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7. THE RAFT

8. WILDERNESS SURVIVAL GAME
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GROUND RULES

PURPOSE

· To examine the need for, and the value, of ground rules

· To establish guidelines for the mentoring relationship

USE IN MENTORING

· May be suitable for some young people, others it may not be needed.  Could be used as an initial exercise with your pupil – a way of setting the scene, talking about what you both want out the mentoring relationship.

· Could also be used if your pupil is overstepping the mark in any way eg being untruthful, speaking in an unsuitable manner, etc…  You could either reassert ground rules that were laid when you first met or talk about ground rules and make them up for each of you.  

TOOLS

· Pen and paper

· Envelope

TIME NEEDED: 10 minutes

INSTRUCTIONS

1. Points to discuss: what you feel your role is and what you hope to get from the mentoring relationship.  Ask your pupil what they think of the concept, why they think they have been referred to the programme and what their expectations of mentoring are (if any!).

2. Go on to discuss how all groups have rules and function at their best when there is a set of guidelines for behaviour with which all members agree and which they feel they can follow.  Perhaps ask them about any groups that they are involved in and what rules they have eg scouts, football team, etc…

3. Now both of you discuss what ground rules you think would be suitable for you both in the mentoring relationship.  Examples could be: respect each other, punctuality, both of you try to participate and encourage, CONFIDENTIALITY (for both of you), telling the truth, etc…

4. Once you have written down your Ground Rules, both of you sign the paper, as a signal that you both agree to abide by these rules.  

5.
This is then kept in an envelope in the Mentoring folder so that you can refer to it or add to it if you need to at a later date.
TRUTH/REVELATIONS GAME SESSION

PURPOSE

· Gives everyone the chance to compare aspects of their own behaviour and feelings

· Opens communication lines as everyone should be honest and down-to-earth with their own answers. 

· There is an opportunity to build self-confidence with some of the questions and answers.

USE IN MENTORING

· Could use this during the initial ‘getting to know you’ stages, especially if your pupil can be unfocussed in meetings and their conversation jumps from one subject to another.
· Could use if trying to ease the pupil into the mentoring situation.  They can be FUN questions.  Try not to take the game too seriously.
· Can introduce the concept of being upfront and honest with each as being important to mentoring in addition to being important to this game.
· Young people generally like talking about themselves and how they would respond to hypothetical questions.  It is a familiar subject (ie. themselves) but is detached enough not to be intimidating.
TOOLS

· Pack of Truth questions (make the pack appropriate to the situation and your pupil).
TIME NEEDED: 15-30 minutes (depending on how long you and your pupil can talk and how many questions you have in your pack)

INSTRUCTIONS

1. Cut out the cards that are on the Truth Game sheet, you can use these or make up your own.
2. Place the cards face down between you both.  Explain how each card has a question on the reverse.  Each person will have a turn to pick a card and answer a question.
3. Answer each question as honestly as possible.  Talk about being honest with each other during your mentoring relationship, as well as during this game.  Both of you need to be honest if they are to work well.
4. If there is a question that either of you feel uncomfortable with, you can say “pass” and pass it onto the other person, who can also say “pass”.  If neither of you want to answer, you can talk about why neither of you wanted to answer it.  The mentor should probably go first in a disclosing situation like this.  You could just say something like “I didn’t feel very comfortable with the question”.  However hopefully, this will not happen as the mentor will have made the pack appropriate to the situation.
5. All answers can be discussed depending on how long you have for the meeting.
ALTERNATIVES

· Some questions may not be suitable for some young people, so prepare beforehand and think about the suitability.  For example, if the young person is having difficulty opening up, it may be best not to have questions like “when was the last time you cried?” as this may make them feel more uncomfortable.  You can make the questions/ pack more appropriate to your pupil by adding and subtracting questions listed here.
· If your pupil likes the idea of this game, you could use this as an opener for each meeting.  Have a Truth question to start off with – perhaps you could prepare one for the next meeting and your pupil could prepare another for the meeting after that.
POINTS YOU MAY WISH TO MAKE

· This game is like mentoring: both of you need to make an effort to make it work, both of you must get involved in it and both of you should be honest with each other even if it is only to say “I am not comfortable with this”.  Be honest instead of making stories up.
TRUTH/REVELATIONS GAME

You can either cut these cards out, photocopy it onto card and then cut it out or use your own card eg small filing cards.

