Leadership Activities for Guides 10+

Before beginning, I talked to the girls about how they should go about the activities – read the instructions, get your equipment, get everyone’s attention with a raised hand, big voice etc.  I also asked that everyone be respectful to the girl doing the activity, and to listen and cooperate, as how would they like it if no-one listened to them etc …

I also asked everyone to try really hard, and make sure they made it a challenge – if their activity was too easy, to ask for a harder one, if it was too hard, to give it a go anyway.

The girls were allowed to swap their activity once, if they really thought it wasn’t for them.  (Some actually looked at their new activity and decided to keep the old one!)

After the activities, I handed out an evaluation form, which is at the end of this document.  Unfortunately, I only received a few back – but most of the girls said they enjoyed the activities and would definitely or maybe like to do it again.  Many said they were nervous when it was their turn to do the activity.  None of them showed it though!

1. Master of Ceremonies

As Master of Ceremonies, it’s your job to announce each activity in order, and to ensure that the activities don’t go over their allotted time.

2. Opening Parade

You get to be the leader and stand out the front.  You should do the following things.

1. Put up your hand for silence

2. Patrol Leaders fall in

3. Unit, to the rear of your Patrol Leader fall in

4. Now you should do the uniform check - your choice of item, but be fair

5. Unit, Forward turn

6. Unit into horseshoe formation Quick march

7. When they are in the semblance of a horseshoe, call Unit Halt

8. Unit, Attention

9. Colour Party carry on

10. As the flag is being placed, call Unit Salute

11. When the colour party has finished, call Unit, Fall Out

3. Opening Colours

Carry the flag and organise two escorts to help you do opening colours.  The commands are as follows:

1. Colour party forward march (decide beforehand which foot you will start with)

2. Colour party halt

3. [now you will place the flag in the holder]

4. Colour party salute the flag

5. Colour party about turn (decide beforehand which way you will turn)

6. Repeat steps 1, 2 and 5

4. Peace Tug

Equipment: Strong rope long enough to make a circle everyone can hang on to with no spaces between.

Position: In a circle

The leaders asks the others to stand in a circle holding the rope.  On “down”, everyone sits slowly on the floor.  On “up” everyone pulls on the rope and stands up.

Time: 2 minutes

5. Birthdays

Rules: There must be no talking at all

The leader is to get the other girls to line up in order of age including day, month and year.  Only the leader may talk.

When the girls think they have got it right, check whether they are correct.

6. Pairs Sit

The leader tells the girls to find a partner of about equal height.  They sit back to back with their legs out in front and hands clasped.  They must try to stand up keeping their backs together and without unclasping their hands.

Time limit: 4 minutes

7. Circle Story

Position: Form a circle

The leader get the others to sit in a circle.  The leader says the first line of a story and going in a clockwise direction, the others add a line to the story.  The story can be funny, true, a fairy story and so on, eg ‘Once upon a time in the Forest of Freddo there lived...’

Time Limit: twice around the circle

8. Dead Soldiers

Equipment: Nil

Rules: All to participate.  If a player is out she becomes a spotter

Everyone except the leader lies on their backs on the floor and plays dead.  The leader walks around trying to spot anyonewho moves, laughs etc.  If she sees movement, she calls out the names of the girls who must then get up and help spot movement.  The last ‘dead’ person wins.

9. Stone age football

Equipment: A piece of chalk

Go to the Scout end of the hall, and form everyone into two teams.

Designate an area on the wall at each end to be used for scoring.  Scoring is by making a mark  on the wall with the chalk.  You can make up other rules if you like.

10. 
Brain storm

Equipment:  A safety pin, pen and paper for each Patrol

Rules: All to participate

Brainstorming is thinking of and writing down ideas about a topic, no matter how useful or useless the idea seems to be.  The leader says ‘go’ and patrols brainstorm as many uses for a safety pin a they can think of.  The leader stops the activity after a set period (2-3 minutes).  Quickly share the ideas from each Patrol.

If you wish, you may use something other than a safety pin.

