


Chris is the Executive Director ot Cuamp Good News in
Washington, IL. He has been there since 2013. Overcll, Chris has
been in the Camping Ministry since 2000, that includes 10 yeuars
as the Program Director of Camp Manitoumi in Lowpoint and 3
years as the Executive Director of Ingersoll Scout Reservetion in
London Mills.

Chris started attending Coumyp in 1991 right after 3rd grade ond
has enjoyed spending every summer at Camp since then!

When he finds time, he loves to search Pinterest, Social Medi,
and other websites for the newest, neatest ideas to implement
into his Camp. As well, he has visited multiple camps over the
years to “steal” ideas from them!

Currently, Chris co-hosts a Podcast, Summer Camp Programming,
where he talks all things program! Chris & Carrie have been
teaching “Steal This” classes all over the US; The CCCA IL Conf
2017, NARBC 2017, Great Rivers Fuall Conf 2017, CCCA Neationel
Conf 2017, CCCA Super Sectionxl 2018, ACA Midstates 2018, NARRC
2018, SummerCoampCon 1, ACA Nationals 2019, CCCA IL Sectional
2019, ACA Midstates 2019, GrandCoamp Conf 2019, NARBC 2019, ot
SCampCon 2, CCCA IL Conf 2020, ACA Southeastern 2020, SCamp
Con 3, NARBC 2020, CCCA IL Conf 2021, NCRPA Conf 2021, CEF Inter-
national Conf 2021, and multiple SCamplife Summits?

He and his wife Carrie have o total of % children; Rowan,
Emmalina, Autumn, Aurora, dog, coat, couple goats, and oalso o
pet skunk, named Stinkerbell!

Emuil: christopher kallal{@yahoo.com
Download Paclket: itheartcamp.org/stealthis
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Deer Huntin

Players line up 9+ano|ing ¢ Feet away From each

other. Players ore the deer, while one Player is
chosen to be the hunter

Wheh the hunter is in its home, it goes to sleep.
Deer must eilerH-ly tip-toe to +r'y and make it past
the home.

I the hunter hears any hoise, it wil wake upl The
deer must Freeze.

£ a deer is caught moving by the hunter, they
must return to the 9+ar‘+in3 line.

The deer that makes it past the home First be-
comes the new hunter.

Rope Jump

Instruct players to form two lines and stand six
Feet away from one another

Ploce two ropes pardlel o each other on the
ground

Players must jump Frrom one side and lond on the
other side without putting their Foot down between
the rope.

Ater eoch jump, players go to the end of the line
keeping your distance from the person standing in
Front oF you.

The gop between the two ropes get wider each

round.
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onlkey See bionkey Do

e Players form a circle standing & feet
away from one another.

e The leader wil select one person to start the
gome. The selected player wil turn to the
person on his or her left and say, I am doing
Linsert verb]" For example, I am brushing my
teeth However, the player wil act out a dif-
Ference action. For example, he or she wil
pretend to climb a lodder.

« The person oh his or her left will then act
out the action that was spoken aloud but say
a different action In this example, the player
would pretend to brush his or her teeth but
say something else, like, I am walking a dog."

 Players must make it around the circle with-
out making a mistake. I someone does make
a mistoke, then the whole circle must do the
action that was said and run in place for 10
seconds.



EincyMmat

* G cones are set up like the Pigure below. For

team comPe+H-ion, have several sets of these G
cones around

The leader will shout out a math Problem where
the answer is | cliﬂHi

The Pla\/ers must then run the cones so that their
path makes the number on the cones (ike a digital
clock)

Bohus, Use 12 cones and then make sure the an-
swer is a Z—digﬁ humber!

A A
Example: 8-G= =___ .. =
- -
A A
.o =
I __-’
A A
E .=
R S



Going on a Picnic

The leader will select one person to start That
player wil say, I am going on a pichic and | am
bringing (something that begins with the letter A)
The person on their left will then say, I am going
on a pichic and | am bringing (someﬂn’mﬂ that be-
gins with the letter B

This pattern continues until the group completes
the alphabet.

I someone says the incorrect letter or a word
that is hot in the alic’rionary, then the whole circle
does 10 seconds of sily dancing

3 Second Rule

2 campers compete aaainsi- each other

Give them a topic (For example: types of tape)
They have 5 seconds to give you 3 difFFerent
+hin39

5 points ik they get all 3 and then I point for
every answer that wasn't the same as the other
team



Funny Face Off

* 2 compers compete

e Have them stand back to back G apart

o Tel them the godl is to turn around ond moke the
same Face as the topic given but not laugh

» Give them the Topic (see ideas below) and count
to three. On three, they must turn ond attempt
to geJr the other person to Iaugh.

e Whoever laughs First loses and the other team
aains a point

Ideas:

Beaver, Fish, Cat, Puppy, Chicken, Camel, Mime, Hold-
ing Breath sumo Wrestler, Astronaut who needs to
go to the bathroom, Drowning Fish, etc

WouldioulRathex

* Give campers two choices and they have to run
to the side of the gym/Field to pick their answer

¢ Example: Go to the right it youd rather eat ce-
real without mik and go to the left ik youd
rather eat pancakes without syrup.



Reverse Charades

e In this gome ok charades, the group is doing the
action whie | camper from each team is gquess-
ing the answer

e Have | camper From each team go out of hear-
ing range

o Tel everyone the clue

e Have the camper come back and everyone does
the actions of the clue whie the camper
guesses

e Compete with multiple teams +r'yinﬁ to ge+ their |

teammate to guess

ka Seltzer Shootout

¢ Every comper wil need a water gun, and an aka
seltzer tablet on a string through a hole in the
middle

e Have campers put the tablet on like a neckloce

e Then go around shooting everyone with water
trying to get their tablet to Fall ofE.