	What do you do best?


	What sort of TV programme do you like best?  What programmes do you watch every week?

	If you won £1000, what would you spend it on?


	Who do you like most in your class/work?  Why?

	What has been your happiest moment so far?


	If you were someone else who would you want to be?

	What has pleased you most today?


	What do you think you will be doing in 10 years time?

	I get nervous when …


	What scares you the most?

	What makes you laugh the most?


	What embarrasses you?

	When was the last time you cried?


	What angers you?



	One of my favourite childhood memories is …


	I get bored when …

	My favourite song is…


	My favourite food is …

	If I could have any job I would be…


	If I could change anything about myself, it would be …

	The best film I have seen recently is …


	The person I admire the most is…


PERSONAL BANNER SESSION

PURPOSE

· To get to know each other, to facilitate communication
· To use as an ice-breaker for meetings
· To add a bit of fun into your meetings!
USE IN MENTORING

· Could use to initially get to know the pupil and let them get to know you.  It is perhaps less intimidating to make a picture/ banner about yourself by cutting out pictures and drawing than to talk about it.  The aim of this would be to get the pupil to talk about their life and their needs through describing their picture.  You also describe your picture.
· This could also be used if your pupil is finding it hard to talk in meetings.  If you are only getting one-word answers this may be a good way to discover who they are.
TOOLS

· Old magazines/newspapers
· Coloured Pens/pencils
· A3 sheet of paper or if not possible an A4 sheet of paper (you could join 2 sheets of A4 together with sellotape if you want)
· Scissors
· Glue or sellotape
TIME NEEDED: 45 minutes
INSTRUCTIONS

1.  Explain the concept that banners are used to display things that people feel strongly about eg on a demonstration/march people carry banners to express how they feel about an issue.
2. Your personal banner is a way for you to express how you see yourself, the things that are important to you and where you see yourself going in life (ie. what do you think you will be doing in 5-10 years time)
3. Both of you now get a chance to make a banner.  Make your banner by cutting out pictures, writing words, drawing pictures, etc…
4. You can either discuss what you are doing as you are doing it or afterwards.  See how the session goes.
5. Your Banners can either go in the Mentoring Folder or be kept by you.  
ALTERNATIVES

· As you have kept the Banners, it is good to show each other this at a later date and see if the Banner is still the same.  Could therefore use it as one of the end meetings ie you know your pupil is leaving school at the end of fourth year and so for one of the last meetings you can bring the Banners in and discuss them.

· Instead of not having a particular focus for the Banner, you could make it very focussed.  Take a blank sheet of paper and divide it into 4 squares.  Using words or pictures fill the squares in under the following headings:

1. How do I see myself

2. What makes me happy

3. What I am most proud of

4. How I would like to see myself in 5-10 years time

PREDICAMENTS SESSION

PURPOSE

· Allows participants to explore how they would react to different situations

· Builds up communication and social skills

USE IN MENTORING

· Would use to build up communication links between you and your pupil

· Allows discussion on attitudes and beliefs, also you can offer alternative views and strategies in dealing with different issues.

· Would use this after you have had at least a few meetings with your pupil.  Judge it for yourself, you can try a few ‘predicaments’ and see how your pupil responds to this type of game.

TOOLS

· Predicaments cards (need to make these beforehand – could use cards such as filing cards)
TIME NEEDED: 20-40 minutes depending on how pupil responds to talking and discussing the issues.
INSTRUCTIONS

1. Place the pile of cards between you and your pupil.

2. Explain that you will each get the chance to take a card from the pack.  Each card has a predicament on the reverse.  The person who picks it up must then talk about how they would respond to the situation described by the card.  

