THE TREASURE HUNT (Teachers’ sheet)
In this activity each group needs to hunt for certain items of ‘treasure’.  Pupils will need to decide how to do this most effectively.  Explain that it is not the best use of time to go out and search all together in a group, but it is probably best to split into two smaller groups to search for specific things.  It is very important to explain the rules of where pupils may or may not go, i.e. define their boundaries, and to give them a deadline for return.

Pupils will need pencil and paper to make a note of what they are going to look for and tick it off when found.

The treasure list:
	A coin
	A feather
	Something red

	A fruit/berry
	A stone
	A stamp

	A food wrapper
	Some sand
	A leaf

	A Crisp Packet
	A Charioteer
	A pen

	A Pencil 
	A piece of bark
	A twig

	A piece of brick/tile
	Some foil
	A rubber band

	Some newspaper
	A bar-code
	A nail/screw
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SEMAPHORE (Teachers’ Sheet)
Each group is going to split into two parts (2 and 3 perhaps) and they are going to use the semaphore code to send messages between the two parts.  The code is shown on the sheet and we show that the right hand is different from the left by holding up a rolled newspaper (or cone) in the right hand.  The sheet shows what the semaphore letters should look like to somebody looking at the person signing.  The easiest way to get this right is for one person to make the signs while an assistant sitting in front and facing them tells them which arm to raise, etc.

The two parts of each group will stand about 100 metres (more if possible) apart and must not try to shout or communicate in any way apart from with the semaphore code.  There are three extra signs to make the activity work a bit easier.

1. If you make a mistake and want to repeat a letter – you wave both arms at once in big circles and then try again.

2. If you are on the receiving end and did not get a letter and want it to be repeated – you put both your hands in the air.

3. When you have finished sending a message – you put your newspaper (or cone) on the ground.

When pupils have had a bit of practice, give one ‘half’ of each group a card with a short message (a question) on it.  Pupils try to send this message to the other ‘half’.  They write down each letter as they receive it and then they will reply with a sensible answer.  For example, the question could be, “What day is it today?” and the answer could be, “Wednesday.”  Once pupils have done this simple task give each group a more complicated question to ask and reply to, with the second half of the group sending their message first.  For example, “What record is number one at the moment?”
Once the group is competently sending and receiving messages they can make up their own questions and answers.  Encourage pupils to stay patient and not to lose their concentration.  They will find that they can send quite long messages with a bit of practice.

The Semaphore Code  

1. HELLO

2. HOW ARE YOU?

3. WHAT DAY IS IT TODAY?

4. WHAT TIME IS IT?

5. WHAT IS YOUR FULL NAME?

6. HOW OLD ARE YOU?

7. WHERE DO YOU LIVE?

8. HOW DID YOU GET TO SCHOOL TODAY?

THE TENNIS BALL RELAY (Teachers’ Sheet)

The task is to send a message from one part of the school grounds to another, obtain a reply and send it back.  Ideally the pupils at each end should not be able to see each other, so going round or among buildings is quite appropriate.

The messages are written on a piece of paper which is then fixed securely to a tennis ball with rubber bands.  The tennis ball is to be thrown from one team-member to the next and in this way it makes its round trip.  Team members have to obey certain rules whilst carrying out the task:

1. The ball must be thrown, not kicked or rolled; it may be allowed to bounce.

2. If a team-member has to move from their marked spot to catch the ball, they must throw the ball from the point where they caught the ball.

3. If the message comes off the ball the team must start again.

Pupils will need to organise themselves so that the best throwers and catchers have the most difficult sections.  Pupils can have a practice first to help decide where each team-member is to stand and then the can mark their spot with a bollard (cone) or chalk.