¢ Once your tablet falls ofF, youre out of the
gome

e Go until I camper remains



E&ul@&

One person is the Beetle. The\/ con \/ell the word
beetle anytime

tell campers that when they hear the word
'Beetle’, they must quickly lie on their backs and
Kick their legs and arms in the air like a turned
over beetle

Last one down is out

uckealChicken

You will heed a rubber chicken (or really any ob-
ject that con be thrown a chicken is just more
£un)

Divide into 2 teams

Teom | will throw the chicken

Once they throw the chicken, they form a circle
(6Ht apart from each other) and the thrower wil
run laps and keeping count of how many laps
Teom 2 immediately runs to where the chicken
was thrown and mokes a 9+raiﬂh+ line (& Feet
apart) ond must thrown the chicken down the line
switching over under until it reaches the end

At the end, they yell stop. Team | will mark. down
laps aond the gome continues with the last person in
the chicken line beina the hew thrower



Screaming Toes

¢ Everyone stands in a circle Gft apart with their
heads looking down at their toes

e When the Facilitator yells "Look up', they all must
look. directly ot someone else in the group

o 2 caompers are looking ot each other, they
must scream out loud

e The personh who screams last is out

e Process continues until 2 remain. Last 2 Play
rock paper scissors

stanced Steal the Bacon

e Coampers line up and stand G Feet away Prom

each other. Form two teams. Each team lines up
on the sidelines.

e The leader wil 3'|ve each camper a humber.
Campers must remember their number.

o When campers hear their number, they run fo-
wards the "bacon' (object in Field) top it with
their foot, and run back to their team's line.

e The First player to run back and sit down gets
one point.

e The team with the most points wins!



Alll My Neighbers

e Form a circle and stand & Feet away From each
other.

o The Facilitator wil place a cone in Front of you

o Alter set up is complete, the Facilitator wil
stand in the middie of the circle and will be the
First caller.

e The cdler shouts a fact about himself or her-
self. Example: All my neighbors wearing black
shoes.

¢ Everyone wearing black shoes must Find a new
cone in the circle, including the caller.

o The person left without a cone becomes the
cadller. Be creative with commands.




NeverHare]l

Similar to Al My Nenghloors

* Give everyone the same humber of popcorn kernels
or beans (the more you give, the longer the 3ame)

* Have everyone form a circle (& £+ apart) and sit
down

e Put a 5-gdllon bucket in the center

e Starting with one person, they must say ‘Never Have
| Ever..(something they have NEVER done)"

o Any player who HAVE done that, must throw their
kernel into the bucket

e Continue around the circle

e Go until only I person has kernels left

ip Zap Zoom

e One camper starts the game by clap-pointing while
saying, 'zip,' to a player on their left.

e This can continue around the circle by saying zip and
cIaP—PoinJring to the left

e However, at any+ime any camper can change direc-
tions by saying ‘zap" and clap-pointing to the right.

® This can continue around the circle by saying zap and
cIaP—Poinﬁng to the riﬂhi'

e Another direction change is ‘zoom' and you can clap-
point to anyone an\/where in the circle

e Restart if the wrong command is said or someone

claps in the wirong direction.
1



e Campers Form circle

e The Facilitator continuously says, Bada, bada,
boda" Eventually the Facilitator wil say, 'Boom"

e When you hear BOOM you cah choose to per-
form one of two actions:

e BADA-BOOM - turn to someone on either side of
you and clap-point while saying ‘Bada-boom!

e DUCK - sguat and hold it.

¢ There are consequences For every action:

o IF you bada-boom someone whose back. is turned
to you, then he or she does Five jumping jocks.

o IF you bada-boom someone who bada-booms
you, then you both do Five jumping jacks.

o IF you duck whie someone tries to bada-boom
you, then the bada-boom passes over your head
to the person next to you.

e IF no one bada-booms anyone, then everyone
does Five jumping jacks!

12



Switchareeo

Campers form a circle standing & feet away from each
other. Place a cone in front of each camper.

e The facilitator wil Pick the First switcharoo Person who
is in the middie.

* They wil tell everyone to look down, then to look up.

o IF you make eye contact with another Player when you
look. up, you must quicldy switch spots.

® The Switcharoo Person wil +r\/ to take a Player’s spot by
ge-Hing to the emP+\/ cone First.

® The player left without a spot becomes the next Swit-
charoo Person.

Selamencler

Campers form a circle and stond G Feet away From
each other.

® Everyone keeps their eyes closed while the facilitator
picks three solamanders and one detective, using his or
her toe to tap. = you are +aPPed on your toe twice, you
are a salomander. I~ you are +appecl on your foe once,
you are the detective.

e The detective stands in the middle of the circle. His or
her goal is to Find the salamanders.

e The salamanders wil zop others lay winking at them. Play—
ers who are zapped must sit down

e The detective has three chances to guess the salaman-
ders. After three guesses, the salomanders are revedled

e The Facilitator chooses hew salomanders and detectives,
and the gome begjns again.

13



Up Down Stomp Clap

Everyone, pick a seat. You wil do a lot of moving but
you will hot move from your seats.

A desiﬂna-%ed leader gives a series of commands For
Players to Follow. When the leader says:

UP, raise your arms up.

DOWN, put your arms down

STOMP, stomp your Feet once.

CLAP, clap once.

Listen very carePully because in the next round @e+9
harder.

Round 2: UP and DOWN are opposites.

Round 3: UP and DOWN and STOMP and CLAP are
opposites.

Srems Yo (nomes

Campers form a circle and stand & feet away from
each other. One camper will say his or her name and
do a motion or gesture.