3. It would probably be better if you started off with the first question.  Start by saying “what would I do if …?” and then read out the situation described in the card.  

4. Now it is your pupil’s chance to pick up a card.  It is good to write the cards because if your pupil has trouble reading the card, you can ask them if they are having trouble reading your writing?!

5. Explain that there is no right or wrong answer to any of the predicaments.

ALTERNATIVES

· The pack needs to be relevant to the young person that you are dealing with.  If you feel that any of the cards are not appropriate, take them out and if you want put more relevant ‘predicaments’ into the pack.

PREDICAMENTS

Questions that you can put on cards:

Try and make the cards as legible as possible, use block capitals.

· You are accused of stealing some money by someone in authority eg Head Teacher, Police Officer.  You did not do it but you know who did.

· A friend asks you for advice.  She/his girlfriend is unexpectedly pregnant.

· You lend £10 to your friend.  They were supposed to have you given you the money by last Friday.  Your friend seems to be avoiding you and has not paid any money yet.

· A friend offers you a stolen CD player at a very low price

· Someone seems to be following you late one night.  There is no one else around.

· Your house is on fire.  You have time to save 2 things (your family and pets are already out of the house), what do you save?

· You see a man you don’t know looking into a neighbours window’s at the back of your house.

· Someone is spreading lies about you.

· Someone keeps on picking on your best friend.

· You see 2 young men beating up a policeman.

· You find a tramp lying on a busy pavement.  He could be drunk or ill.  Other people are just stepping over him.

· You are choosing your subjects to study Highers/at university and you have the choice between a subject you really like doing and one that you don’t really like but you know will be useful for you to study.  Which do you pick?

DREAM SESSION

PURPOSE

· To look at people’s needs and motivations

· To understand your own and your pupil’s aspirations for the future

USE IN MENTORING

· If your pupil has no direction or is unfocussed, this could be an exercise to try and get them to think about what they want from of life.

· Could use this early on in the your relationship as a way of seeing what your pupil wants for the future.

· Can open up communication as it allows both of you to talk about what you want from life – it allows you both to share your dreams!

TOOLS

· Blank paper and pen

· Perhaps 2 envelopes

INSTRUCTIONS

1. Tell your pupil: “You are to imagine a situation where there is nothing stopping you or restricting you.  What would you like to do or be?  What is your secret dream?  You can keep this dream a secret but have a wee think about it?”
2. Now both of you, take 2/3 minutes and write down brief notes on this.  You could show them the example that is in section 6 of these instructions, if they are having trouble with it.

3. Also write down five reasons why you would like to do or be what you said.

4. Ask your pupil if they would like to discuss it.  If they do great, if not do you want to discuss yours?  

5. Points you may wish to make:

A person without needs is dead.

Needs give us the drive to do things.

Satisfaction of needs doesn’t just happen, we have to do something.

The things we aim at to get satisfaction are goals.  Th dream in this exercise is a goal and identifying the reasons for the dream can help achieve some of the dream.

If your pupil does not want to discuss their dream, you could put both your dreams in an envelope and agree perhaps to discuss them at the end of the school term.  Perhaps they may feel more comfortable about talking about it then.

6. An example of the dream could be:

Dream – 
To be a top footballer

Reasons –
Enjoy physical exercise



Enjoy appearing in public



It is the thing I know most about



Would make people respect me



Would like the money

7. Also it may not be possible to achieve the dream, but could most of these reasons not be satisfied by being a referee or a coach?  This could be a realistic goal if the dream is not possible for any reason.

ALTERNATIVES

· Could use this as a two-part session with the Needs Discovery Quiz. If you work on the Dream exercise first and then the Needs Discovery Quiz, you can relate what they want from life to what they need personally.  For example, does the young person’s dream coincide with what they need?

