[image: image1.wmf][image: image2.wmf]Wanted!
Sailors to crew a merchant ship

The crew employed will be able to:

1) Follow whistle calls to be used on board the ship (with Panther)

2) Make a compass (with Thumper and Hedgehog)

3) Navigate using the stars (with Squirrel)

4) Repair the ship (with Swallow)

5) Locate items that were stolen from the ship (ask Swallow to give you a sheet)
6) Tie knots to be used onboard the ship (with Panther)
7) Make up a good story about their time at sea. As a six think of one story to tell everyone at the end of the meeting. Sailors often told tall tales about sea monsters, mermaids, boiling rain as well as stories about pirate attacks and the exotic places they had been – so really use your imagination!
Go to each helper in turn who will show you what to do!
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You must find 1 of each of the following…
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  Anchor



    Helm


         Astrolabe




 Compass


 Hour Glass
                 Telescope

DO NOT TAKE MORE THAN 1 OF EACH!

You may not go outside, upstairs or in the office downstairs. You may look anywhere else, but please do not look in the main hall if the Guides are still using it. 
