[image: image1.wmf][image: image2.wmf] 

[image: image1.wmf]

Start by ‘blacking out’ the windows.

Know Your Neighbour

· torch
One player is designated to be IT. He takes his place in the centre of the players, sitting in a circle in the dark. IT suddenly flashes his flashlight on one of the players and asks "Who are your next door neighbours?" And then he flashes the light on the nearby neighbours.  If the player who was asked the question, can't name both neighbours correctly, he becomes IT. If he does name them correctly, IT asks him "How is So and So?", naming either of the players. If the reply is "OK", the players remain seated, but if the answer is "Not so good", all players must change seats. While everyone is shifting IT tries to get a seat. If he succeeds the one without a spot then becomes IT.

Note: Until everyone is sure of the names, IT must give them time to learn the names of their neighbours before they shift.

Find the North

· Staff each

With lights on, north is pointed out. Lights are turned out, staffs issued, & Scouts spread around the room in space. On command ‘North’ Scouts lay down their staff on the ground pointing to what he considers the exact north (or south), without using any instrument, and retires six paces to the rear. The umpire then compares each stick with the compass. The boy who is most correct wins. This is a useful game to play at night, or on sunless days as well as sunny days.

Test Your Senses

· 3 ‘see’ objects

· 3 ‘touch’ objects

· 3 tastes

· 3 smells

· 3 sounds

Players sit around in a circle so that objects may be easily passed in the dark from player to player.

When explaining the game, the leader should try and create an air of mystery, a ritual-like atmosphere, to add to the fun of the game. Get all the players to whisper each sense in the order you want, See, Touch, Taste, Smell, Hear. After they whisper this, the leader says, "Now we'll chant the senses softly until we're sure of their order."

Fifteen mysterious objects are to be passed around the circle in three series each containing five objects, the first of each series is to be identified by Sight, the second Touch, the third Taste, the fourth Smell and the fifth Hearing. The players must maintain absolute silence throughout the game, concentrate and try to remember the names of all 15 objects.

With the lights out, the leader passes the flash light first, next an object to be identified by touch followed by something to be tasted, next by something to be smelled and then something to be heard (an old cow bell?). The leader continues to pass the objects in the established order. After the first series of five objects, start a second series beginning again with a flashlight. The third series is also started with another flashlight.

When all 15 objects have been passed, assign each player a partner and together they must write a list of the 15 objects passed in their exact order. The pair that prepares the best list is declared winner.

Note: Objects for touch: matchbox, button, wool, candle, thimble etc.  This also makes a great Halloween game using the old stand-by's; wet, stuffed rubber glove, cold spaghetti, peeled grape, etc. Objects to smell: sachet powder, herbs and spices such as mint leaves or chilli powder. A small piece of cloth could be soaked in a liquid with a distinctive smell, such as the newer scented shampoos, strawberry, lemon, cucumber etc.
Find The Symbols

· Map flash cards

· 2 ‘Mapgo’ cards per Patrol

Map symbols are placed around HQ. Each Patrol is given a couple of ‘Mapgo’ cards. Have to find the symbols appropriate to their cards.

Orienteering

· Letters on card

· Route card

· Compass bearings of other letters from each letter

· Compass

· torch

· Pen & paper each

Letters are placed around HQ [at head height]. Each Scout starts at a different letter/follows a different route, following the bearings, making a note of each letter stopped at en route.
Basketball

· Torch each

· Ball

· 2 buckets

One bucket is suspended at each end of HQ. Rules as basketball except no moving with ball.

North-South-East-West – Chris & Dolores
· None apart from torch for Leader

Walls are N, S, E, & W. Corners are NE, NW, SE, & SW.

Call compass direction & Scouts have to go to appropriate place. After each call shine torch to see who is in correct place.
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