NEEDS DISCOVERY QUIZ SESSION

PURPOSE

· To help people identify needs and plan to satisfy these needs

· These needs are about personal and lifestyle needs.  
USE IN MENTORING

· Could help start discussion on lifestyles and what the pupil expects and wants from their life.  

· Help communication, as again both of you will be talking about your needs, as well as your attitudes and values.  However your pupil will also be able to talk about what their expectations are for their life ahead of them.

· Could use this early in the mentoring relationship, as it is not particularly intimidating.

TOOLS

· Needs Discovery Quiz

· Needs Discovery Worksheet

· Pens

TIME NEEDED: 20 minutes
INSTRUCTIONS

1. Introduce the quiz and then both of you complete the quiz at the same time.  It is up to you how to introduce it.  An example could be: describe it as way of getting to know each other or you could say that it is a method of working out your similarities and ideas on what you both want out of life.

2. You can also introduce the idea of being honest with each other, as you will be completing the quiz as honestly as possible.

3. Once you have completed the quiz, you can discuss each question.  Points you may wish to make are:

Are there any needs that you share?

Which of your needs are most satisfied?  

Which needs are least satisfied?

What can you do about satisfying the least satisfied needs?

Do you think any of your differences are related to the age gap between you both?

4. Be careful to emphasis that no one needs to disclose anything that they do not feel comfortable with.

ALTERNATIVES

· Instead of completing all the questions and then discussing them all, you could complete one question, then discuss, complete the next and then discuss and so on …

· This quiz can be used in conjunction with the Dream session.  If you work on the Dream exercise first and then the Needs Discovery Quiz, you can relate what they want from life to what they need personally.  For example, does the young person’s dream coincide with what they need?

NEEDS DISCOVERY QUIZ:

WORKSHEET

Twenty needs which many people have are listed overleaf.  The list does not include everyone’s wants or needs, therefore 2 spaces have been left for you to complete on your own.

Instructions

1. Start by reading the “I have a need to …” column and underline any of the needs that you have just now, including those needs that you feel are satisfied.

2. Now for all the answers you have underlined, tick the box to mark how satisfied these needs actually are.

3. Now discuss:

Are there any needs that you share?

Which of your needs are most satisfied?  

Which needs are least satisfied?

What can you do about satisfying the least satisfied needs?

Do you think any of your differences are related to the age gap between you both?

NEEDS DISCOVERY QUIZ

	I HAVE A NEED TO …
	VERY SATISFIED


	SATISFIED
	NOT SATISFIED

	Relax


	
	
	

	Have an exciting life


	
	
	

	Be told what to do


	
	
	

	Have times when things do not change


	
	
	

	Have a quiet life


	
	
	

	Be with people 


	
	
	

	Be liked by others


	
	
	

	Help others


	
	
	

	Be part of a team


	
	
	

	Be a leader


	
	
	

	Do things on my own


	
	
	

	Look good


	
	
	

	Feel physically fit


	
	
	

	Like myself


	
	
	

	Achieve things


	
	
	

	Give affection


	
	
	

	Be good at doing something


	
	
	

	Be respected


	
	
	

	
	
	
	

	
	
	
	


Remember, you do not have to reveal anything that you do not wish to.

THE RAFT SESSION

PURPOSE

· To facilitate communication

· To increase team-building skills

· To bring out to the forefront people’s attitudes and values

USE IN MENTORING

· Could be used if the pupil is not communicating:  gives you both something to talk around

· Could help build the relationship, as it concerns both of you working together in a joint exercise

· You would be able to discuss any prejudices that the pupil holds 

TOOLS

· 2 copies of the “Raft Exercise

· Pen

TIME NEEDED: anywhere from 10 minutes to 25 minutes depending on the pupil.
INSTRUCTIONS

1. Read out the instructions at the top of the exercise sheet.

2. Now both discuss the possibilities of who will be left on the raft.

3. After 10-25 minutes, finalise who you are going to eject from the raft or who will be given surgery.  Both of you must agree of each decision.

