiter arrives to take orders
One customer orders shrimp, the second says, "I'd like a lobster tail, please.”
Waiter says appropriate things, goes away, returns with a storybook, sits down near customer two but face
audience and begins to read; "Once upon a time, there was a little lobster...."

Doctor! Doctor!
The secret to success with this series of quickies is to keep them moving along. You can have one doctor and
different patients, but it may add greater rush and flurry if a different doctor and patient fly in and out for each
quickie.

Pat: Doctor! Doctor! | feel like a set of drapes.
Doc: Pull yourself together!

Pat: Doctor! Doctor! Am | going to die?

Doc: That's the last thing you'll do.

Pat: Doctor! Doctor! Everyone keeps ignoring me.
Doc: Next!

Pat: Doctor! Doctor! My back feels like a deck of cards!
Doc: I'l deal with you later.

Pat: Doctor! Doctor! What's wrong with me?

Doc: Have you had this before?

Pat: Yes.

Doc: Well, you've got it again!

Doc: You'll live to be 80.

Pat: | am 80.

Doc: See!

Pat: Doctor! Doctor! I've got insomnia.

Doc: Don't lose any sleep over it!

The MacScouter's Big Book of Skits -21 - January 1997



Pat: Doctor! Doctor! My friend's doctor told him he had appendicitis and, two weeks later, my friend died of
heart failure.
Doc: Don't worry. If | tell you you've got appendicitis, you'll die from appendicitis!

Doctor's Office
First patient comes in hiccuping and asks to see the doctor. The second patient comes in cross-eyed, with a
silly look on his face. The third person can't control his muscles and is all jittery. They are all asked to sit down.
The first person is asked to go in. There is a real commotion and the patient comes out fine. The same thing
happens to the second and third patients. The nurse tells the doctor it is time to go home. The doctor emerges
with the symptoms of all his patients and goes offstage.

Doggie Doctor
A person comes to a psychologist and says that he needs help, he thinks that he is a dog, holding up his
hands like a dog begging. Through out the skit the person acting like a dog, does dog-like things, like scratching
behind his ear, whining, etc. Doctor asks how long he has had this problem. Ever since he was a puppy is the
reply. The doctor asks if he will lie on the couch but the person says that he can't since he can't get on the
furniture. Doctor's advice is to make sure that he gets all his shots and don't go chasing any cars.

The Dumb Actors

" once directed this skit and, having prepared it with the kids a few weeks prior to the actual campfire (and the
kids being from another group), I'd forgotten that | had to arrange for their brooms. So in the middle of the skit, |
remembered about the brooms and quickly ran into the camp kitchen to get the brooms!

"t seems to me that this one perhaps could use a little "setting the scene" -- perhaps start off with the "actors "
standing around on break, and the Director calling them in, saying that they'd had enough time already. On that
note, | once participated in the presentation of this skit. | was a fifth cleaner who was sort of on break, sort of
working. | had a coffee cup, a broom, some towels, etc. | would go up and clean the camera, sweep around the
son who was lying on the ground, occasionally try to interrupt, but not quite manage to, efc. After a verbatim
presentation as follows, | added in, "Yeah guys, let's get back to work!"

"Otherwise known as "At the Movies" from the Leader Magazine -- text from the Best of the Leader Magazine
Cut Out Pages." Author

Cast: Director, Others in a Studio (Clapper Board, Lighting Men), Mother, Son, Doctor, Undertaker, brooms
for the actors

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 fiims.
Mother is flipping pancakes at the stove when son walks in.

Son: Mom, | don't feel too well. (He collapses)
Mom: (Goes over, looks at son.) Oh, I'd better call the doctor. (Moves to the phone, dials making click, click,
click sounds.) Doctor, come quick. My son's collapsed.
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Doctor: (Enters, checks pulse and breathing.) He's dead. I'd better call the undertaker. (Goes to phone,
dials making dialing sounds like Mom did.)

Undertaker, you'd better come. | have a dead body here.

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

Director: (Jumps up.) Cut! Cut! That was terrible. You had no emotion AT

ALL! Let's do it again. This time, 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
uncontroliably throughout, son dies very dramatically, etc. At the same point as in Take One, the Director yells,
"Cut! Cut!"

Director: That was better, but too fast. Let's try again. This time, 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 the telephone
is dialed it goes click ... 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!

This time the actors do the scene so quickly that the son throws himseif to the ground, the doctor is there
before Mom can hang up, and so on.

Director: (At the same place) Cut! That was absolutely terrible! Actors? Do you call yourselves actors!!?7?
Cast: Actors? Who said anything about actors? We're the cleaners! (All pickup brooms and exit.)

Easter Bunny
The Easter Bunny is out delivering his eggs and the police arrest him for breaking and entering a house. The
police don't believe that he is the Easter Bunny, but finally decide to believe him and let him go. He decides to
finish delivering and tries to enter another house where an old lady or man accuses him of stealing. The Bunny
says, "Oh no, not again!" and is run off the stage by the old lady swinging a stick or umbrella.

The Echo

The club leader announces during the singing that he has noticed an echo in the room and he is going to try it
out (also could be on a hike overiooking a canyon). The foliowing is a dialogue between the leader and the echo -
a person out of the room or out of sight.

Leader: Hello

Echo: Hello

Leader: Cheese

Echo: Cheese

Leader: Bologna

Echo: (silence)

Leader: (to group) It must not be working now. [l try again. (to echo) This leader is great.
Echo: Bologna

ill and
dyi then
thel@cho effect He

cogEnues, i i beginning to pani
i is Mead!”. But this time
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