11. Balloon Taps

Equipment: One balloon per group

Rules: Balloons must not touch the ground.  Fingertips only may be used. One tap is one point.

Position: Each group in a tight circle.

Make equal circles with 5 to 10 people in each circle.  On ‘go’ they tap the balloon into the air, counting each tap.  When the first balloon is dropped, scores are checked and the highest number wins.  Groups should aim to reach at least 50.

12. Baby Austin

Line up at one end of the hall in equal teams.  Place a chair at the other end facing each team.

Each person in the team is given the name of a car, for example, the first person in every team is called “Holden”.  The last person is always called “Baby Austin”.  The leader then calls out a car, and that person must run around the chair, around the back of their team and back to their position.  The first person back gets a point for their team.

When “Baby Austin” is called, the whole team must stand with their legs apart, and Baby Austin crawls through, runs around the chair, and back to her place.

Time Limit: 5 minutes

13. Word Memory

Leader writes out 25 words all beginning with the same letter before hand.

Arrange everyone into Patrols, with a pen and paper.  Read out the words, then give Patrols 3 mnutes to write down as many words as they can remember.  Check the lists afterwards.

14. Hockey

Equipment: Two newspaper batons and a small ball or ‘puck’

Line up everyone into two teams and number them off from alternate ends.

Lay the batons and the ball in the centre of the two lines.  Designate each end of the hall as the goal for each team.

The leader calls a number, and those two girls run in, grab a baton, and try to hit the ball into their goal.

The leader scores.

Time limit: one turn each

15. Ears

Position: Sitting in a circle

The leader point to someone in the circle, who must cover both ears with her hands.  The two people on either side must cover their closest ear.  The person in the centre then points to someone else, and so on.  Anyone who is too slow, or covers the wrong ear is declared ‘out’ by the leader and must sit out of the circle and help spot errors.

Time: 5 minutes

16. Soccer

Equipment: A flat ball, a whistle and chairs for the goals

Set up the chairs at either end of the hall, and organise everyone into two teams.  The leader should ensure that the game is fair, and should keep score.

Time Limit: 5 minutes

17. Knot Relay

Equipment: Several pieces of string and a timber rod per Patrol

Patrols in teams at one end of the hall.

String etc on chair at other end.  Each Patrol member runs up and ties a knot in the string.  Points are scored as follows.

First Patrol finished: 3 points

Second finished: 2 points

Third finished: 1 point

Reef knot: 1 point

Clove hitch: 2 points

Sheetbend, bowline: 3 points

Others: at the leader’s discretion

Note: the knots must be correct!

18. Chair Rounders

Position: Sitting on chairs in a close circle

One person is selected to be in.  She stand in the middle of the circle.  Anyone seated to the left of a vacant chair must sit in it before the middle person does.  The vacant chair thus moves around the circle as everyone moves up.  The leader may call a change of direction at any time.  Also, more than one person may be in the middle.  If the person in the middle successfully sits down, the girl who was meant to move into the chair is in.

19. Steal the Keys

Equipment: keys, a blindfold and a chair

Rules: Silence reigns

One person sits on a chair in the centre of the circle, with some keys under the chair.

The leader taps someone on the shoulder, and they must try to steal the keys without making any noise.  If the centre person hears a noise, she should point in the direction of it.  The leader must decide if anyone is out.  More than one person may go at once.

Time Limit: one try each

20. Closing Colours

Carry the flag and organise two escorts to help you do closing colours.  The commands are as follows:

1. Colour party forward march (decide beforehand which foot you will start with)

2. Colour party halt

3. Colour party salute the flag

4. [now you will remove the flag in the holder]

5. Colour party about turn (decide beforehand which way you will turn)

6. Repeat steps 1, 2 and 5

Some Quick Questions....

Did you enjoy these activities?

Which activity did you like best?

Which activity did you like least?

How did you feel when it was your turn to run an activity?

Do you think you ran your activity successfully?

Do you think everyone else ran their activities successfully?

How did you feel if someone else mucked up their activity?

Would you like to do this sort of thing again?
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