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The Patrol System





The patrol system offers Guides an opportunity to have the responsibility to help with the discussion and decision making process in the Unit. 


A good patrol is a group of girl’s who want to share fun and adventure together. There should be no less than four and no more than eight in a patrol.


A patrol usually has a chosen name for a special reason or interest. Occasionally the patrol changes its name but it is great to build on the traditions of previous girls of that patrol. 


Each patrol has a patrol leader (P.L.) elected by the guides, to serve for a decided period of time.  Different units use various methods of choosing their P.L. Some include an open elections by the whole unit, individual units decide and secret ballot. However the decision is made the most important thing is that the guides make the final decision. 








  Patrol Help Line





Leaders and the Patrol





As a Guide leader your role is to help girls plan and achieve their goals and to have fun while doing it. It is a role that will challenge your talents and skills, however you will find satisfying and exciting because you are making a difference to the girls of today. In order for girls to become confident leaders you will need to take a few things into account when training your P.L’s. 








Do your pl’s know what to do?





Teach a game


Teach a skill - song, colours, light a fire, erect a tent, follow a trail


Plan a patrol meeting- where to find ideas, how to delegate duties, know what types of things to do


Keep records, eg patrol funds


Help new Guides think about the Promise and Law?


Check uniforms


Enthuse other Guides


Represent their patrol


Have fun in the programme








PL & Patrol responsibilities?





Help the patrol work together as a team


Teach other Guides a skill


Look after visitors


Prepare a night’s game or activity


Collect subs or other money


Collect equipment for night’s meeting


Give out notes to patrol members


Organise the patrol to do weekly duties


Relay simple instructions


Introduce the new Guides to the Promise and Law, Guiding history and what is a challenge


Encourage other Guides by setting a good example- arriving on time, wearing uniform,  attending regularly


Taking care of the patrol box


Ensure the patrol area is tidy








What is a challenge?





There are four parts to a challenge:


Choosing


Finding out


Practising and using


Check it out


Before making your final decision about a challenge see whether it is a challenge by asking:


 Is this really a challenge for me?


What do I already know and which part really is a challenge for me?


What really interested me about this challenge?


Am I learning something new?


It’s always okay to ask for help if you need it while you are completing a challenging.  


Evaluating your efforts doesn’t mean that you can’t make any mistakes.  Everyone makes mistakes and that’s how we learn.  








Thinking Day





Find the WAGGGS Countries


Copy the grid of letters below for each member of your patrol.  How many countries can you find, moving up, down, across or diagonally?





C    A    N    U    S





G    H    A    D    N





T    S      I     T    A





U    C     E    L    M





R    K    Y     G    E











Where in the World?


Each member of your patrol must choose a country and make up display of five or six items to represent her country (for example, stamp, coin, postcard, outline map, recipe, Guide Badge, indigenous animal).


Label each group of items with a number only and Guides try to identify each other’s countries.  Challenge the other patrols to take part. 





Ideas for collecting Thinking Day donations





Paper Mache over a balloon.  Paint it like a Globe and put a Thinking Day logo on it.  Cut a slot in the top.


Make up or find a box.  Put a slot in the top and girls can put their donations in.


Enlarge a Thinking Day symbol on cardboard and put it on the ground.  Everyone can then place their donations on an arrow moving to the world badge symbol in the middle.





International Balloon Game


Equipment:


Balloon (four different colours – red, blue, green, orange)


Confetti


Sets of four cards with country name, flag, map, guide badge


Books for Guide reference – eg Trefoil around the World


World map


Small lollies or similar as rewards





Blow up the balloons placing a card and a small amount of confetti in each:


Red		country


Blue	flag


Green	map


Orange	guide badge


Girls sit in a circle with the balloons in the middle.


Each takes it in turn to burst one balloon of each colour and tries to make a matching set.


The cards that do not match are placed face down in the centre.


A card may be chosen instead of bursting a balloon.


When four cards are matched the girl receives a small reward.


When all the balloons are burst each girl picks a card from those in the centre of the circle.








Some ideas to raise money for the 


Thinking Day Fund


Donate a coin per year of membership


Charge entrance fees for an International entertainment


Prepare and sell food using recipes from around the world


Have an auction of international crafts


Run a fair, with stalls, competitions and games with an international flavor


Go without an ice cream or something you enjoy.  Donate the money saved.


Have a ‘Miss International’ competition and charge for voting





Smugglers and Coastguards – Day time


You are smugglers trying to row across the sea to deposit your three treasures in the cove.  The coastguard who lives there has been warned of your approach and is looking for you through a telescope (a cardboard cylinder approx.. 30cms).  If she sees you move, she alls you and you must drop one treasure.  If you lose all three you are drowned and cannot continue.  The telescope limits the view so move slowly and quietly when the telecope is not on you.  Movement or noise will attract the coastguard’s attention.


The coastguard tries to drown all smugglers.  Successful smugglers will deposit 3 treasures at the cove.





Gear:  3 bottle tops each (treasure); cardboard roll (telescope)





Annie’s Night Stalking


A guard with a torch sits in the middle of a large circle near the ‘treasure’.  Take turns to stalk in and take 1 object and return home to base.  The guard shires the torch when she hears a noise.  If you are caught in the beam, return any item you are carrying and go back to start again.  Continue until all objects are gone.  





Vary by having the guard blindfolded.





Gear:  Assorted spoons and forks in tin dish; a torch





Tracking Signs


Before the meeting lay down tracking signs, preferably outside or somewhere the guides aren’t likely to see them when they arrive.  Use materials such as sticks, stones, pine cones.  Ask the guides to discover the signs, look at them to decide what they mean, and together make another set of signs.  Use four or five of the simple signs such as an arrow (straight ahead), a bent arrow (turn in the direction of the arrow head), a cross (don’t go this way), a circle with a small circle in the centre (I have gone home).  Have the same signs clearly drawn on small cards.


Divide the guides into groups (or patrols).  Give each group a bundle of small cards.  Some of the cards may be blank and the others will have a tracking sign.  Then the guides play ‘snap’, or ‘grab’, with the cards.  After a few minutes, before the game is played out, each group is invited to make a trail – using the materials in the signs first made – to a ‘special place’, an area where each group will work until the end of the meeting.
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