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Chris Kdllal is the Executive Director at Southeastern Bap+ic;+ Youth Camp in
énf'eer\c;laur'@r Indiaha. Chris, an llinois hative, has been a camping
professional since 2001 He started off at Camp Manitoum, in llinois, serving as
their program director For 10 years whie dso teaching Gth arade at Washburn
Middle School. Then he spent 3 years learning to be a boy scout as the Camp
Director of Inﬂersoll Scout Reservation. The next 10 years, Chris served as the
Executive Director of Camp Good News in llinois.

Carrie has been workinﬂ at Camps \on@er than Chrisl S+ar+ing as a CIT at
Camp Moanitoumi in 2000, then moving onto Girl's Leader, Dining Room Hostess,
Counselor, Craft Person Comp Store Director, Canteen Manaaer‘,
Bookkeeper, Food Service Director, Assistant Director, and now Guest
Services Director at SBYCamp! In her Free time, she loves to craft, test out
new recipes, and talk. camp!.

When they Find time, Chris and Carrie love to search otline for the newest,
uhique ideas to implemen+ into their Camp as well as vi«;i+ing rr'ul-l-iple camps over
the years to ‘steal' ideas From theml

The Kallals love camp so much that +he\/ spend a lot of their free time +eachina
others about camp! They have taught comping classes at different
conferences around the world and written a ton of books about the various
aspects of camp life. As well Chris co-hosts a podcast, Scamp Life - The
Programming Side, where he taks all -Hninas Camp Programming

They have a total of 4 chidren, Rowan, Emmalinga, Autumn, and Aurora, as well
as a couple doa;, cat, some hissing cockroaches, bearded dr'az_:,on, Ieopar‘d
@ecko, ﬁrog turtle, and a pet skunk, hamed stinkerbell

Email: chr‘is+opher‘ka|lal@yahoo.com
Download Packet: StedThisstuff.com
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DELUXE GAME

(COMPLETE SET)

o The game is a 9 square that sits an\/wher'e From & to 8
Feet in the air depending on size and age of those who
are Playina.

e The pieces needed are nothing more than connector
joints and pipes.

¢ Online the connector joints cost $339 and the the com-
plete kit runs $799. A large investment For any church
or school for a gome that only dlows 9 students to Pla\/

at a time.




e The First design problem we encountered is there is ho
PVC Joir\+ that has 5 conhectors. This meant we would
have to Find a way to connect our pipes diﬁlerenﬂy i
we were going to degign our own.

e Our solution was to take the vertical support and move
to the midpoint on each square. This idea would solve two
problems. The First of which is now we did not need 5
piece connector. We wil discuss the other issued solved

in a later 9+e|99.

. Knowina the squares themselves would be cut to Pu+ sup-
port pieces in to address the connector joint in the previ-
ous step, we looked at the access we had to PVC pipe.

e We decided to go with 2in pvc pipes that came in lengths
of 10 £+

e Question is how laig ofF square did we want, and what
heigh-l-?



e We decide on 5 £+ by 5 £t squares and that would be 75 £+
high. These measurements saved us many cuts, aond saved us
on wasted PVC pipe. We cut the 10 £t pipes into 75 and 25
Piece«;.

o 75 L4 pieces serve as the support

o 25 ¢ Piecec; are the squares (with the connector J'oirH-c; we
Pick up a Few more inches so the square is a little bit laigger‘
that 5+ by 5 £+

¢ So we have a 25 sq £t box at a height of 75 £t
HOW TO CUr THE PFPES

e 24 75 & pieces

e 48 25 £+ pieces

¢ Working From the inside out we begon to piece our de;ian

+oge+her‘.

e We buit the squares First and then with a few exira hands
we were dble to lift and suPPor-l- the Square with 75 £+ ver-
tical Pole;.

e s not a bad idea to gue a Few of the conhector joints but
you will want to consider storage.



* 30 PVC pipes 2in x I0Ft - $4.49 p/p
Total cost of pvc pipe 43470

e 32 2in T connector joints - 4248 p/p
Total cost of T joints $7930

e 4 2in 90 deﬂr‘ees elbows - $95 P/P
Total cost of elbow joints $380

TOTAL: $21r7.80
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2 Ways to Play

KING VERSION

The "king" serves the ball From the center square to any
other square Iay hitting the ball up and out of the top of the
center game sqguare.