The person on the right of that camper wil repeat
the First campers name and motion

The First campers name and motion will be repeated
by each person in the circle.

When it gets back to the First campers, everyone
wil rePea+ his or her nome and motion as a group.
After the name and motion is said as a group, the
cycle starts agoin with a ditferent camper.

1%



Bline Shapes

e Position the group in a larae, open space

* Instruct your group to stond in a line and place
their blindFolds over their eyes

e Explain to the Players that a larﬂe rope has been
placed on the ground in Front of them and their
challenge is to make the shape you call out. Ea. a
square or +r'iangle

 Players must pick up the rope and work to-
gether to form the shape without removing their
blindfolds

o Once they have completed the task instruct
them to remove their blindFolds and discuss their
performance

e Choose and new shape and have them complete
the task. again (be sure to slowly increase the di-fi-
culty of the shapes)



Ner Cressee) [Lemer

o Divide the participants into two even teams (easy
way is to ask them to pair up)

o Have one person from each pair move to one
side of the playing area and their partner to the op-
posite side Pacin@ them (& £+ away)

¢ Instruct one side that they are 'Romeo’ and when
+hey hear Romeo that must Fex their muscles and
say ‘grrrr' loudly

o The otherside are 'Juliet’ and when they hear
their name +hey must cover their mouths and say
"ooh!

e As the instructor you now \/ell out 'Romeo’ or
‘Juliet’ in any pattern you wish (For example, Romeo-
Romeo-Juliet-Romeo etc) and they must make the
moves when they are called

e When you Feel it is appropriate too, you can yel
'Romeo & Juliet!

¢ Participants must now run into the middie and
meet their partners

o They both must sit down with their tip toes
+ouchina

* The last pair fo come together and get into the
position is eliminated

¢ Continue until you are left with only two pairs
left in the game and run the Final round

16



Two Truths and a Lie

* One participant at a time is asked to say two

truths and one lie about themselves out loud to the
group

» Group members must work together to decide
which ones they believe to be true and what is a lie
* The person indicates whether they guessed cor-
recﬂy or incorrecﬂy

e They can now briefly explain their two truths in
Further detail it desired

e Continue around the group until all members have
had a turn

Variations:

e Participants could write these on a plece of pa-
per and place them in a blown up balloon.

e Hit balloons around a room and then each group
member is to choose one balloon and pop it.

o They must then read out the truths and lie and
guess which group member it belonas too

17



Silent Arrangement

e Instruct compers that +he\/ are to remain silent

For the duration of the activity, unless told to
speak.

 Explain that they need to arrange themselves into
a line accorchng to a certain criteria that you set
(see below For examples)

o As they begin the task, reinforce the impor-
tance of re-(:r'aininﬁ From using verbal communica-
tion. Any other communication is PermiHeal. The\/
may Find this difficult to begin with so be sure to
continually reinforce them

o Alow sufficient time For participants to commu-
hicate and engage with each other

¢ Once you see that they have completed the task,
instruct the group announce the order aloud to see
it they achieved the objective

e Runh the same ac+'|vi+y multiple times - ensuring
you increase the dif-Ficulty of the criteria so it
challenges the group

Ideas:

- Date of birth (day & month, not the year)

- Shoe size

- Eye color

- Heiah'f

- A|Phaloe+ically (hames, Favorite Football team)

18



Rain Danece

e Coampers form a circle stonding & Feet away
From one another.

» Everyone wil receive a humber, and that humber
will determine the campers spot in the circle.

e The camper who is humber | wil beain a pattern
that everyone will follow. The pattern is:

 Pat, Pat: Pat your legs with your hands twice

¢ Clap, Clap: Clap your hands twice

¢ Thump, Thump: Stomp your right LFoot on the
ground, then your left

o Alter two repeats of the pattern, the camper
who is number | will continue the pattern, but say
his or her number on the First clap, then the
humber of someone else in the circle on the
second clap.

e The person who is the second number wil then
say his or her number on the First clap, and then
the number of another person on the second
clap. This pattern wil continue until there is a mis-
take.

e Fa camper makes a mistoke, he or she wil do
Jumping jacks equal to the ar;f;ianecl humber. That
camper will then take on the Iarges‘l- humber in
the group, and everyone behind him or her

moves up a number.

19



(lien, Tiger, e

Campers form a circle standing & feet away from each
other.

® On the count of three, campers choose to be one of
three characters.

e Alen: say, 'bleep, bleep, bleep,' and put their fingers on
their head like antennos.

* Tiger: say, roar.' lke a tiger and pretend their hands are
claws.

* Cow: say, 'moo, like a cow and pretend their hands are
cow utters on their belly.

o The group with the least humber of characters is out.
For example, it there were four dliens, seven -I-iﬁers, and
three cows, then the cows would be out. All cows do Five
Jumping jacks ond leave the circle.

o The game continues until only one or two campers are

lef.
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Indy 500

° Campers line up 9+anding G Feet away From each other.

SPIH' campers into four teams.

Ploce a cone ih Front of each team.

The leader wil create a racetrack with +ape Poinﬁng in
the direction players have to run.

When the leader says, 'Star+t your engines!“ the First
camper oh each team steps onto the track.

When the leader says, ‘Gol" the camper runs a lap, goes
to theh end of his or her team's line, does Five jumping
Jacks, then sits down. Then, the next comper in line goes.

The First team to have all campers sitting down wins!

Bopper

e Campers are to stand in a circle

® Choose one person to be the bopper and stand in the mid-
dle with a pool noodle

e To Iaeﬂin the game, ask the 'bopper’ to say another per-
sohs hame and approach this person in the am of ‘boppinﬁ’
them (on the torso or leas)

® The chosen person must then say their own nome, fol-
lowed by someone elses in the circle before the ‘bopper
touches them

o IF they are bopped before getting their own and some-
one elses name out, +hey move into the centre and become
the new bopper”

e Continue until the game is moving quickly, indicating that
members know each others hames

21



[Rumisle

e Campers line up and stand & £+ away From each
other.