ALTERNATIVES

You could also use this as a way to discuss prejudices.  The instructions would differ, they would be as follows:

1. Read out the instructions

2. Each of you complete the exercise individually and then discuss the reasons behind why you rejected each person.

3. Now complete the same task together, discuss and compromise on who you are going to reject from the raft as a team.

THE RAFT

A ship is wrecked in the middle of the ocean, thousands of miles from land. There are no immediate chances of rescue.

15 people are still alive and they manage to make a raft; because of the lack of time and equipment, the raft is only big enough to support 9 survivors.

You have to decide which 6 of the 15 listed you have to dispose of, you are not one of the survivors, and no one is allowed to hang onto the raft.

1. A crippled boy, paralysed since birth.  The boy cannot use his hands, must be fed by others because he can do nothing for himself.

2. A doctor, a general practitioner.  He is nervous because he is a drug addict.  Age 60.

3. A married couple:
a.
building worker, drinks a lot, age 27.

b.
woman, housewife, 2 children at home, age 23.

4. A Preacher.  Age 27

5. A restaurant owner, married with 3 children at home.  Age 43.

6. A prostitute, no parents.  She already saved a drowning child and is an excellent nurse.  Age 36.

7. A teacher, considered one of the best teachers in his city.  Married.  Age 32

8. A criminal, male, charged with murder.  He is the only one capable of navigating the raft.

9. A nun.  Head teacher in a girls school.  Age 46.

10. A man, mentally disturbed, who carries important government secrets in his head.

11. A beggar, formerly professor of literature.  He has a great sense of humour, showed great courage in the last war and was in a concentration camp for 3 years.  Age 53.

12. A salesman, sells automatic washers, and is a member of the British Legion.  Age 51.

13. A young married couple, deeply in love, but no children yet.  They are both citizens of China.

a. man studying to be a pharmicist.  Age 24

b. woman, housewife, helps with kindergarten.  Age 21.

WILDERNESS SURVIVAL SESSION

(& SURVIVAL ON THE MOON)

PURPOSE

· To facilitate communication

· To increase team-building skills

· To discuss the idea of peer and group pressure.
USE IN MENTORING

· Could be used if the pupil is not communicating: gives you both something to talk about.

· Could help build the relationship, as it concerns both of you working together in a joint exercise (if this is the reason for the game, you can leave the initial part of the exercise out and only complete the questionnaire together instead doing it separately first)
TOOLS

· Wilderness Survival Question Sheet/Survival on the Moon sheet

· Wilderness Survival, Survival on the Moon Rationale (put in a sealed envelope and do not look at this before you play the game with your pupil)

· Pens

TIME NEEDED: 30- 45 minutes
INSTRUCTIONS

1. Read the instructions for the game out.  This will ensure that both of you have the same understanding of how this game is to work.  Ask if your pupil understands it and discuss in your own words what is to happen.

2. Complete the questionnaire on your own (only do this if your pupil has good literacy skills), however say to them that if they do not understand anything just to ask because some of the words may be ‘old-fashioned’!  Write down your individual answers.

3. Now look at the questionnaire together and work out what you would do together.  Discuss the reasons for your actions.

4. Points to discuss:

Have any of your answers changed?

Explain that in this game groups normally score higher than individuals because of sharing experiences, knowledge etc. 

Talk about the concept of sharing experiences and knowledge, as opposed to group and peer pressure.

5. Once you have done this, you can talk about how you feel that you make decisions.  Use the types of decision-makers information sheet.

ALTERNATIVES

· You can also complete the game wholly as a team and leave out the first part of the game where you complete the questionnaires separately.

· There is a lot of reading in this game, therefore if your pupil has trouble reading or is uncomfortable with it, this is perhaps not the game that you should be using with your pupil.  However if you feel that they would like it, a way of getting around this would be to read the questions out and discuss your answers.  Again, leave out the section where you complete the answers separately.