The teacher should start the pupils off with a suitable message, e.g. “Who is it at the other end?” and once it has been sent and a reply received, pupils can carry on their own ‘conversation’ between the persons at the ends of the line.  Pupils should change round the positions of the people in the team after a while, so that everybody gets a chance to take part in a conversation they may need to move their catching positions too.
NIGHTLINE (Teachers’ Sheet)

In this activity pupils work with a partner so that they are a pair.  Pupils must choose a partner carefully because they will need to be able to trust them with their safety.  The partner will act as a guide when pupils are blindfolded and will tell them exactly what to do and where to go, warning them of every hazard and obstacle on the way.

Pupils follow the ‘Nightline’, which is a string that is laid out along the ground, between trees, etc possibly using a few tent pegs to secure it. This provides some help but they will rely mostly on their partner to tell what is happening.  When half the group have been guided through by their partners it is time to make a few changes so it will be a new course for the others.  There are some important rules to stick to in this activity:

· The Guide is not allowed to touch their blindfolded partner except in the case of an emergency, for example if the blindfolded person was about to fall and could not be stopped in any other way.  

· The Guide must not allow their partner to come too close to the person in front (or behind).  A safe distance of about 3 metres should be kept between blindfolded persons.

· The blindfolded person should keep the nightline in their hand all the time but must not pull or tug on the line.  Remember the nightline is not strong enough to stop pupils falling; it is there for guidance only.  The teacher should emphasise the sort of assistance that is required from the guide.  It is very important for the Guide to describe and explain what is happening.  For example, they may say “….about two metres away there is a wall, reach out your hand and feel for it.  When you touch it, turn left and follow it along.” Or “….there is a flight of four steps in front of you, about two paces away.  Stop here and let Katie get down them before you go on.”

Reinforce that this is an activity that relies on TRUST and that the Guide carries the responsibility for the safety of their partner.  If the teacher suspects that some partnerships are not going to be able to take the activity seriously enough then the possibility of there being observers for the first round should be considered.

PRECIOUS LOAD (Teachers’ Sheet)

This activity is described on the pupils’ sheet.  This is ideally an outdoor activity though it can be modified for indoors (e.g. pupils carry a tray piled high with polystyrene foam balls).  The activity works best where there is an interesting and challenging route over which pupils can carry the water.

The size of the bucket used depends on the age of the pupils but must be brimful to provide a challenge.  It is important not to give the pupils more weight to carry than they can reasonably manage.

The hazards presented by this activity are of a low level and the chief concern is that pupils may get very wet.  Teachers should obviously choose appropriate weather for this activity.  In addition to getting wet, there is the possibility of slipping and tripping, so the terrain should be chosen carefully.  The ideal is soft, grassy ground.  Slopes and bumps are good to include and obstacles such as cones can be used.  Avoid too much hard ground, though steps can be included for more capable pupils.  Indoor obstacles can be made using cones, hoops and mats.

It is best to start and finish near an outside tap.  This way buckets can be refilled at the end and the amount needed recorded.

THE MAT RACE (Teachers’ Sheet)
The object is for the group to travel from A to B stepping only on mats.  A distance of 15-20 metres is usually about right.  There are several possible ways the group can organise themselves to achieve this (rolling and unrolling the mats, passing them over their heads, etc.).  The rules can eliminate any one team member who steps off the mat, or can require the team to return to the start if a member steps off.
The activity can be done using any sort of mats, from gymnasium mats to squares of carpet (thin plastic sheet tears too easily).  The mats can be big enough to accommodate the whole group, or small enough to require the team to split and use two mats.  There must be one more mat than the required minimum.  The relative advantages or disadvantages of large or small groups tend to cancel out with this activity.

The activity is suitable for an indoor session in a gym or sports hall and is usually pretty noisy!  It can be made quite competitive, as a race, or can be presented more as a problem-solving exercise with the aim of developing an efficient procedure.

Further complications in the problem-solving exercise can be introduced by requiring the team to carry a bucket of water (not recommended indoors), a chair, or by having one team member designated as a ‘casualty’ (arm in sling, on crutches, etc.).

