HOW TO PLAN A NIGHT AT GUIDES

Sooner or later in your Guiding career, you’ll find yourself – either alone, with a friend or with your Patrol – planning a night. Sometimes this is your idea. Sometimes you get roped into it when your best friend decides ‘Hey, that sounds like fun.’ Sometimes you’ll simply be told by a leader ‘You girls will be planning a night this term. Get to work!’

So how do you go about doing it? How do you make your night fun, interesting and easy to run? A good start is to follow these steps....

1) Decide what you’re going to do. In other words, pick a ‘theme’ for your night.
· If you’re stuck for ideas, check out the Ideas List on the back of this page.

· If there have been five Teddy Bears Picnics already this year, pick something different!

· Pick something that everyone will be interested in, not just one or two people. For example, if two Guides are soccer fanatics but everyone else hates the game, a soccer night might not be the best choice to make.

2) Brainstorm possible activities.

· Remember that you will usually be on a limited budget, so don’t plan for really expensive activities without consulting a leader first.

· Keep in mind where the night will be held when you’re planning it. For example, you can’t go horse-riding in the hall! If you desperately want to plan an activity that can’t be done at the normal meeting place, talk to a leader to see if it’s possible.

· If there’s something you’d like to include – eg, putting up a flag pole – but don’t know how to do yourself, you can arrange for someone else to help with that part of the night. Likewise, if your Mum or Dad or Aunt or Uncle knows how to do something interesting (eg, a fun craft), you can invite them along for all or part of the night. Just be sure to tell the leaders about this so they know what to expect!

· Some games can be adapted to just about any theme. For example, relay races, hangman, celebrity head, etc.

3) Decide specifically which activities you will do (brainstorming often results in too many things to fit in two hours) and put them in order (eg, first we’ll play Tag, then we’ll.....).

· Try to include a mixture of activities. For example, you could include a couple of running games as well as quieter, sitting-down activities so that people don’t get bored. Similarly, it’s often a good idea to explore a few different parts of your theme rather than focusing on one for too long. For example, if you’re doing a Guiding history night, spending two whole hours focusing on old-fashioned uniforms might get a bit boring!

· Keep an eye on time. You will usually only have two hours to fill, so make sure you’re not likely to go over that. Likewise, make sure that on the night you won’t find yourself finished in half an hour, with no idea of what to do until the end of the meeting! If in doubt about how long an activity will take, ask someone who’s done it before, or a leader.

4) Decide who is going to do what. This is includes both on the night (eg, running a campfire) and before the night (eg, choosing the songs). Make sure everyone has something to do – it’s not fair if one person has to do all the work.

5) Decide who is going to bring everything you will need (song sheets, prizes, CD player, ball, etc, etc). If you need other people/patrols to bring things (eg, a plate of food), you need to tell them AT LEAST a week in advance.

6) Plan to have a couple of emergency back-up games or activities, in case something goes wrong or an activity doesn’t take as long as you expected. Make sure these are quick and easy to organise, and don’t need a lot of equipment. Some ideas might be Fruit Salad, Mafia, Dead Fish, Bang, Heads and Tails, Duck Duck Goose, Hide the Thimble, etc.

7) On the night itself, stay relaxed and have fun! 

IDEAS

· Make up a murder mystery, have everyone come dressed up as detectives or characters, and see who can be first to solve the puzzle.
· Pick a country – Thailand, Brazil, America, France...whatever takes your fancy! – and find out foods, games, national anthem, myths and legends, etc.
· Camp skills – make bedrolls, cook a simple meal on a gas stove, learn knots, make gadgets, sing campfire songs.
· Red Faces – get the whole unit involved in making up skits, etc, and give out a prize for the funniest.
· Run your own campfire.
· Guiding history – dress up in old-fashioned Guiding uniforms, learn about BP, try some of the activities in Scouting For Boys or early guide handbooks.
· Have a craft night. (Make sure you have enough stuff to keep everyone busy for two hours).
· Dance & Music Night – dance competitions, have everyone bring in their absolute favourite song for the unit to listen to, play musical chairs, make musical instruments, learn a line dance.
· Set up stations around the room and have a Round Robin of board games.

· Invite a visitor to teach the unit something – self defence, origami, belly dancing, yoga, etc.

· Death by Chocolate (or strawberries or apples or whatever you like – just make sure it’s something with lots of possible recipes!)

· Bring-A-Friend Night – each person invites a friend, play games, bring a plate of food.

· Movies Night – arrange to borrow a VCR and TV, bring videos, make popcorn, eat Jaffas.

· Trivia Night – mix up sheets of questions with other activities, work in teams, best score gets a prize. Either pick a theme (eg, Guiding Trivia, Warner Brothers Trivia, etc) or stick to general trivia, which includes a bit of everything.

· Getting-To-Know-You Night – find out how much you know about other unit members, quizzes, games, signature bingo, etc. Ask questions ranging from ‘what is your middle name?’ to ‘if you could be a piece of furniture, what would you be?’

· Run a Guides Own.

· Run a wide game.

· Run a quiz show – set up the hall as if you were playing Sale of the Century or So You Want To Be A Millionaire, work out questions, pick contestants.

· Present a court case – a leader as the judge, junior leaders and guides as the jury, everyone else as witnesses, defendants, lawyers, etc.

· Do a play.

· Cook something – spaghetti, a cake, milkshakes, biscuits, macaroni cheese, muffins.

· Have a pizza night – eat pizza for tea, play ‘pin the pineapple on the pizza’, unjumble the names of pizza toppings, adapt games to suit a pizza theme.

· Pick a theme and find games, songs, crafts, etc, to suit it. Some possible themes include:

	Halloween
	Looney Tunes
	Aliens
	Monsters

	Shrek
	Texan
	Horses
	Scooby Doo

	Garfield
	Medieval
	Jungle
	Oceans

	Vampires
	Robin Hood
	Fairy Tales
	Country & Western

	Aboriginal
	Computers
	Space
	The Environment

	Dogs
	Cats
	Birds
	Sports

	National Parks
	Cartoons
	Arabian Nights
	Friends

	Fruit
	Cars
	Bicycles
	King Arthur

	Bushrangers
	Ned Kelly
	Aladdin
	Men In Black

	Indiana Jones
	Jamaican
	Bob The Builder
	Wheels

	Families
	The Circus
	The Zoo
	Dragons

	Nursery Rhymes
	Ancient Egypt
	Explorers
	Clouds

	Frogs
	Reptiles
	Pirates
	Fairies

	Colours
	Irish
	Stars
	Rainbows


