Players ’ Notes – London Amphiboly
Dear Player,
In the unlikely event of your getting separated from your fellow Amphiboly players, don’t panic; instead follow these simple steps one at a time:

1. If you can, backtrack to the last easy location to identify:

· On the Underground, the turnstiles of the underground station you last went through. 
· Above ground, the last place you took a photo or the last Underground turnstiles or the last checkpoint (if you haven’t taken a photo since then).

I have asked your leaders to do the same if they find you missing.
If you can’t, don’t worry…
2. If you have a mobile phone, call:

Leaders’ mobiles:  ________________________   ___________________________

These mobile numbers are for emergency use on the day only and should not be used otherwise.

3. Call the overall game leader: ________________________ or ___________________. If on the underground, talk to a member of staff and they will put out an announcement for your leader; otherwise find a police officer!  You can always dial 999 free of charge if you are in danger.
4. While we come to get you, stay in a public place. 
· London is very busy, so do not take any risks on the roads or underground. Look both ways even if you’re crossing to an island. The Strand is particularly dangerous on this.
· Please try to stay very near your group leaders. 
· Do not keep wallets/purses in side/back pockets of rucksacks. 
Key times (Example):
10.00
Game starts at Waterloo
11.15-11.30
Checkpoint at Tower Hill tube station (viewing platform). 

12.30-1.00 
Sign in with game leaders, stay 30 minutes for lunch (Next to café at Green Park, south of Green Park tube station)
3.30

Game finishes - cross at centre of Hanover Square
4.45

Meeting at Waterloo Railway Station under clock
5.00

Departing
Leaders’ Notes – London Amphiboly
Safety’s your main concern, not winning the game.

Know how many young people you have with you, and…
YOU CANNOT COUNT YOUR YOUNG PEOPLE TOO OFTEN. Count on to tube trains, count off tube trains, count on to the escalator, count at the other side of the turnstiles etc. Counting every 100 metres is not too often!  If someone’s ticket does not go through the turnstile and you’re not paying attention, you’ve lost someone. 
Please give each of your young people your mobile phone number to be used in the event of an emergency (even if they haven’t got a mobile) and take their numbers if they have one.

If you lose someone, first of all, backtrack to the last easy location to identify, 
· On the Underground, the turnstiles of the underground station you last went through. 

· Above ground, the last place you took a photo or the last Underground turnstiles or the last checkpoint (if you haven’t taken a photo since then).

Then call Game Leaders: ________________________ or _____________________________
Contact staff if you have lost someone on the Underground. The Underground staff can put out an announcement.
One leader should go ahead of the group and one behind. This is especially important when getting on tube trains, but is also good on escalators and while walking between points. If your party is split when tube train doors close, one leader will be with those left behind; then meet on the platform of the tube station you are going to. 
When you get on a tube or bus, make sure that the whole group knows where they are getting off. 
Be aware of anyone pressing up close to the young people. 
Make sure none of the young people stand near the edge of underground platforms. 
Remember, this is only a game, so running across busy roads dodging trucks is not allowed.  Safety has to be our first priority. 
Free time: Talk during the day about what young people want to do in free time afterwards. Make clear what will happen. You are responsible until you hand them back to their parents! If you’re going to be late for departure, let someone know. 
In the unlikely event of a major incident in London, the game is cancelled and we will rendez-vous back at the coach/railway station where you arrived at the start of the day. Attempt to contact game leaders first.
In the event of illness or injury, if it is minor, ________________________ or _____________________________. You can go to hospital. Dial 999 in emergency.

Did I say you cannot count your young people too often?

Record group’s mobile numbers here:
These mobile numbers are for emergency use on the day only, should be securely destroyed afterwards and should not be stored or used otherwise.
Key times (Example):

10.00
Game starts at Waterloo
11.15-11.30
Checkpoint at Tower Hill tube station (viewing platform). Lose 500 points if missed.

12.30-1.00 
Sign in with game leaders, stay 30 minutes for lunch (Next to café at Green Park, south of Green Park tube station)

3.30

Game finishes - cross at centre of Hanover Square

4.45

Meeting at Waterloo Railway Station under clock

5.00

Departing

