ADDITIONAL GAMES

Games for large halls or the gym.  

Using the gym or a large hall can be a useful next step after the class room it increases the scale. It is used when teaching orienteering as students will tend to run around which hill walkers do not necessarily want to do and there for it might be more of an evening or poor weather option.  

1.
Each student draws the hall as per the class room exercise. Use mats the vaulting box, benches etc. These relate well to forest / lakes depending on the colour of the mats, knolls, tracks etc. Start points are chosen randomly around the edge of the room.  

2.
Map setting and following routes as per the class room. 

3.
Map memory games in a hall, memorise your partners map route and then run it. Partner remains at their start and checks the route is followed.

4.
Map memory cards as described in section 1

5.
In pairs - one person at each side of the room, in the middle a blank piece of paper. Each has the same map one though has say 6 symbols circled. They cannot speak to each other, the person with the unmarked map runs to the blank sheet and draws a piece of their map from memory then returns to their map. Once at their map the other person runs to the sheet and tries to mark accurately the check points, they go back and forth gradually completing the map with the 6 controls on, first team to finish with all 6 symbols accurately marked wins. To make it more tactical you could give the person with the unmarked map the list of the 6 control descriptions. Taking time to read them and the map instead of rushing to draw on the sheet in the middle, might help them to target key areas and make it easier for their partner to mark the control sites more quickly.   

6.
Cut say 3 laminated maps into about 20 pieces (use the same map and ensure all the sets are identical) place them half way down the gym in three separate piles  –  divide the class into 3 teams, one map set per team. The teams line up at one end of the hall. On the start signal one member runs forward picks up a piece of their map and takes it to the far end of the gym, comes back and tags the next team member who does the same thing. Eventually there will be enough pieces for individuals to start to put the map together. This is when the pressure comes on when does someone decide to spend time trying to put the jigsaw together rather than getting perhaps all the pieces to the far end. Essentially it is a relay race to take one piece at a time to the other end of the hall. The first team to complete the jigsaw map wins. You can introduce ideas such as when all the bits are down the far end up to 3 people can then go down to put it together etc.  