Pla\/ers must return the bal to another Player's Square.

I a Player Fails to return the badll to another Player’s Square,
that Player is out.

A double hit results in elimination.

During game Play, Pla\/ers are hot dlowed to touch the game
structure. Touching the gome structure results in elimination.
Wheh a Player is out, +hey leave their square and move to the
end of the line. The other players advance to Fil the square of
the player who Just got out.

1 2 3
- J
: KING +
- l
7 6 5
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TEAM VERSION

. Pla\/ers will compe+e 4 on 5 where team mates are 9+aggered in
a checkered pattern.

. Pla\/ similar to rallx/ scoring in volleyball, Players +ry and Preveh+
the ball From Iandinﬁ in their square.

e The bdll can be set into Pla\/ lay the team that scored last, or al-
ternate turns.

e Gome ends when one team reaches a set point limit.

e More Player‘s is not necessarily an advarﬂ-aae as it means you
have more squares to cover.

e This 9+yle leads to se++inﬂ teammates up to score points by in-
corporating passing between players.



Sihoemg Sperts

Pinning colorful baloons to a target is an easy way to
add fun to your archery program Dont buy big bal-
loons. You want the 4'-5" ones. These are the same
size youll see at a dart carnival booth.

« ADD CANDY slip a piece of candy or small strip of
paper into the balloons. When an archer pops ohe,
+hey aeJr that prize. Jo\ly Ranchers are the Perﬁec*r
coandy For this. IF you want to add strips of paper,
moke them the size of the fortunes you get in
Fortune cookies. On the strips of paper, you can
write things like "You won a camp store dollar!". An-
other idea is to use raffle tickets. At the end of
the week hold a raffle.

« ADD FORTUNES Just like the slips of paper you
Find in a fortune cookie, customized ones can Find
their way into your ar‘cher‘\/ balloons. You can write
things like, "Smile. A camp store dollar is in your fu-
ture.

+ RAFFLE TICKETS slip rafHe tickets in the balloons.
Al campers get one roffe ticket just For corming
to the archery range. It's always nice to start off
with a 'win' for everyone. Campers that pop bal-
loons will get the roffle ticket inside, as well. At the
end of the week, have the raffe.

e COLOR EXPLOSION Add a mixture of corn starch
and food coloring to each balloon. When the balloon
i hit, there will be an explosion of color.



TWISTER

Tape colored construction paper (green, red, yellow and
blue), and spin a twister board to choose which color to
am at. Those archers who can hit the appropriate color
get to move on to the next round.

BLACK JACK

Glue or pin a deck ofF cards to the target. Each archer is
given 5 arrows and the closest to 2l Poin+9 without going
over wins!

KNoCckouTr

Archers line up, Pacing their targets. Each one gets three
arrows.

Starting with the person on the far left and moving right. 1F
the next person scores hi@her than the person oh his lef,
they ‘knock. them out'. The goal is to be the last person
9+anding.

FARTHEST COMPETITION

Just see who can shoot the farthest Use a large open
Field Make sure the archers know that shooting at on arc
will Inelp.

GATHER THE INGREDENTS

Give campers a recipe For cookies/brownies/etc. Have a
picture of all the ingredients taped to a target. Divide the
campers into teams. Then they work to gather "inﬂredierﬁs"
For a recipe. Mark down what they ended up with and then
those teams get to maoke that "+ae+y" treat! (ma\/ want to
have actual +a«;+y treats availdble tool)

?



STUFFED ANIMAL S
Children LOVE to shoot stuffed animals. Find some larger
ohes at a thrift store and set them up to shoot

BATTLESHIP

Print out (or draw) two sets of Five ships. Have two arch-
ers or teams toke turns. To sink a boat, it needs to be hit
ohce loy an arrow. The First archer or team that sinks all
Five, wins.