* Go over rock-paper-scissors with the Campers.

o Al the campers will Play aﬂain«;Jr the Facilitator, called
the Rumbler.

o IF a camper is successkul against the Rumbler, he or
she remains standing

e Fa camper throws the some sign as the Rumbler,
he or she remoains standing,

o IF a camper is unsuccessful, he or she does Five
jumping jacks, then sits down.

e The gome continues unti there is one camper left
9+anding. That camper becomes the new Rumbler

Sellar Sysienm

Set up three cones in your Play spoce. DeslanaJre
each cone as sun, mooh, or earth.

o Line up on the starting line, and stond & Feet away
From one another.

o The Facilitator wil call out either sun, moon, or
earth.

e When campers hear: SUN, run to the sun cone.
MOON, hop on two Feet to the moon cone. EARTH,
walk to the earth cone. Make sure to keep your dis-
tance when moving to different cones.

o IF compers make a mistake, do Five jumping jocks,

then rejoin the gome.
22



Campers Form a circle c3+ar1c|ina ¢ Feet away

From one another.

The leader will begin the gome by passing the
'Whoosh' to someone on his or her right or left
by liting his or her arms toward them and say-
ing, "Whoosh!' That compers becomes the hew
‘whoosher" and has several options:

WHOOSH: Pass the "whoosh' to someohne else in
the same direction.

WHOA: Put his or her hands up, paims out, and
say, 'Whodl' This sends the "whoosh' back to the
‘whoosher" who ‘whooshes' in the opposite direc-
tion or selects another option

ZAP- Clap-point at someohe across the circle
and say, “ZaP!“ This sends the "whoosh' across
the circle to someone else who then selects an
opﬁon

£ +he 'whoosher' is "whoa'd' by campers in both
directions when trying to pass the ‘whoosh," then
he or she is a "double whoa'd whoosher" and must
do Five jumping jacks before starting again

23



Panto-name

e Coampers in a circle G £+ apart

® Instruct campers to think. of a creative word that starts
with the First letter of their First name and an action to
match that word (use the example ‘Magjcal Matt! matched
with the action of waving a wand)

o Select someone to e First, +hey start the game by say-
ing theirs out loud

® The next person in the circle must then say the previous
persons hame, Followed by their own. Eg Maﬁical Matt, HaPPy
Hannah

e This continues around the circle until you reach the begin—
ning person

® They must now Finish the activity by repeating the whole
sequence, making sure they say each persons name matched
with the action

SlowiMetion

Campers line up standing & feet away From each other.

* Compers are dll going to be racing one ano’rher..slowly.

® Eoach camper stands on the 9+ar+ing linel The Finish line is
the opposite end of the P|ay space.

® The leader wil be the starter and the judge. He or she wil
give campers a motion to do, and players will attempt to
do it as 9|owly as Pogsilale while moving to the Finish line.

* Campers keep moving but not too quic;kly! £ a camper
moves too quic;kl\/ For the Juclge, stops moving, or loses
balance, he or she will be asked to freeze and do an ac-
tivity in place for 5 seconds.

o The first camper to cross the Finish line is the winner!
24



ShipWEe Gl

e Compers line up at the starting linel stand & Feet away
From each other.

o The faciitator is the captain and the campers are the
crew. Listen for the Pollowina commands:

® ROLL CALL: the crew must line up, feet together, and
salute the captain by saying ‘aye, aye caP+ain!"

e AT EASE: stand normal

o CROW'S NEST: the crew must climb an imaginary ladder
to the crow's nest.

e SWAB THE DECK: the crew must pretend to mop the
deck.

e THREE IN A BOAT: find three people, sit in a line & feet
opoart, and row the boat whie singing, ‘row, row, row
your boat"

® SPEED BOAT: the captain wil become a speed boat and
try to get to the line before you do.

e IF you make a mistoke, do Five jumping jocks, then rejoin

the game.



Yours and Mine

Compers to sit or stand in a circle

e The instructor beglns by saying their owh name, Fol-
lowed by someohe elses in the circle. At the same
time they throw the object to this person (eg. John,
Kate)

* The person who receives the objec+ how says their
owh hame, Followed by someone elses (eg. Kate, Matt)
and throws object to a dif-Ferent person

* The game con continue For as long as needed, once it
i5 moving very quickly it can be assumed that comp-
ers know each others hames

e To Pla\/ the game without an olojec+ you can 9imply
voice the game or you may ke to use a r‘hyﬂwmic
clapping sequence (knee slap Followed by a clap For
example)

Mirror Mirror

e Campers pick a partner ond Face each other, keep-

ing & Feet of space between each other.

* One person is 30“’\3 to be the leader.

o The other must mirror his or her movements.

e There should be no talking or touching just mirroring
movements.

o Alter two minutes, switch roles to let the other per-
son lead.

26



otien Telephene

Coampers line up behind the gome leader, 9+anclinﬂ G
Feet apart From one another.

Caompers close their eyes. They can or\I\/ open their
eyes when +hey hear their name called.

The leader turns around and says the nome of the
person behind him or her. Once the campers eyes
are open, the leader silently does a series of three
movements that the camper will heed to memo-

rize. After the leader comple+ee the movements, he
or she wil furn around and face Forward.

That campers wil furn to the person behind him or
her and say that person's nome. After the person's
eyes are open, the First person will silen-Hy do the
same series of three movements, and then turn and
face Forward.

Try and pass the motions From beginning to end with-
out making a mistake, or else everyone does 10 jump-

ing jackg!

