1.1 Card houses

Equipment: a pack of cards.

· Divide a pack of cards between the whole patrol.

· Each girl tries to build a house with the cards.

· Find out what ways of building work best.

1.2 Charades

Equipment: NA

· The first girl chooses the title of a book, movie, TV show or song to mime for the rest of the patrol, but doesn’t say it out loud.

· She starts by miming which category it is:

· book (reading a book)

· movie (operating a camera)

· TV show (drawing a box in front of you)

· song (pretending to sing into a microphone)

· Then she holds up as many fingers as there are words in the song.

· Then she indicates by holding up her fingers which word she is starting with.

· She then acts out that word.

· Once that has been guessed, she shows her fingers for another word.

· The girl who guesses the complete answer has the next turn.

· Example (Sleeping Beauty):

· Mime a movie camera (the rest of the patrol says “movie”)

· Hold up two fingers (the rest of the patrol says “two words”)

· Hold up one finger (the rest of the patrol says “one word”)

· Mime ‘sleeping’ (the patrol tries to guess, finally one girl calls ‘sleeping’)

· Nod your head to show she is correct.

· Hold up two fingers (the rest of the patrol says “second word”).

· Mime ‘beauty’ (one girl calls out “beauty – Sleeping Beauty”).

· Nod your head and swap places with the girl who got it right.

1.3 Adverbs

Equipment: NA.

· One person in the patrol leaves the hall – she is the “Guesser”.

· The other girls pick an adverb (an adverb is a word that can describe a verb and it usually ends in ‘-ly’ – such as happily, angrily, funnily) and call the “Guesser” back into the hall.

· When the “Guesser” comes back into the hall, she picks an action for the rest of the patrol to perform (such as brushing your teeth).

· The rest of the patrol must act out the action with the adverb they picked (eg. they might be brushing their teeth happily).

· The “Guesser” can ask the patrol to perform 3 actions, and she has 3 guesses as to what the adverb is.

· Swap over.

1.4 Mr Squiggle

Equipment: paper, pens.

· Divide the patrol into pairs.

· One person in each pair draws some squiggles on a piece of paper.

· Then they give the piece of paper to their partner, who has to transfer all the squiggles into a real picture.

· Swap over.

1.5 Coin games

Equipment: a coin each (you should have at least one in your Guide bag).

· Each girl bends her arm so that her hand touches her shoulder.

· Then place a coin on your elbow.

· Straighten your arm quickly and see if you can catch the coin in your hand.

· One girl at a time sees how many coins she can have spinning on the floor at any one time.

1.6 Ha-Ha

Equipment: NA.

· Have one person lie on the floor on their back. 

· The second person puts their head on the first person’s stomach. 

· The third person puts their head on the second person’s stomach.

· This continues until everyone is lying down. 

· The first person says "Ha", the second "Ha Ha" and so on until the everyone has said their correct numbers of Ha's.

· See how many people can say their “ha’s” without laughing too hard.

1.7 I love my dog

Equipment: NA.

· Sit in a circle.

· The first girl uses the letter A – so she says “I love my dog because he is (ANGRY).

· The next girl uses the letter B – “I love my dog because he is (BOUNCY)”

· This continues using all the other letters in the alphabet.

· Once this is completed, start at a different girl and do “I love my mum”.

1.8 Scattergories

Equipment: pens, paper, watch.

· Each girl has a pen and piece of paper.

· The patrol decides on 10 categories to answer (or asks the leader for a list).  Ideas would include: girl’s name, animal, street name, country, president, sport, things in a pencil case.

· Then one girl picks a letter and everyone has 3 minutes to answer all the categories with words starting with that letter.

· After 3 minutes, mark all the answers – you only get a point if you have a word that nobody else has.  

· Pick another letter and start again.

1.9 Spot the difference

Equipment: NA.

· One girl goes out of the hall and changes something about her appearance.

· She then comes back in and everyone else has to try and guess what she changed.

