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Aim:
To have a night of fun.

Objectives: 
· A fun night to start off the new IFG year.
· Learn some games using a parachute

Preparation:

· A parachute
· Other equipment depending on the parachute games you decide on.
Set-Up:

Because it is the beginning of the year it is possible you will have some new girls.  Have a leader designated to take down the details, name, and phone number etc of any new girls so that you have this information readily available, prior to getting them to complete their membership form.

Welcome everyone back and let the fun begin.

Devotions:
Para-ble:

Give the parachute to the girls to hold.

Using the parachute as an aid to story-telling, you have the attention of all because they are holding the chute, commence the story using the parachute as an aid:
You could use this story below, or do the story of Jonah – listening to parachute instructions – listening to God; obeying instructions – Jonah didn’t; a storm at see, man overboard, (under chute); Jonah inside the fish etc.

“One day Jesus and his friends went out in a boat on the sea of Galilee, little waves lapped at the shore (girls to make small ripples in the taut chute).  They all climbed into the boat and set out into deeper water, the sea was like glass, not a wave anywhere (chute held taut and motionless).  The disciples, used to boats, soon settled down, but then a gentle wind began to blow ruffling the smooth water (girls gently move chute).  Slowly the waves got a bit bigger, just a little tiny bit around on the rough sea (suit actions to story).  Jesus struggled to his feet; the boat was pitching up and down.  He looked at the boisterous waves and told them to be still, he commanded the wind to stop, and suddenly all was calm (chute held taut).  The disciples were amazed, they had been frightened of the storm, but now they felt frightened of Jesus as they realised just how power their friend was.”
You will find that the girls soon get the idea of following the story and they will almost automatically stop the storm actions at the appropriate time.  You can add details, like hauling on ropes or rowing with appropriate actions.  
Supper:

As the progamme is reasonably physical, it would be a good idea to stop part way through the evening to give the girls a drink and something to eat.  
Teaching Session:
The basic concept of parachute play is that it involves a large group of girls in an activity; Parachutes are usually made of brightly coloured, flame-retardant lightweight nylon.
There is usually a tennis ball sized hole in the middle.  They come in a number of sizes, usually 2, 3, 4 or 6 metres in diameter

Safety – before you start:
· Check the ground underneath the parachute. Grass is by far the best surface, but needs

· to be dry, not slippery.

· If inside, a non-splinter floor is important if the girls are barefoot.

· Give everybody clear warnings about head bumping, kicking and looking where going.

Getting Started:
Instruct everyone to take hold of the edge with both hands. Once everyone is holding on, move them around the perimeter until they are evenly spaced out. Holding the parachute with knuckles on top works best. Get everyone to hold the parachute taut and still at waist level. Get everyone moving together by raising the parachute and allowing it to fall. Don't pull it down but allow it to fall naturally so that it billows up. This is best done to a steady count. On the third lift, try to get the parachute as high as possible. The development of this is to take one or more steps in towards the middle, still holding the parachute, creating a mushroom shape. As the parachute collapses, move back out. Practice this basic co-ordination until everyone is happy.

Caution:   
You will sometimes see games described which involve putting one or more 

children (or adults) on to the parachute. These games are extremely dangerous and should not

be attempted. Particularly dangerous is anything which involves using the parachute rather like 

a trampoline with the margin held taut and the 'victim' bounced in the middle. The problem is 

that the player does not know where the ground is and it is all too easy for him to be bounced 

on hard ground as the parachute is slackened, with consequent injury to spine or head. Even 

games involving walking on a tight parachute are to be avoided, as it is possible to damage an 

ankle by a sudden unexpected contact with the ground, even though the drop is 10 cm or less.