FLOATING PING PONG BALL.
Create a DIY ping pong archery target. See this video -
hHPe://you’ru.be/zérZEAHDZsuw

CANDY HUNT

Print out pics of candy and pin them up as targets. £ a
camper hits one, they get a piece ofF candy. Great for a
Final reward competition

BOss BATTLE
One archer from each cabin is given the chance to out-

shoot the archery instructor. Provide Prizes For campers
that beat the boss.

GLOW ARCHERY
Great For the indoor archery range. Use black. lights, glow
in the dark paint and shoot archery in the dark!

TIC TAC TOE

Draw it out and let +wo archers, or two teams, take turns

10



WALL OF FAME

Create a comPe‘l'H'iol’l that each week only one person is
adble to win. Then create a Plaque or hame wall that that
compers hame con go on Permanenﬂy!

SHOOTING TRAIL

Print and piece together or order gant life-size cutouts of
various animals. Attach them to several Iayer‘«; of card-
board or straw. Then create a walkir\a path/trail where
these animals wil be off the 4rail (hot oo Far so you don't
lose arrows). At each station, have an arrow holder with
ohly I arrow. The archer wil then walk the trail (with a
leader) and stop at each station and attempt to shoot the
animal. it only counts it you hit in chest or head of the ani-
mal. See who 9e+9 the most.

BOOMBL ASTER

See instructions on how to build later in this book. This thing
i5 loud. When done outside at our camp, the BB gun range is
way down in the valley and it can stil be heard up at main
camp! Also indoors, it shook our windows!

FUN TARGETS
Google Archery or BB targets and get some Fun pics to
Pr‘in‘r. See some examples later in this book.

Here's on archery variation of the basketball gome 'P--G"
Archers call their shots. IF they hit the targets they called
out, al other archers must hit the same +arae+ or +hey ae+
a letter (just like in the basketball ﬂame). Archers that get
al the letters of the word are out.



CLour sHOOTING

In a wide Field paint or mark a 4-Loot, white circle on the
grouncl‘ Archers get three arrows and stand ©O yards
From the +ar‘ge+. Each archer shoots his/her arrows into
the air and tries to drop them into the 4-Foot circle. The
archer nearest the circle, or nearest the center of the
circle, wins.

CREATE YOUR OWN TARGET

Each archer gets to draw their own target. When it's their
turn, their target is hung up. Campers may take their tar-
ge+9 home or not.

PINATA
Hanﬂ a pifiata and let the archers take turn trying to bus+t

it open. Moke sure noloody runs onto the archery Field
when the Piﬁa+a Lalls.

MONOPOLY MONEY

Tape up monopoly money. Archers wil earn Poih+9 and
prizes dependin@ on the denominations they hit.

FRUIT
No need to put an apple on someone’s head, but setting up
Lruit of varying sizes makes For some fun targets.

There's a satisfaction in ﬁeHina an arrow +hr‘ouah a Piece
of Fruit.

WILLIAM TELL
U‘;ihﬁ a cheaP decorative scarecrow, Place an aPPIe (or
tennis ball) on top of its head Challenge the archers to hit

the aPPIe.
12



R/C CAR

Attach a nice biﬁ Mylar balloon Filed with helium to a R/C
car and drive it around. Now you have a moving target. Use
string or Pi;hing line to attach it to the R/C car and adjust
the heigh‘r‘

HANGMAN

Campers take turns shoo’ring at sgquares that represent
letters. I they hit a letter, it is revedled Use a dry erase
board to show the blank spaces and draw the hangman.

WAND sHOOTING

Shooting a wand is a gome that comes From the days of
Robin Hood. Place a Hnch, square white stick 4 feet high on
the 9hoo+inﬁ range at GO yar‘ds. Each boy shoots three ar-
rows, and the one striking the wand is an excellent bowman.

PICTURES

Try a -I-ar‘ge-l- of a haPPy Face, animal, circus clown, dlien,
camp director, Biﬂ Foot, etc. IF you have a plotter at
camp, you can print out a poster sized target.

CONNECT FOUR

This is like the gome with the plastic cage aond checker
pieces. The objec+ is to 6e+ Four arrows in a row. You can
create grids as small as Five by Five and as large as ten by
ten Have campers compete in teams. After each pair of
shooters are Finished, you can mark. the boxes they got
with stickers until there is a winner.