· Ideas:

· Remove an earring

· Turn a badge upside down

· Does her hair a different way

· Swaps her shoes on different feet.

· The girl who guesses correctly is the next to go out of the hall.

1.10 Scissors paper rock

Equipment: NA.

· Split the patrol into two groups.  

· Each group must come up with their own variation of ‘scissors paper rock’ – with different actions and different names (but there must be a logical reason why one of them beats the other).

· Each group takes it in turn to teach it to the other group and plays a “best of 7” round. 

1.11 Word associations

Equipment: NA.

· Sit in a circle.

· The first person says any random word.

· The next person says a word that is somehow linked to the first.

· If they can’t think of a word within 10 seconds they lose 1 life (each person has 3 lives).

· Example:

· Fork

· Spoon 

· Soup...

1.12 Hangman

Equipment: paper, pens.

· Play hangman with Guide words.

· One person (“Writer”) thinks of a word in their head, then draws the number of lines on the page as it has letters.

· Other players take turns guessing a letter.

· If it is correct, the “Writer” writes it in the right spot.

· If it is wrong, the “Writer” writes the letter on the paper (so it doesn’t get guessed twice), and draws a piece of the hangman.

· The person who guesses the word is the next “Writer”.

1.13 Pictionary

Equipment: pens, paper.

· Divide the patrol into pairs.  One girl in each pair begins as the “Drawer” and the other is the “Guesser”.

· The patrol leader starts as a “Drawer” and picks a noun (a thing) – and whispers it to the other “Drawers”.

· On a signal, each “Drawer” starts drawing – trying to make the “Guesser” guess the word.

· Some rules

· No letters are to be used at all.

· No noises or gestures may be used.

· The “Guesser” must guess the exact word.

· Once one “Guesser” has guessed the word, all the “Guessers” become “Drawers”.

· The girl who first guessed it picks a new word for the “Drawers”.

1.14 Drop it

Equipment: two small objects per pair.

· Divide the patrol into pairs – the pairs must be facing each other.

· One partner holds an object in each hand, outstretched at shoulder level, and suddenly drops one of the objects.

· The other person has to catch it before it hits the ground.

· Swap over after there have been 5 successful catches.
1.15 Nursery rhyme mimes

Equipment: NA.

· Each girl picks a nursery rhyme to mime for the rest of the patrol.

· She should mime the whole nursery rhyme, not just the title.

· The rest of the patrol has to try and guess which one it is.

· Suggestions:

· Jack and Jill

· Baa Baa Black Sheep

· Little Miss Muffet

· Incy Wincy Spider

· Hickory Dickory Dock

· Humpty Dumpty

· London Bridge is Falling Down

· Mary Had a Little Lamb

· Old Mother Hubbard

· Three Blind Mice

· Swap over so another girl gets a turn at miming.

1.16 Consequences 

Equipment: paper, pens.

· Sit in a circle.

· Everyone takes a sheet of paper and a pen.

· Everyone writes ‘one day’, then the name of a female person (real or not) on the top of the page.

· Fold down the page over your writing, so that the name can’t be seen.

· Then pass the paper to the person on your left.

· Continue this as shown below (don’t write on the fold – write below it!):

· One day FEMALE NAME (Mary Poppins)

· met MALE NAME (Steve Irwin)

· at/in/on PLACE (at the beach)

· she said PHRASE (I like your floppy ears)

· he said PHRASE (No, that’s my handbag you silly goon)

· and the consequence was PHRASE (She fell over the hippopotamus)

· Once it has all been written down, pass the papers one last time and take turns reading them aloud.

1.17 Picture matches

Equipment: paper, pens.

· Sit in a circle.

· Everyone takes a paper and pen.

· Everyone draws a head (with face) that has a long neck.

· Then they fold the page over so the head can’t be seen, but a little bit of the neck can be seen, and pass it to their left.

· The next person draws a body, then folds the page again and passes it on.

· The last person draws some legs and feet.

· Unfold the pages and see who has the funniest drawing.

1.18 Letter challenge

Equipment: NA.

