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HAMPSHIRE WEST TRAINING  - November 2009

Celebrating The Centenary – Using centenary resources in your meetings 
ADVENTURE 100 – GAMES

Lots of opportunity to incorporate some of your Rainbows’ favourite games into your Adventure 100 meetings on themes of jumping, darkness and water/snow.
Beans

Leader calls out a type of bean and Rainbows perform an agreed action
· Jumping bean – jump up & down on the spot
· Runner bean – run around the hall

· Baked bean -  sit crossed leg on floor

· French bean – hand on hip and say Ooh La La

· Jelly bean- wibble & wobble

· Coffee bean – stir a cup

· Chilli bean – tremble with cold

· also Broad bean, Kidney bean, Butter bean, Bean pod, Bean sprout, 

· Bean and Gone – sit down ending
Counting Jumps

These rhymes can be used by individual jumpers and by children jumping in groups to see how many times a jumper can jump without tripping/becoming exhausted!
Candy, candy in the dish. 

Mother made a chocolate cake. 

Cinderella, dressed in yellow,
How many pieces do you wish? 

How many eggs did it take? 

Went downstairs to kiss her fellow.
One, two, three, four, five... 

One, two, three, four, five... 

How many kisses did she give?
  









One, two, three, four, five...
Jump Rope (Long rope) Skipping

With practise Rainbows can manage these actions whilst rope jumping.
I'm a little Dutch girl dressed in blue. 



Spanish dancer, do the splits.
Here are the things I like to do: 




Spanish dancer, give a kick.
Salute to the captain, bow to the queen, 


Spanish dancer, turn around.
Turn my back on the submarine. 



Spanish dancer, get out of town. (Jumper runs out.)
I can do the tap dance, I can do the splits.
I can do the hokey pokey just like this.

Night animals
Rainbows are hedgehogs, badgers or other night animals. Arrange chairs in a circle with gaps between them. One Rainbow (the Head Gardener) sits in middle of the circle with a torch. In darkness the Rainbows crawl around the circle under the chairs. The Gardener calls out stop and shines her torch around the circle. Any Rainbows not under a chair are caught and out of the game.
Hide and Squeak

One Rainbow is bat detector and leaves the room/stands away from others.

Two Rainbow are chosen as bats. Rainbows spread out around room. Lights/torches turned off.

Bat detector returns and 2 chosen bats squeak. Lights/torches turned on and bat detector must point out the squeaking bats.

Bat Flying

Tell Rainbows that there are many types of bats.

Four of these are:
HORSESHOE 
WHISKERED




NATTERER 
LONG-EARED

Each roost (live) in a different corner of the Hall.

When call out one type the Rainbows fly to the right roost making the following actions:

Horseshoe  -Hands over head in a horseshoe shape 
Whiskered  -Hands near nose like whiskers

Natterer      -Making nattering/chattering noise 

Long Eared -Hands as long ears

Roost Race

Chairs/sitters in a circle facing out. Rainbows sit down and number 1,2,3,4

All have arms folded with hands on shoulders to imitate a roosting bat.

Leader calls out a number - these Rainbows jump up and ‘fly’ around the room like bats (and squeak).

Shout ‘Return to Roost’ and Rainbows find a chair. Take out a chair/sitter each time until only 1 Rainbow left.

Owls Eyes

Everyone sits in a circle. Point to a Rainbow who make circles with thumbs and index fingers and holds them up to her eyes. Two Rainbows on either side do same with the hand and eye nearest to the Owl Rainbow.

Point to someone else etc.

Hedgehog Chase

Divide Rainbows into two teams who sit in separate circles. Give each team one of the hedgehogs (they have previously made). Start the music and each team passes their hedgehog around their circle. Stop the music and the Rainbows holding the hedgehogs must stand up, spin around and sit down. The first Rainbow to do this keeps her hedgehog for her team. Keep playing until all the hedgehogs have gone. At the end of the game the teams count their hedgehogs.

Collect a Hedgehog

Divide the Rainbows into three/four teams who sit in separate circles. Each team needs a set of hedgehog pieces (body, eye, feet, quillsx3) which placed at other end of room. Teams throw a die in turn and if a 6 thrown the Rainbow collects a piece of their hedgehog. Who completes their hedgehog first?

Drip, Drip, DROP

All Rainbows in a circle. One chosen to be it and walks around circle dripping water from a plastic cup on each Rainbow saying drip, drip etc. At some point she says Drop and tips water down back of Rainbow.

Wet girl refills cup and starts again. 

Carry on until all Rainbows are wet.

Dreaming Water Spirit 
Rainbows sit in a circle and one is chosen to be the Water Spirit. She sits blindfolded in centre with a water pistol and she must guard a cup of water that is placed in front of her.

One Rainbow tries to get the cup of water without the Water Spirit hearing. If the Water Spirit hears she tries to squirt the Rainbow. If she manages then she returns to the circle and a new Water Spirit chosen.
Penguin Waddle (relay race)

Rainbows in teams with heels together and toes turned out.

In turns waddle up hall and collect fish from the ‘ocean’.

Take back to their team. Winning team has most fish after a set time.

Polar Bears and Penguins

Divide into 2 groups (penguins and polar bears) and stand in lines 2m apart with backs to each other. 

Leader calls out Penguin or Polar Bear who then  have to run home (to edge of Hall) chased by other group. 

Keep groups waiting by starting each call as P..p..p..p..

Hunt The Snowball

Hide snowballs (scrunched up newspaper) around Hall. Girls to count how many 
they can see.

Snowshoe Shuffle Relay

Each team has a pair of snowshoes (made from card or shoeboxes). Play as a relay race.

For older girls make this a slalom race by giving each team a pair of ski poles (broom handles/canes)