13



ARCHERY GOLF
SaPeer Pr‘ecauﬁon; must be taken with this ac+iv'|+y.

Each camper 3e+9 ohe arrow and a bow. Label the
arrow so that the campers know which one is
theirs.

Before the gome begjns, set up targets around the
comp (in places that other campers or stabf wil not
be). Fil large trash baa«; with hay and spray paint
them orange o make for great archery golk tar-
ge+9.

Groups should be between 3-G participants.

Each camper goes one at a time.

Targets should be Far enough away that a decent
archer would hit the target in thrree shots ( par 3).
Once adll the campers have shot their arrows the
group moves +oge+her to the closest arrow.

That campeyr then shoots their arrow agair\.

Now the group moves to the next closest. This, of
course, is to make sure that everyone is behind the
archer(s), in the safety zone.

This game takes a responsible leader to maintain saPe+y, but

it's a lot of Fun and the compers wil really enjoy it For at

least 5 rounds.

BOWLING

Use a +ypical +ar'ﬁe+, and aive archers two arrows each.

Scoring is the same as bowling. The inner most ring is

worth ten Poin+~; (a strike). IF you shoot any other rin@ say

an 8, then you coah sill Pick up the spare lay geﬁinﬁ a 2.

1%



BINGO

Make a board with the humbers and have different arch-
ers shoot for the cadll. Each kid gets a bingo card This is a
great way to keep kids, who are waiting their turn, en-

ﬂaged.

RANKINGsS

Use a Poin+ 9y9+em and have archers move up ranks as
they progress. Name each rank abter a different archery
character. Here are some examples: Robin Hood, Katniss
Everdeen (Hunaer Gomes), Hawkeye (Marvel), Golden
Archer (Marvel), Green Arrow (DC), Red Arrow (DC), Me-
rida (Brave), Link (The Legend of Zelda), Legolas (Lord of
the Kinﬂs), Cupid

CHRISTMAS ORNAMENTS

Christmas ornaments are great, especially the old-Fashioned
ﬂlass ones. Watch out, +hou3h. They shatter. Glass shards
con be dangerous, so be sure your target is at least 20
\/ar‘cls away. You might dlso want to put a tarp down under-
neath the ornaments For easier clean-up afterwards.

TRIVIA

Create an archery trivia game. Base questions on your
theme of the week. Split the campers into two teams and
put frivia questions of different point values on the target.
F an archer shoots a question and answers it correctly,
their team ﬁeJr«; the Poin+s. s +hey answer incorrecﬂy, the
other team ge+9 a chance to steal

15



SHOOT ouT |

Using a bull;eye target, everyone who hits the black ring or
better moves on to the next round. In round two, everyone
who hits the blue ring or better moves. Then red and Pinally,
\/ellow.

SHOOT out 2

This is a ﬁoocl competition i you can move targets to dif-
Ferent distances on your raonge. Give everyone 3 arrows.
s +hey hit anywher‘e on the +arge+ +hey advance to the
next round Move targets 10 yards back for the next
round. Play until you have a winner.

RELAYS

A teom consists of Four archers. Each archery is assigned
their own +arﬂe+. On the whistle blast, the First archer
shoots up to six arrows. Once he/she has hit the +ar@e+ (or
run out of arrows) the next archer begins shooting until
they hit the target, and so on until ol Four are done. The
teom with the Fastest time wins.

16



kchenibodee

Face Mask is on at dl times
inside the arena.
You can onl\/ remove ohce

OUTSIDE the arena. 9
BE SURE MASK FITS COMFORTABLY ANP
SNUG FOR FIRMFIT

Opponents can get out on
getting hit by an arrow
or having their shot ar-
row cought by opposing

pla\/er

After a teammate is out,
you can larinﬁ them back
in b\/ catching an arrow
or knockinﬁ out a spot in
+ar3e+. (be careful though

because if it hits your hand and YTAG" ALL OPPONENTS | KNOCK QUT ALL
you don't catch it, youre outh SPOTS ON TARGET

MisC-

- Never Dry Fire

- Never lean on bow or
arrows

- &% .'"5 .
- . | -
A &

-

- Counselor has final say -
If an arrow bounces off

a tree, you are not out, e 2 *
CATCH AN ARROW KNOCK OUT A

but another player, yes. SPOT INTARGET
You can however catch

an arrow off another player and save him as well as get the opposing team
member out.