· Divide the patrol into pairs – the pairs must be facing each other.

· One person calls out a letter and the second person has to say as many words as they can think of in 1 minute that starts with that letter.

· The first person keeps count and makes sure no word is repeated.

· Second person then challenges the first with a different letter.
1.19 Sausages

Equipment: NA.

· One girl is the “Answerer”.  She has to answer any question that is asked by saying “sausages”, but she is not allowed to smile or laugh.

· Everyone else asks questions for the Answerer to answer by saying “Sausages” – the sillier the better.

· The girl who asks the question that made the Answerer smile or laugh becomes the new Answerer.

· Once everyone has had a turn at being Answerer, you might like to change the word from “Sausages” to something else!

1.20 Reverse Scattergories

Equipment: pens, paper, watch.

· Everyone writes the whole alphabet down the side of a piece of paper.

· One category is picked by a girl (eg. animals, names, countries), and everyone has to try to write down something in that category beginning with that letter.

· After 3 minutes, see who has put an answer for the most letters.

· If you have the same answer as someone else, you don’t get a point for that letter.

1.21 First and last

Equipment: NA.

· Sit in a circle.

· The patrol leader picks a category (eg. animals) and says a word related to the category.

· The next person has to say a word in that category that starts with the last letter of the previous word.

· Example (category is animals):

· Cat
· Tiger
· Robin
· Numbat....

· You cannot use the same word twice.

· Once you have gotten stuck with the first category, pick a new category.

1.22 Boxes

Equipment: pens, paper.

· Divide the patrol into pairs.

· Each girl has a pen, and each partner has a piece of paper to share.  

· The pens must be of different colours, or they must be a pen and a pencil (so you can tell them apart).

· One girl draws a square grid of dots – 10 dots by 10 dots.

· Each partner takes turns to draw a line between two of the dots.

· The aim is to form a box.

· When you draw the fourth line which encloses the box, you may write your initial in the box and the you get another turn to draw a line.

· When all the boxes are enclosed, each player’s boxes are counted and the one with the most boxes is declared the winner. 

1.23 Fortunately/unfortunately

Equipment: NA.

· Sit in a circle.

· The first person starts a story with “fortunately” and says something positive.  

· The second person says “unfortunately” and says something negative.

· The third person says “fortunately” and says another positive thing.

· Example:

· Fortunately, when I woke up it was sunny.

· Unfortunately, by the time I left for school it was raining.

· Fortunately, I took my umbrella with me...

1.24 Tissues

Equipment: a tissue for each girl.

· Each girl has a tissue and throws it up in the air.

· Try to keep it in the air for as long as you can – without touching it with any part of your body.

· You can blow or fan it to keep it up.

· Once you have a winner, try dividing into pairs and see whether you can keep it up for longer when two people are working together.

· How long can you keep it off the ground when working as an entire patrol?

1.25 Taboo

Equipment: NA.

· As a patrol, pick a common word such as ‘and’, ‘at’, ‘in’, or ‘the’.  That word is now taboo, and may not be said.

· Each girl takes turns asking another girl any random question.  She is not allowed to use the taboo word in the question, and the next girl is not allowed to use it in the answer.

· Each player has 3 lives and loses a life each time she says the word.

· When you are done, pick another word and try again.  To make it harder, you could pick a letter of the alphabet that will become “taboo”.

1.26 ABC Guides

Equipment: NA.

· Sit in a circle.

· The first person says, "A Guide is” and adds a word beginning with A that describes what a Guide is (or should be). 

· The next person repeats this and adds another word beginning with B. 

· The third person repeats the A and B words and adds a word beginning with C. 

· Continue through the alphabet. 

· Example:

· A Guide is Amicable

· A Guide is Amicable and Brave

· A Guide is Amicable, Brave and Caring....

1.27 One word game

Equipment: NA

· Sit in a circle and tell a story.

· Each girl is only allowed to say one word at a time.  Or they can say “full stop” to end a sentence.