· The Survival On The Moon game is very similar but has a different theme.  Instead of being out in the wild, you must instead choose what you would take to the moon and rank them in order of importance  (ie. one for the most important item, etc…).

Follow the same instructions as the Wilderness Survival.

There is a scoring sheet for the Survival on the Moon game too, but keep this rationale in an envelope so you do not know the answers too!

WILDERNESS SURVIVAL WORK SHEET

· Here are twelve questions concerning personal survival in a wilderness situation.  

· Your first task is individually to select the best of the three alternatives given under each item.  Try to imagine yourself in the situation described.  Assume that you are alone and have a minimum of equipment, except where specified.  It is early autumn.  The days are warm and dry, but the nights are cold.

· After you have completed this task individually, you will again consider each question as a group.  The group has the task of deciding, by consensus, the best alternative for each question.  Do not change your individual answers, even if you change your mind in the group discussion.

	
	Your

answer
	Group

answer

	1.
You have strayed from your party in a trackless forest.


You have no special signalling equipment.  The best


way to attempt to contact your friends is to:

a) 
call ‘help’ loudly but in a low voice.



b)
yell or scream as loudly as you can.


c)
whistle loudly and shrilly.


	
	

	2.
You are in snake country.  Your best action to avoid


snakes is to:


a)
make a lot of noise with your feet.


b)
walk softly and quietly.


c)
travel at night.


	
	

	3.
You are hungry and lost in wild country.  The best rule for


determining which plants are safe to eat is to:


a)
try anything you see the birds eat.


b)
eat anything except plants with bright red berries.


c)
put a bit of the plant on your lower lip for five minutes.



If it seems all right, try eating a little.


	
	

	4.
The day becomes dry and hot.  You have a full canteen


of water (about 1 litre) with you.  You should:


a)
ration it - about a cupful a day.


b)
not drink until you stop for the night, then



what you think you need.


c)
drink as much as you think you need when



you need it.


	
	

	5.       Your water is gone, and you become very thirsty.  You finally

          come to a dried up watercourse.  Your best chance of finding   

          water is to:


a)
dig anywhere in the stream bed.


b)
dig up plant and tree roots near the bank.


c)
dig in the stream bed at the outside of a bend.


	
	

	6
You decide to walk out of the wild country by following a

          series of ravines where a water supply is available.  Night is  

          coming on.


The best place to make camp is:


a)
next to the water supply in the ravine.


b)
high on a ridge.

b)       midway up the slope


	
	

	7        Your flashlight glows dimly as you are about to make your 

way back to your campsite after a brief foraging trip.  Darkness comes quickly in the woods and the surroundings seem unfamiliar.  You should:


a)
head back at once, keeping the light on, hoping it



will glow enough for you to make out landmarks.


b)
put the batteries under the armpits to warm them



and then replace them in the flashlight.


c)
shine your light for a few seconds, try to get the scene



in mind, move out in the darkness and repeat the 

                    process.


	
	

	8.
An early snow confines you to your small tent.  You doze with


your small stove going.  There is a danger if the flame is:


a)
yellow.


b)
blue.


c)
red.


	
	

	9      You must cross a river that has a strong current, large rocks 

          and some white water.  After carefully selecting your 

          crossing spot. you should:


a)
leave your boots and pack on.


b)
take your boots and pack off.


c)
take off your pack but leave your boots on.


	
	

	10       In waist-deep water with a strong current, when crossing the 

           stream you should face:


a)
upstream.


b)
across the stream.


c)
downstream.


	
	


	11.
Your only route is up.  The way is mossy, slippery rock.


You should try it:


a)
barefoot.


b)
with boots on.


c)
in stocking feet.


	
	

	12.
Unarmed and unsuspecting, you surprise a large bear prowling


round your campsite.  As the bear rears up about ten metres 

         from you, you should:


a)
run.


b)
climb the nearest tree.


c)
freeze, but be ready to back away slowly.