WHEN ) GET off«ﬁvjv 1o Do
THINGS DUYJNG 1HE
SUN\NIER, NYY RESPONSE IS!

“) AW&AD‘I HAVE VLANS'"



Aoolkeepei

e Form a circle and stand & Feet away From each other.

® Select ohe camper to be the zookeeper, who wil stand in
the middle of the circle.

e The zookeeper' will close his or her eyes and instruct
other campers how to move around the cirlce (skip, run,
Jump, etc). Make sure to keep your distance.

®  When the zookeeper is ready, he or she says, "Freeze,"
points to someone, ond shouts out an animal.

o IF you are chosen, you have to make the sound of an ani-
mal that the zookeeper says.

e The zookeeper has three chances to guess who made the
sound.

® The camper who made the ahimal sound switches places
with the zookeeper.

® Pair up campers G Feet away From each other.

* Designate a camper to be ‘Spark Leader"' or Facilitate it
yourself—.

* Campers must Follow the SPark Leader's movements.

*  When the leader says 'SPARK," put both hands straight up
before your partrer.

e  Whoever completes the motion first is the winner! Loser
is out

e Now find a new partner and star+t again



Group Juggie

e Instruct everyone to stand in a circle & £ apart

o Introduce the First ball/object, say your own
name out loud Followed by another persons in the
circle and throw the object to them

e They must then say their own hame, Followed by
another's and pass the object on

e This continues unti it returns to the start (you)

e You how have the passing order For the gome
(you may ke to repeat it ohce more so partici-
pants are certain on the order)

¢ Restart the game with the First object - remind
participants o say the names |oudI\/ and to keep
the same order thiroughout

e Once it about halk way, introduce another item -
campers must now be ready to react to two
difFerent objects coming around the circle

e Depending on the ability and size of your group,
introduce more objects at your own discretion

* The game should move quickly ofter a number
of rounds as campers learn the order and

names
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Great Debate

o Coampers line up G feet apart from one an-
other.

e The Facilitator is the great debate moderator,
The moderator asks guestions, and the campers
debate each other over the answers. For exom-
ple: Which animal is better - a lioh or a tiger?

e There are two areas with cones/tape that rep-
resent either side of the debate. After the mod-
erator asks a question, campers have I5 sec-
onds to move to the side they most agree with
Stay G Feet aport!

e Teams have 90 seconds to come up with an ar-
gument For why their side is correct. Each teom
will nominate one person to deliver the ar‘gumerﬁ
in under 30 seconds.

¢ Once the arguments have been made, compers
wil have I5 seconds to vote again. The side with
the most votes wins the debate, and the teom
with Fewer votes does 10 jumping jacks, squats,
or burpees.
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VeulellehiRight

e Have Campers stand in a circle & £+ apart

o Select one person to stand in the middle, they
are the pointer

e The pointer must point to one Person at a time
and say either et 'right’, "'you' or 'me'

* Who ever is pointed at must quickly say the
name of the individual who is instructed (to their
left, their right, their own name or the name of
the person in the middie)

¢ Once the person has said the nome, the pointer
then points to a new person and says another
command

e Continue and encourage participants o move the
gome along aluickly

¢ Swap pointers so everyone has a turn in the mid-

de dir‘ec-i'ir‘lg the gome

CAN YOu 95 My COuNSELog
NEXT SUMMER 1S THE

ULTINMATE COMPLIMENT




Cat-reers

Compers Form a circle 9+andlng G Feet away From each
other.

e The facilitator wil place a cone in Front of you.

o Alter setup is complete, the Facilitator wil stand in the
middle of the circle and will be the First cat.

e The first cat acts out a career without +alkina. Meowina
is okl For example, he or she acts out cu++ing someone’s
hair.

® Campers shout out their guesses.

o Wheh the cat hears the correct response (in our exam-
ple, hair stylist), he or she shouts, 'Yes,' and everyone
sings, ‘Meow, meow, meow, mMeow, meow, Meow, Meow,
meow. (The Meow Mix Theme Song)

® The person who aue;eed correctly moves to the midde
of the circle and becomes the next cat.

Twizzler

e Form a circle and stand & feet away Lrom each othe

e Listen For the commands.
e When you hear:
- 'Go' - wak in the direction you are Lacina[s}:p}
- Stop' - freeze
- Turn' - do a halk turn (80 degrees) and Freeze
Twizzler’ - do a Full jump (360 degrees) and fFreeze
o IF you moke a mistoke, do Five jumping jocks, and rejoin
the game

32



Maze Runner

® Grab a seat! A leader should be selected and Pacing all
compers.

e We are Iooking For an ancient temple con+aininﬂ treasure,
but there are a lot of obstacles guarding it that we wil
have to overcome. To geJr to the treasure, campers must
9+ay in their seats.

o A Facilitator will call a series of commands:

- Run: Move your Feet as quickly as you can (as iF you were

running away From monsters guarding the +emP\e).

- Stop: Stop moving your Feet.

- Reach up: Reach your arms up to colect coins.

* Lean Lean your body to one side to stay on the temple
path.

tonytellens

® Coampers form a circle, standing G Feet apart From one
another.

® Al campers are 9+ory+ellerc;|. They wil be creaﬁnﬁ a 9+or\/
+oge+her as a group.