· Example:

· One \ day \ I \ went \ to \ the \ beach \ full stop \ When....

1.28 If this girl...

Equipment: NA.

· One girl is the “Chooser” and picks the name of one of the other girls in the Guide unit, but doesn’t say it out loud.

· The other girls take turns asking the Chooser questions about this girl.

· The questions start with “if this girl was” – eg. “if this girl was a flower, what flower would she be?”

· The Chooser has to think about what type of animals this girl is like and answer the question – eg. “a sunflower”.

· The next girl has a turn at asking a question.

· Once everyone has asked a question (or 2 questions each if there are few people in the patrol), they take turns at guessing who they think it is.

· The Chooser tells them the girl’s name, then explains the reasons for her answers – eg. “I picked ‘sunflower’ as her flower because she is a very happy person”.

· Remember to think about what your answer is so that you don’t hurt anyone’s feelings!

· Ideas for questions:

· If this girl was an animal...

· If this girl was a piece of furniture...

· If this girl was a colour....

· If this girl was a musical instrument...

· If this girl was a school subject...

· If this girl was a type of movie...

· If this girl was a piece of clothing...

· If this girl was a place in the world...

1.29 Buzz

Equipment: NA.

· Sit in a circle.

· Make sure everyone knows their 5 times table.  The point is to say “buzz” instead of any of the multiples of 5, OR any number that has a five in it.

· The first girl starts by saying the number 1, the second girl says ‘2’, the next girl says ‘3’, the next girl says ‘4’, and the next girl says ‘buzz’ (because 5 is part of the 5 times table), the next girl says ‘6’....

·  This continues as long as you can go . Each girl starts with 3 lives, and for any mistake they lose 1 life.

· To make it harder, add ‘bizz’ in the place of the 3 times table as well!  Use “bizz-buzz” if the number is part of the 3 AND 5 times tables (or has a 2 and a 5 in it).  

· Example: 1, 2, bizz(3), 4, buzz(5), bizz (6), 7, 8, bizz (9), buzz (10), 11, bizz (12), 13, 14, bizz-buzz (15)...

1.30 Events 

Equipment: pens, paper.

· Each girl has a pen and a piece of paper.

· On a given signal, everyone writes down as many important events that occur every year as they can (eg. birthday, Christmas, Easter).

· After 5 minutes, everyone stops.

· You get 1 point for each event that you have down – if the whole patrol agrees that it is a recognised event, and you are able to explain what happens on that day/during that celebration time.

· Events may occur in any country, at any time of the year – you do get a point for an event that occurs during another event (eg. Good Friday can be counted as well as Easter).

· The person with the most points wins.

1.31 Portraits

Equipment: pens, paper.

· Each girl has a pen and a piece of paper.

· Everyone draws a picture of another girl in the unit – without telling anyone who you are drawing. 

· If you have to double check what that girl is wearing, you must do it sneakily so that no-one else in the patrol realises who you are looking at.

· Once everyone has drawn their picture, take turns in guessing who each picture is.

· You get a point if you guess someone first and you are correct.

· Continue until one girl has 5 points.

1.32 Vegetables

Equipment: NA.

· Sit in a circle.

· Nobody is allowed to show their teeth at all during this game – you must have your mouth closed or your lips covering your teeth (so no smiling or laughing).

· The first girl says the name of a vegetable with her lips over her teeth – eg. “carrot” (sounds more like “cawwot”).

· The girl on her left repeats the name of the first vegetable then adds her own – eg. “carrot, broccoli”.

· The next girl repeats the first two vegetables and then adds her own....

· Anyone who laughs or smiles is out!

· Try it with a different category – like fruits, or animals.

1.33 Likes and dislikes.

Equipment: pens, paper.

· Each girl folds her piece of paper down the middle.

· On the left-hand side she writes down five things that she likes, and on the right-hand side she writes three things that she dislikes.  This is done in secret so that the rest of the patrol don’t see.  

· Handwriting should be as neat as possible to make sure people can’t guess too easily.