	
	


WILDERNESS SURVIVAL ANSWER AND RATIONALE SHEET
Here are the recommended courses of action for each of the situations on the Wilderness Survival Work Sheet.  These answers come from the comprehensive course on woodland survival taught by the Interpretative Service, Munroe County (New York) Parks Department.  These responses are considered to be the best rules of thumb for most situations, specific situations, however, might require other courses of action.

1. a)
Call help but in a low voice.  Low tones carry further, especially in dense woodland.  There is a much better chance of being heard if you call loudly but in a low key.  ‘Help’ is a good word to use, because it alerts your companions to your plight.  Yelling or screaming would not only be less effective, but might be passed off as a bird call by your friends far away.

2. a)
Make a lot of noise with your feet.  Snakes do not like people and will usually do everything they can to get out of your way.  Unless you surprise or corner a snake there is a good chance that you will not even see one, let alone come into contact with it.  Some snakes do feed at night, and walking softly may bring you right on top of a snake.

3. c)
Put a bit of the plant on your lower lip for five minutes: if it seems all right, try a little.  The best approach, of course, is to eat only those plants you recognise as safe.  But when you are in doubt and very hungry, you may use the lip tests.  If the plant is poisonous, you will get a very unpleasant sensation on your lip.  Red berries alone do not tell you much about the plant’s edibility (unless, of course, you recognise the plant by the berries), and birds just do not have the same digestive systems we do.

4. c)
Drink as much as you think you need when you need it.  The danger here is dehydration and once the process starts, your litre of water will not do much to reverse it.  Saving or rationing will not help, especially if you are lying unconscious somewhere from sunstroke or dehydration.  So use the water as you need it, and be aware of your need to find a water source as soon as possible.

5. c)
Dig in the stream bed at the outside of a bend.  This is the part of the river or stream that flows the fastest, is less silted, and the last part to go dry.

6. c)
Midway up the slope.  A sudden rain storm might turn the ravine into a raging torrent.  This has happened to many campers and hikers before they had a chance to escape.  The ridge line, on the other hand, increases your exposure to rain, wind and lightning, should a storm break.  The best location is on the slope.

7. b)
Put the batteries under your armpits to warm them, and then replace them in the flashlight.  Flashlight batteries lose much of their power, and weak batteries run down faster in the cold.  Warming them for a while, especially if they are already weak will restore them for a while.  You would normally avoid night travel, of course, unless you were in open country where you could use the stars for navigation.  There are just too many obstacles (logs, branches, uneven ground and so on) that might injure you - and a broken leg, injured eye, or twisted ankle would not help your plight right now.  Once the sun sets, darkness falls quickly in wooded areas; it would usually be best to stay at your campsite.

8. a)
Yellow.  A yellow flame indicates incomplete combustion and a strong possibility of carbon monoxide build-up.  Each year many campers are killed by carbon monoxide poisoning as they sleep or doze in tents, cabins or other enclosed spaces.

9. a)
Leave your boots and pack on.  Errors in fording rivers are a major cause of fatal accidents.  Sharp rocks or uneven footing demand that you keep your boots on.  If your pack is fairly well balanced, wearing it will provide you the most stability in the swift current.  A waterproof, zippered backpack will usually float, even when loaded with normal camping gear; if you step off into a hole or deep spot, the pack could become a lifesaver.

10. b)
Across the stream.  Errors in facing the wrong way in fording a stream are the cause of many drownings.  Facing upstream is the worst alternative; the current could push you back and your pack would provide the unbalance to pull you over.  You have the best stability facing across the stream, keeping an eye on your exit point on the opposite bank.

11. c)
In stocking feet.  Here you can pick your route to some degree, and you can feel where you are stepping.  Normal hiking boots become slippery, and going barefooted offers your feet no protection at all.

12. c)
Freeze, but be ready to back away slowly.  Sudden movement will probably startle the bear a lot more than your presence, if the bear is seeking some of your food.  So do not argue with him; let him forage and be on his way.  Otherwise back very slowly towards some refuge (trees, rock outcrop, etc).