* Select a story leader. The leader wil start by saying one
word, and the person to his or her right will then odd an-
other word that connects to it like a story. This pattern
will continue +hrouﬁhou+ the game.

e F a camper cannot think. of a word to add to the
story, then he or she must do 10 jumping jocks before
rejoininﬁ the gome as the new 9+or\/ starter.
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Seize the Land

Put several hula hoops all over a Playlng area about 2-3
Feet apart From each other

e Moke a |arﬁe circle around the hoops (at least 15 Feet
From the hoops)

e Give teams several bean Iaags (Each teom needs to be a
different color)

e The gooﬂ is ﬁe+ your color bag inside every hula hoop

® Once your bag i5 in a hoop, you have 'Seized" that hoop
and it belongs to your team

® To steal a hoop From another team requires at least 2
baas

e Wheha hoop is stolen, the original team must e retrieve
their bag

® Gome is over when dll hoops are seized or time is up and
the team with most hoops win.

oodie Shoot

° Hanﬂ Hula Hoops so that +he\/ make an open +arae+ (From

basketball hoop, volleybal, tree, etc)

® Give teams pool noodles

o The aoal is to throw the hoodle +|nr'ou6h the hooP ke a
Javelin

e DifFerent hoops can be given dibferent values based on
hardness

e Team with most PoinJre wins
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GoBlgoreollome

Set out several Pol\/ spots in a line, each obout 3-4 Feet
away from each other

e Put a cone at the Front of the line

* Going from the cone out, assign point values for each
spot with the closest loeing the least amount of points and
the Farthest being the most points

* Coampers wil pair off and one camper at the cone wil be
giveh a ball

® The other camper must start and the least spot and
catch the ball from there.

e Now they cah choose to stop aond keep that point amount
or go out further for higher points.

® They must go | spot at a fime (+hey cannot just jump to
the highest humber)

o IF they do not catch the ball they get ZERO points

o After done, switch roles and start again

) mcoKVOKAT E’
INTO AS MANY ACTIVITIES AS

POSSIBLE 10 WATCH CAMPERS
fAL DOWN




Elisbecikno ot

® You wil need about 10 cones and 10 Frisbees per team

® Setconesupina Iaowling pin pattern about 3 Feet From each
other (this wil be a big Bowling pattern)

® Boalance Frisbees on top of cones

e Determine how far away From the Frisbee cones you want
the campers to throw From (dbout 20 Feet)

® Give campers a boall

® The godl is to khock. as many Frisbees off your cones as pos-
sible.

o After one camper throws, +hey must 90 aeJr the badl, return to
the 9+ar‘+ing line and throw aaain. First team to 3e+ all wins.

® Re-set up cones and Frisbee and go to next camper

uman Bowling

e Two teams versus each other

e One team is bowlers, the other is runner

* Runners stand on starting line waiting

* Bowlers are on their line & Feet away

® On 'Go' Runners can start running away as fast as they can

e Alter 5 seconds, yell ‘stop" and runners must Freeze

® The bowlers may how attempt to bowl and hit the runner

® Eoch hit is a point. Alter everyone from the team has been a
runner, they all switch.
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Tic Tac Toss

Set up 9 hula hoops in a 3x3 grid like Tic Tac Toe
* dGive campers 5-8 bean bags each (difFerent colors For
each team)
® Campers wil toke turn throwing their Ioags trying to get 3
in a row lke Tic Tac Toe
e Bean Baﬂs must be comple+e|y inside the hoop to count
Bonus: Spots can be 'stolen" ik you get 2 bags inside that
hoop

Stay i your Spof [ielibal

® Play on Kickball Field

® Scatter hula hoops all over Field (you will need | For every
outFielder)

e Have players go stand in hoops

® Have | hoop on the pitchers mound with a bucket in it

* Pitcher wil pitch the badll For the kicker to kick

e Outfielders cannot leave their hoops unti the ball stops
moving (They may only move it the ball comes into their
hoop)

e Kicker wil then run from First base to home as many
times as +he\/ con scoring a point every time that +hey
come back home

® Once the ball stops moving the pitcher can yell for one
person to go 3e+ it (unless it's a\ready in someones hoop)

o IF an outfield cought the ball in mid-air, the kicker is al-
ready out, otherwise they can keep getting points until the
ball in back in the bucket on the mound.
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SOCCCHAIOSS

® This game will be Played similar to Ioage/cornhole/horseshoes

® Each team has a hula hoop on the ground near them ond 3 soc-
cer badlls to share between the teams

® The godl is to kick. your soccer balls inside the hoop next to
the other team (like laaas/cornhole/hor'c;ec;hoes)

e Campers must use Feet only, no hands

® Opponents cannot collect the balls until all three have 9+opped
rolling

* Kickers try to get the balls in the hoop. They must be careful
becouse they may get the First ball in the hoop, but their sec-
ond ball knocked it out. OR they can use it to their advarﬂ-aae.
£ the First ball goes close, they can use the second ball to
knock both in the hoop.

® | point For each ball in hoop aond a borus 2 points i all 3 balls in
hoop.

e Then switch and opponent must now kick

Bean Golf

o set up a ﬁolP course all +hrouahou+ your campar‘ound usina hula

hoops os the holes and bean bags as the goﬂl balls

e Have campers group up (but keep their distance) and play a
round of Bean Golf

® Scoreis Kep’r Ju9+ like r‘egular‘ 30\13 where the lowest humber
wins
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Tennis Kick

Game is Playecl like tennis but with a soccer ball
and a rope on the ground instead of a net

o Have caompers pass ball back ond Forth as many
fimes as they can without the ball stopping or go-
ing out of bounds

¢ Play doubles just like doubles tennis where each
teammate must take turns kickina it back

Get Out of Here

o Set up a large playing Field with a line dowh the

middle (similar to dodﬁe ball)

» Divide campers into 2 teams

e Put dbout 5 soccer balls on each side of the
Field

* The godl is to kick the balls ofF your side and
onto the other teams side

e Foacilitator wil start a 2 minute timer and then
yell "ﬁo"!

e Once time is up, whoever has the least amount
of soccer badls on their side is the winner

