WOLF ELECTIVE ADVENTURE: CODE OF THE WOLF
Additional requirement sheets and helps are available from ScouterMom.com.
Complete the following requirements.
1. Complete two of the following:

1A. With the members of your den or family, make a game with simple materials that requires math to keep score.

1B. Play a game of “Go Fish for 10s.”

1C. Do ﬁve activities at home, at school, or in your den that use mathematics, and then explain to your den how you
used everyday math.

1D. Make a rekenrek with two rows, and show your den leader or other adult how you would represent the numbers 4,
6, 9, and 14.

1E. Make a rain gauge or some other measuring device, and use it

2. Complete one of the following:

2A. With other members of your den or family, identify three diﬀerent types of shapes that you see in nature

2B. With other members of your den or family, identify two shapes you can see in the construction of bridges

2C. Select a single shape or ﬁgure. Observe the world around you for at least a week, and write down where you see
this shape or ﬁgure and how it is used.

3. Complete one of the following:

3A. With your den, ﬁnd something that comes with many small, colored items in one package. Count the number of
items of each color in your package. Keep track of each color. Then:

3A-i. Draw a graph showing the number of items of each color

3A-ii. Determine what the most common color is.

3A-iii. Compare your results to those of the other Scouts

3A-iv. Predict how many items of each color you will ﬁnd in one more package.

3A-v. Decide if your prediction was close

3B. With your den or family, measure the height of everyone in the group and see who takes more steps to walk 100
feet.

3C. Have each member of your den shoot a basketball. Count the number of shots it takes for each Scout to sink ﬁve
baskets. Make a graph that shows how successful your den was. Your graph should show each group that needed 5,
6–10, 11–15, 16–20, and more than 20 tries to sink their shots.

4. Complete one of the following:

4A. Use a secret code using numbers to send a message to one of your den members or your den leader. Have that
person send a message back to you. Be sure you both use the same code

4B. Send a message to another member of your den or your den leader using the pig pen code or another code that
changes letters into special shapes.

4C. Practice using a code stick to create and decode a message.