· Everyone folds up their paper and places it in the middle.

· Each girl picks out one piece of paper and reads it out.  She must guess who the likes and dislikes belong to (but she is not told whether she is right or wrong).

· Once everyone has had a guess, it is time for each person to tell the patrol which were her likes and dislikes. 

1.34 Cards in a bowl

Equipment: a deck of cards, a large bowl from the kitchen.

· Each girl in the patrol gets some cards from the deck.

· Everyone stands behind a line and the bowl is placed 1 metre away.

· See if anyone can throw a card into the bowl.

· If everyone has tried with all their cards and nobody has gotten one in the bowl, move the bowl closer.  Otherwise move it to 2 metres away.

· You may not fold or bend the cards in any way – please don’t damage them because they will be used again.
1.35 Paper Scrabble

Equipment: pens, paper.

· Each girl has a pen and a piece of paper, and there is one piece of paper in the middle.

· Each girl writes down all the letters of the alphabet on her piece of paper.  Each letter is only allowed to be used once.

· The first girl writes a word on the piece of paper in the middle.  She crosses off the letters that she has used on her own sheet of paper.

· The next girl makes a word that links onto one of the letters from the word that is already there.  She crosses off the letters of her alphabet that she has just used.

· You may pass your turn if you cannot make a word.  Continue until nobody can make any more words.    

· The person with the least number of letters left wins.

1.36 Danger mimes

Equipment: NA.

· Each person takes it in turn to mime a danger in the home to the rest of the patrol.

· The other girls have to guess what the danger is.

· Ideas:

· Leaving a frying pan unattended

· Putting too many plugs into one socket

· Not wiping up a spill on the kitchen floor.

1.37 Acrostics

Equipment: pens, paper.

· Each girl has a pen and a piece of paper.

· Write the word “PROMISE” down the left-hand side of the paper – each letter should be on a different line.  

· Then write PROMISE going UP the right hand side – so the bottom letter on the right (P) is in line with the bottom letter on the left (E).

· Now you have 5 minutes to see if you can come up with words that fit on each of the lines – they must start and end with the correct letters.

· Example (GUIDE):

· G...
rap......
E
(makes “grape”)

U

D

I

I

D

U

E

G

· If you have time, try it with a different word as well!

1.38 Find the ball

Equipment: a small ball.

· One girl (the “Hider”) in the patrol remains in the hall with the ball, the others go outside.

· The “Hider” hides the small ball somewhere in the hall, so that at least a part of it is visible.

· When that is done, she calls for the others to come in.

· The other girls must WALK into the hall, looking at the ground, and pick a spot on the floor to stand.  They may not move from that spot.

· When everyone has their spot, the “Hider” tells them to raise their eyes and look around.

· The first person to spot the ball doesn’t talk, but just sits down on the ground.

· When everyone is sitting down, the person who spotted the ball first becomes the next “Hider”.
1.39 Battleships

Equipment: pens, paper.

· Each girl has a pen and a piece of paper.  On the piece of paper, you must draw two grids – each must be 10 squares by 10 squares.

· Label (on both grids) the squares going up A-J, and the squares going across 1-10.

· Get into partners.

· One of the grids is ‘your fleet’, and the other is the ‘enemy fleet’.

· Put 3 ships on ‘your fleet’

· 1 ship is 4 squares long (‘battleship’ – mark the 4 squares with the letter B)

· 1 ship is 3 squares long (‘cruiser’ – mark the 3 squares with the letter C)

· 1 ship is 2 squares long (‘destroyer’ – mark the 2 squares with the letter D)

· No two ships can touch each other.

· The partners take turns by calling out the reference for a square (eg. F8, B2).  

· When you call a reference, mark on the ‘enemy fleet’ grid which one it was so that you know what you have already called out.  

· If you call out a reference that is part of their ship – they must tell you that you have hit a ship, and what type of ship it was.  Mark any hits on your ‘enemy fleet’ grid.

· The winner is the first person to destroy all the ships of the other person.


