Bonus: Mix it up by playing with different kinds of

balls. (it's really hard to kick a golf ball)
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ErisbeeiBlllseye

You will heed a large target on the ground that looks like an
archery +arge+. Either Iau\/ a tarp aond paint a +arge+ onto it, or
use difFerent size ropes to make each circle

Give campers Frisbees (different color For each team)

Have S+ar+inﬁ line about 15 Feet away From +arge+

on "go" campers will throw their Frisbees to get as many in the
"Bullseye" as possible

However, you can adlso use your Frisbees to try and knock
out the opponents

Tally up scores once al Frisbees are thrown

Bohus: Increase the distance of the starting line
Bonus: Add badlls to the objects thrown

Tee Ball

Set up cones in the middle of a large circle (dbout 20 £+ di-
ometer or more)

Put different sports balls balanced upon each of the cones
Give compers soccer balls

The goal is to knock ofF the sports balls

5 points For a clean kick, | point For hitting the cone ond
knocking it off
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Castle Defense

you will heed 5 bowling pins (or cones it you
don't have any pins)

e Stand pins upright inside a 5x5 square (no one
is allowed in this square)

* Then create a larger square surrounchng the
small one (at least 10 Feet away on all sides)

e One team is "oleFending the castle' ( protecting the
bowling pins From getting knocked over), whie
inside the lorge square.

* The other team is trying to knock down the pins,
while outside the lorge square.

e Switch after 5 min or dl pins knocked over

) SAY "M OK;_-WW)-I THE
SPIDER N NIy SHOWER

STALL. BUT ) KEEP AN EYE ON
T THE wnouz TIME!
’




Steal a Spot

e Set up several hula hoops around the Field with 3
polyspots in each

¢ Place cones around cutside edge of Field

e Have campers pair up and give them each | bean-
loaﬁ

* One camper wil be the thrower (and stand by
their cone) and the other the catcher (who can
move Freely)

o IF a camper catches the bag while at least | Foot
is in a hula hoop, -Hne\/ con take a Poly9Po+ out
and bring It back to their cone. I they don't
catch it or are not inside a hoop, nothing happens

o Alter each throw, have campers switch posi-
tions

e Team with the most spots at the end, wins!

BONUS: Write points oh the bottom of the spots so

that campers do not know until +hey have chosen

that spot
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Bucketball

o Set up Field as you would a cloclge ball area. On the middle
line, put several buckets

e Have severadl loeanbage onh the line as well

e On 'go’, campers must run to the middle line and grob a
beanbag, then run back to sideline and try to make a bas-
ket in the buckets.

o IF they maoke a basket, they must run up aond get that
bucket and bring it back to their team

e Teom with the most buckets at the end, wins!

Field Goal Bowling

o Set up your playing area with 2 different ‘bowling alleys'

o The difference from normal bowling is that there is only |
pin, and halfway down the lane is 2 cones (Field goal) that
players must bowl through

* Each camper gets 3 rolls to knock down their pin by go-
ing through the Field gooal. s they are not able to do that,
the next camper in line goes.

e First team to knock down their pin correctly, wins a
point. Then game restarts

BONUS: make the size of the Field goal smaller ofter each

point.

BONUS: Add extra Field goals
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Bag of Nouns

Have a counselor write down a bunch of nouns about
camp, each one on a separate piece of paper. These can
be readlly simple things, like sleeping ba@ tent, or stargazing
They can dlso be gpeciPic places, activities, or songs.
(Typically these papers would be Folded and placed into a
bag For choosing, but to odhere to social di;+ancing a
counselor who will hold one piece of paper up at a time).
Divide the compers into two smaller teams within your
group. You can do this with as few as two people per
team. Then select a clue-giver From each.

The First round Iae@inc; when the First teom's clue—giver is
shown the First piece of paper, which +|ne\/ heed to ex-
plain to their team in whatever way +|ne\/ cah, as Iong as
they don't say any part of the word (For example, i the
word is sleeping bag, they can't say the word sleep). The
teom ge+9 a point for each word +hey guess corr'ecﬂy in
ohe minute. Then the second team chooses their clue—ﬁiver‘
and proceeds in the same way.

In round two, the new clue-giver has the same words
shown to them, but For this round they can only say a
single word to get their team to guess. This round pro-
ceeds with a minute timer for each team, again awarding
them a point for each correct answer.

Finally, in the third round, using the same words, the clue-
giver has to act them out charades style and cant speok
at adl. Points are awarded in the same Fashion for each
teom, and the team with the most points wins.
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Code Breaker

® Play on Basketbal court or large concrete area

* Using sidewalk chalk, draw a series of vertical and hori-
zontal lines inside the r‘ec+angle to create a gr‘ic{ where
each square measures aPPr‘oxima+ely 204 Square.

® Write 'Start' in one square on one side of the grid and
'Finish" in another square on the opposite side of the grid.

® On a piece of paper, draw the grid ond troce the secret
path that campers must Follow to g0 from start to End.
Do not show this paper to the children

® Campers stand around the square at safe distances.

® First camper steps into the Start square and then takes
a step into another square, moving toward the End.

o IF the square is hot part of the secret path, tell the
camper by making a loud 'buzzer' sound or other Punny
noise that indicates they mode a misstep.