Now’s its time to have some fun with the parachute:
Ball in the Bucket: Divide the group into two teams down a central line. Two plastic balls are placed on the parachute, while held waist high. Each team tries to shake its ball into the hole and keep the other team from putting its ball in the hole. A point is earned each time a team puts a ball in the hole.
Blob: Four players hold onto the parachute. The other players try to get eaten by the parachute. The four with the parachute run after the others. If they succeed in covering a player with the parachute, the player is eaten and must now attach themselves to the parachute and join in, to catch the others.
Blow Up: All the players are underneath the parachute and they must try to keep the parachute inflated by just blowing.  
Ball Surfing: All players hold the parachute tight. Place a large ball (for example a beach ball) on the parachute. Each player should lift the parachute just after the ball rolls by. You will have to get the timing just right. Too late and the ball will run off the parachute or into the player. Too soon and the   ball will stop rolling. The smaller the ball the harder the game is.
Centipede: Have the players lift up the parachute and they all take a step inside so the parachute comes down on top of them. When everyone is inside start walking! Try not to bump into anything! 
Circular Sit-Ups: Everyone starts by sitting along the edge of the parachute with legs underneath holding it tight. Have one side lean backwards while the other side leans forward. Keep this going creating a see-saw effect. Now to make it harder, instead of doing the normal up and down motion, everyone has to do a circular motion from the waist and the parachute will move accordingly. You may need to dictate which players should be leaning back and then circling to the side.
Climb the Mountain: Start off by making a giant mushroom. On the command everyone pulls the 

parachute quickly down and kneels down on the edge. Now the players must start "climbing" up the parachute on their knees.

Cat and Mouse: Stand holding the parachute at shoulder height, making sure there is a space between each child around the perimeter. Place an object - the cheese - in the centre of the circle under the parachute. Choose one child to be the cat and one to be the mouse. The cat starts off under the parachute guarding the cheese - the mouse starts off outside the parachute and has to get to the cheese, running in between the children holding the parachute. The mouse has 20 seconds to get the cheese; the cat has 20 seconds to catch the mouse. Once the game starts, count to 20 (everyone else counts). Score one point to the cat if the mouse is caught or one point to the mouse if the cheese is eaten. Score no points if 20 is reached before either the cheese is eaten or the mouse is caught.
Change Over: Number the children around the circle, say one to six. Lift the parachute and on the third go shout a number, these children then have to swap places under the parachute before it falls to earth. They need to be told to head for gaps, keep their eyes open and try to avoid bumping into one another. Make sure that those who remain around the edge allow the parachute to fall rather than pulling it down hard. 

Flying Saucer: Grasp the edge of the parachute with an overhand grip and inflate. Take one step forward once the parachute is inflated. When the command "let go" is given, everyone releases the parachute. The parachute should remain suspended in the air for a few seconds before it floats to the ground like a flying saucer.
Flying Parachute: Get all the players around one side of the parachute and gather up an edge to grab hold of. Everyone starts running in one direction to make a flying parachute. 

Group Balance: Ask all the players to roll up a piece of the parachute and get them to take a tight grip.  Get everyone to slowly lean backwards all at the same time. If everyone works together they should be able to lean backwards quite far without losing their balance. For an extra challenge ask them to turn their backs to the parachute and grip it from behind and then to lean forward! 

Name Game: Sung to: "Row Row Row your Boat". As you sing the song, have the players raise the 

parachute above their heads. When a player is named have him/her run under the parachute. Then slowly lower the parachute to try and trap them. Continue until all players have had a turn.

”Up, up, up it goes

Down, down, down it comes

If your name is------- (put in a child's name)

Now's your turn to run”

Ocean: Pretend the parachute is the ocean. Players move the parachute in response to the 'weather report' they hear. (Encourages players to be creative). For example the Leader says, "I heard on the weather report this morning that there was a slight breeze over the Pacific. What would that look like?"  The players respond by making small waves in the parachute. Other suggestions are - high winds, snow (we would have to pull it tight to make the ice), tornados etc. The possibilities are endless.

Trust: This is an interesting parachute game that involves an element of trust. All but one player kneels around the edge of the parachute holding it with both hands; the remaining player stands on the parachute in the centre wearing a blindfold. Two players kneeling next to each other hold their section of the parachute to the floor, whilst everyone else shakes it up and down. The object is for the blindfolded player to find their way out in the fastest possible time. It is not as easy as it sounds and if you add sound affects to the flapping it is a good experience. If you have a large parachute put two players in the centre blindfolded, and the winner is the first out. If this is done make sure they walk with hands out in front as buffers.
If you want some other parachute ideas, check out these websites:

http://www.educationalexperience.co.nz/downloads/parachutegames.pdf
Closing prayer

Notices & home time:

Provide the girls with an outline of the activities for the first term, telling them how much fun you are all going to have.

If you are going off site next week, you will need to provide notices for the parents with the details.
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