SURVIVAL ON THE MOON WORKSHEET

You are going to the Moon!!!!  You must decide in order of preference which items are the most important on the trip.  For the most important item, give a 1, second most important a 2, etc… all the way up to 15 for the least important item.

	ITEM


	INDIVIDUAL RATING


	GROUP RATING

	Box of matches
	
	

	Food concentrate
	
	

	50 feet of Nylon Rope
	
	

	Parachute Silk
	
	

	Portable Heating Unit
	
	

	.45 Calibre Pistols  x  2
	
	

	1 case of dehydrated milk
	
	

	100 pound tanks of oxygen  x 2
	
	

	Stellar map of Moon’s constellation
	
	

	Life Raft
	
	

	Magnetic compass
	
	

	5 gallons of water
	
	

	Signal flares
	
	

	First aid kit containing injection needles
	
	

	Solar powered FM receiver transmitter
	
	


SURVIVAL ON THE MOON ANSWERS & RATIONALE

Listed below are the correct rankings for the “Survival on the Moon” items along with the reasons for the ranking provided by the NASA Space Survival Unit.

	ITEM
	RANKING 
	RATIONALE



	100 pound tanks of oxygen  x 2
	1
	Fills respiratory requirements

	5 gallons of water
	2
	Replenishes loss by sweating, etc..

	Stellar map of the Moon’s constellation
	3
	One of the principal means of finding directions

	Food concentrate
	4
	Supply of daily food

	Solar powered FM receiver transmitter
	5
	Distress signal transmitter, possible communication with mother ship.

	50 feet of nylon rope
	6
	Useful in tying injured, help in climbing

	First Aid Kit containing injection needles
	7
	Oral pills or injections needles are valuable

	Parachute Silk
	8
	Shelter against suns rays

	Life Raft
	9
	CO bottles for self-propulsion across chasms, etc..

	Signal Flares
	10
	Distress call within line of sight

	.45 Calibre Pistol x 2
	11
	Self-propulsion devices could be made from them

	One case of dehydrated milk
	12
	Food, mixed with water for drinking

	Portable Heating Unit
	13
	Useful only if party land on dark side of Moon

	Magnetic Compass
	14
	Probably no magnetic poles, thus useless

	Box of matches
	15
	Little of no use on the moon


SURVIVAL ON THE MOON SCORING SYSTEM

1. Give out the priority ranking provided by NASA’s space survival unit. 

2. The score is worked out as follows:

Work out the numerical difference between your ranking of each item of compared with the actual ranking according to NASA.

Eg.  If the you place the box of matches in 10th place, NASA places the box of matches in 15th place, therefore you score a difference of 5.  If your ranking is the same as NASA’s then you score 0.

3. Record score for each item.  The person with the lowest score has been more successful than the person with the highest score.

4.  What were your scores:

DECISION-MAKER

INFORMATION SHEET

Below are 6 different styles of decision-making.  Try and decide which which style fits the person you are working with and why?  Now work out which style you think you follow?  Again work out your reason why.

UNDECIDED

Finds it difficult to face up to choices and can’t think what to do.

INSTINCTIVE

Doesn’t really think things through but chooses instinctively and because it feels right.

FATALISTIC

Leaves decisions to fate.  Prepared to see just what happens.

LOGICAL

Thinks through every choice and decision and weighs up all the facts.

COMPLACENT

Happy to go along with the choices other people make.

GAMBLER

Finds it easiest to make choices at the toss of a coin.

So which style is your partner?  Reasons for this conclusion.

Which style are you?  Reasons for conclusion.

Are you happy with this or would you like to change your decision-making style?  Explain.

These sessions are targeted at all different levels of communication ie. from just getting to know your pupil to knowing them well and discussing quite in-depth topics.  However all have the purpose of promoting communication and team building skills.  If you are going to use any of these games, prepare the session beforehand.
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