® The camper must then step out of the grid, and the next
camper tokes a turn at discovering the path

o IF the square is part of the correct path, the camper
canh continue 9+eppina info new squares until they step into
an incorrect square.

o The gome continues with campers +akinﬁ turns until one
comper ?ina\\y ‘breadks the secret code’
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EicsyEappel

o Ask the campers to stand in a lorge circle with
ot least & £+ between them

o Choose one camper to be the 'detective’ ond
ask. them to leave the circle and turn their back
to the group.

e Point silenﬂy to one camper in the circle who wil
be the "Frog zapper '

e Ask the detective to come back to the circle
and sit in the middle.

o Al the campers in the circle are "Prog«;" except
the Frog zapper. They sit with their heads up,
looking around the circle.

o When the detective is not watching the Prog
zapper looks at one of the ?rogs aond sticks out

"

their tongue to zop' them

e The victm Proa must continue to look around
the circle for 5 seconds, then suddenly Fall over
and 'die" dramatically.

e Each time one of the -Pr‘ogs die, the detective is
allowed one attempt to guess who the Pr'oa zop-
per is.

¢ The detective is only alowed a total of three
guesses to identiky the Frog zapper. I they Fail
to identify the frog zapper, the Frog zapper

wins the round.
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Star of the Show

Divide the campers into groups of 3-4 chidren
and have them sit as a relay team behind a cone.
Set up a second cone For each team 30-40 £+
away.

Assiﬂn a number to each camper in each group -
one, two, three, Four, etc.

When you shout a particular humber, the camper
in each group with that humber must run to
their team cone ond perform a challenge that
you name bekorehand

Example Challenges:

» "Say hello in another lanﬁuage—number 21"

» "Show us your best dance move-number 4

» 'Sing us part of your Favorite song-

humber "

» 'Balance on one leg and count to Five-

humber 3"

» 'Name your Favorite animal-number 2"
Ater each camper performs their challenge,
they run back to their team and sit down as
oluicld\/ as possible.

(Each challenae is basically a roce between the
coampers of the different teams)
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Alphabet Game

o A scenario is given to the campers who wil act out.

® Each compers onI\/ says | line.

® Each line starts with the conhsecutive letter in the alpha-
bet.

® You can start with A or any letter. After you cycle
+hr‘ough all people once, it goes back to the First person.

e The conversation starts and ends on the some letter.

® For example, the scenario could be going on a camping
trip. 1E you start with Y, it could go:

- You always Porge+ to pack socks.

- Zzzz There are too many mosquitoes alread\/'.

- And I only brought one pair of shoes.

- Boy, Id go for some air conditioning,

- Can't we just buy socks?

e And so on back to V.

Team Architect

e This is Iaasicany a gome where you get each team to build

some‘rhing with very litHe omounts of 9+ranz_;]e materials.

e For example, you could 3ive each team a Packe+ of pop
sticks and a roll of sticky tape and get them to buid a
bridge which will support a heavy book.

® Another example is to give each team a Few sheets of
newspaper and some string and then get them to make on
eqq support. Each teams egq support has to stop the egq
From breaking when dropped from a certain height

o Alter the dlocated louilcling time is up, all the groups come

together and the structures or inventions are tested.
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These are some fun different types of Scavenger Hunts
. - .

Teams are Pr‘ovided with a list of objects (either hatural or man-

made) to find. Objects might be agsianed various point values de-
Pencl'mf] oh cliﬁlicuH'y. Teams must work together to Lind as moany
objeci'v; os Possilale within allotted time.

Locational Clues

Teoms are provided with a single clue which wil lead them to an un-
knownh location. Once they reach the location they wil be adble to
Find the next clue which will lead them to the next location, and so
on. This can be a race to the Finish, the First team back wins.
Teams may need to hand in their clues at the end to prove they've
reached all the locations.

Photo Hunt

Teams are provided with a list of objects, places and team photo
challenges to Find, all worth different point values depending on dif-
Pictu. Teams wil each need a Phone or camera to use (Pogf;iloly
with a leader) to take the photos. Assign the group a time limit ond
the team that earns the most Poirﬁ-g wihs. I+ can be a greai- idea
For teams to send in their photos at the end so that they can be
presented to the whole group on a slideshow.

Cha"enﬂes

Teams are given a map with locations and need to Find each location
and complete a challenge at each one (Amazing Race style) and then
return to the Finish line. Teams earn points for how well they com-
plete the challenges and For being the Fastest teams to get home.
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Iheaﬁcamp.or'g/ stealthis

Steal This: Ideas of Awesomehess
(uPda+ed: December 2.018)

Steal This: Ideas of Portableness
(uPda+ed-. October 2019)

Steal This: 50 V\lays to Be Awesome
(uPda+ed: November 2.019)

Steal This: Ideas of Contemporary Craftiness
(uPda’recl-. February 202.0)

Steal This: Ideas of Virtuadlhess
(uPda+ed: May 202.0)

Steal This: Ideas For Time Filers & Brain Breakiness
(uPda+ed: August 202.0)

Steal This: Ideas of Camp Boxiness
(uPda+ed: April 2021)

Steal This: Ideas During Covidness
(uPda+ed: April 2021)

Steal This: Ideas of Social Distancedness
(uPda+ed: April 2021)




Good News Candy Co Virtuadl Escape Adventure
(uPdaJred: March 2021

Time Quest Virtual Escape Adventure
(uPcla+ec|~. February 2019)

Trivia Nigh’r I
(uPcla+ec|: May 202.0)
Trivia Nigh’r 2
(uPda-l-ed: May 202.0)
Trivia Niah+ 3
(uPda-l-ed: May 202.0)

Trivia Nigh’r 4
(uPcla+ec|: May 202.0)

Camp Co\or‘ing Pages
(uPdaH-eal-. June 202.0)

DIY Escape Crate Camp vs Covid
(uPda+ed: March 2021)

Dy Escape Crate Smores Monster
(uPda+ed: March 2021)

e Steadl This: Ideas of Escape Rooms & Puzzleness

e Steal This: Ideas For Outdoor Ed & STEMiness
e Steadl This: Ideas of Games & Funness

e Steadl This: Ideas of Teamlaui\dingness