17
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chy Stand

Quan+i+\/ Hem
4 2" 90- elbows
3 2' Tees
| 2'%x3/4" Tee

2 PiPe Pieces

3/4" diometer and &' long Lor bows to hang on

2 Pipe Piece9

2" diometer and 17" long Lor sides of base

3 Pipe Piece;

2" diometer and 3 long For ‘Lront' section of base

2 PiPe piecec;

2" diometer and & &4/4" longFor ‘back' section of base

| pipe piece 2" diometer and 34" long Lor the pipe up to bow rest
2 pipe pieces 2" diameter and 10" long For the arrows to sit in.
e  Foom inside the bottom of the base where arrows go in
OPTIONAL

Pipe Foam Insulation For the 3/4" pipe that bow rest on

BECAUSE ThEY 4
APPROpRIATE

LWAYS HAVE
footw EAR







Archery Extras

Finger Savers
Wishcom
o Just Pay shipping
Can only buy 5 at a time

SpeedFle+cIn
Amazon
41088 For &




Aerial Archery

Targets ig
HowelTraps.com
$i5 each g
https://goo.gl/2hmZSg ¥ 4

Flu Flu TwisterArrows

)
(\\ \:( Amaozon
4999 each

Flu Flu Carbon Express
Amazon
$43 for 12

Recurve Bow

Amazon
$30
https://rb.gy/qh7g6v

21



Atlatls

www.atatimadness.com

Darts - $20 each
Thrower - $50 each



Compass Course

l. Turn the Dial so that the degree; match with Travel Arrow at top

2. Put Compaf;s Base in Belly Button

3. Keeping Travel Arrow pointing direcﬂy away From you turn your Iaod\/ around
until Fred lands in his shed

4. Now, walk the way the Travel Arrow is Poin+ing.

Misc: A Pace is roughly 2 steps-Look where you're headed, not at the compass-

The more time you toke makin@ sure you're going the r'igh+ way, the less time
\/ou’ll waste ae’r’rina losH!

LR RN A AR H R AR R AR AR RS RS U RAURH UG R ARRGUN GRG0 LGS KRy

3 i /I\e —— Travel Arrow

|
/ \ |

|
G (
3N &

)|
|

l,,.|i|ot|||lt!

Orienteering  — :
Arrow =& W =

- “~  Needle that
always
points North

(FRED)

Dial

NG,
T,

14
f

I

Base
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Crate Stacking

Task
Crate 9+acl<ing is a gr‘ea+ challenge with the aim of Iauilahng the
highest tower(s) without it +OPP“nﬁ!

F_quipmen+
25-50 Mik crates

Helmets (required for the belayer and crate
Hhrower)

climbing harnesses

chest harness with locking carabiner (For climber)
Belay rope

ATC (loe|ay device)

10 Feet - I inch webbing

daisy chain

4 au-l-o‘locking carabiners




GagaiBall

Players start with their backs agains’r the wall.

One player tosses the ball up in the air

Al the players yell Ga on the First bounce and Ga on the
second bounce. And on the 3rd bounce, yell ball and the
gome starts

You may only *hit* the ball with one hand

No carrying throwing or alr‘ilablinﬁ

Do not use the fence to push up or climb up away from
ball

Do not sit on the fence

You are out if the ball hits you From the kneecap down
at any time

You can block the ball with your hands

You must wait until the ball touches someone else or the
wall before hitting it agoin (ho double touches)

I£ the ball leaves the Gago pit, the last person to touch
the ball is out




Uarewing:

Throwing Tomahawks
All Metal
Amaozon - $38 For 3

Thr'owina Stars

Smokey Mountain Knife Works
Smkw.com

Get the 4in

$20

9in Throwinﬁ Knives

ebay.com
$20

26



Ninja Throwing SPikee
Smokey Mountain Knife Works

Smkw.com

$8

2N

Ba+ar'ang Thr'owina Knives
Wish.com

16

Throwing Cards
Smoke\/ Mountain Knife Works
Smkw.com

412

Ninja Sais
Wish.com
%40




Slingislhets

Cap

Cap

6 inches

90° connect 90° connector

hes

b inches

o 3/4in Diameter
Galvanized
Pipe

e Will need to
soak overnight
in soapy water
to clean off oil

e Do NOT paint



Paviclic Sling

@//A %//Wf
ol //M///W@ ‘

Video Instructions - How to Make:
https://rebrand.ly/e6d07b

Video Instructions - How to Throw:
https://rebrand.ly/147d63

9



Slingshet

Buy on Amazon For around $40

Or Moke Your Own:

https://www.instructables.com/Arrow-
Throwing-Sling-Shot/

30



sodhet Singshe

Buy at Walmart For around $25

Or Make Your Ownh:
https://rebrand.ly/us3rmjs

A & R A5 A L

n



Video Instructions: https://rebrand.ly/i7c42c5
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Humah

Materials:

+ 8 pieces of 20&+ long 3/8" broaided Polypropylene
Rope

e 22 11V/2 & long fun noodles pieces

Setup:

+ Put the fun noodes on the rope according to the

+ diagram below (or add more it you have more

+ coampers)

e Have counselors or staff hold the ends of 2 of the
ropes

 Assign campers to each hoodle

« Create some type ofF goal. A table works greaﬂ

Table Goal

A - A

— I %
|_

A
A o o am X
A

L A

[e09 3jqe L




Propane [Elasier

Supplies

Soda Bottle (larger equals bigger pop)
Clear Vinyl Tubing (7/8' OD, 5/8" ID)
Push Button Propane Torch
Electrical Tape

I PVC pipe

Directions

Wrap the tubing in big circles around the PVC pipe.
Make sure each end of the tube ends up on
opposite sides and hangs ofF the pipe by an inch
Put a hole in the bottom of the soda bottle. it needs
to be about the same size as the tube. (if using a
larger bottle, make the hole loigaer)

Tape the bottle lip onto one end of the tubing

Put the propane torch into the other end

Halk press the torch so you are releasing

propane into the tube. About 5 seconds is good

Ful\y press the torch to igni+e the propane




marker

8in long 1” PVC pipe

I
~
—
1
—
(@)
=
=1
>
(@)
©)
o
>
(a

PVC Bushing 1-1/2” x1”
Tippman Paintball Marker

(inside) O-ring to hold pipe snugly to

Cover pipe with black electrical tape
Covered ends with UV reactive Tape
Get 200 2in stress balls from Amozon - $35

- https://rb.gy/38c5rl
Play like Dodgeball, Capture the Fla@ Paintball, etc

35



Bubble Madhine

Materiols

e 50 Gadlon Plastic Trashcan
e Towel

e Straps

e Leaf Blower

e  Vacuum Tube

e  Woater

e Dawn Dish Soap

Se+uP

e Tope vacuum tube to end of leak blower

e Cut hole towards top of trashcan large encugh For
tube to Fit in

e Put tube in hole and duct tape around (make sure end
of tube end up toward bottom of can

o Fil 3/4 with water

e Dump in entire dish soap bottle

e Wet towel and use
as lid For trashcan.
Be sure to -I-aPe or
strap down so it
won't I:Iy off

e Turn on leaf blower
aond wait as the bub-
bles star+ coming
out of +oP.

e Refil water when
bubbles slow down

36



Blleowsiums

30" Blowdart Gun
Walmar+com
420

https://goo.gl/tBXTny

Stun Darts
Amozon.com
41474 For 100

https://goo.gl/bbdbVd

Dar+ts
Amozon.com
$3.40 For 100

37



Boom Elaster

e | & 1/4" Tubeless Tire Valves
e 14 1/2" steel End Cap
e Soda Bottle

Instructions:
e Dril a 5/1C" hole in the center
of the bottle cap

e pull the valve +hrou@h the hole in the bottle
cap so that when it is screwed back on,
the air intake part would be outside the
bottle. You may have to use pliers ‘o +uﬂ on
it so it locks up in the neck.

o Dril a /2" hole in
the center of the
Steel end cap

o pPut the va\ve/cap +hr'ough the
hole so that the valve would
hang out the inside of the cop.

Use Pliers again to +ua it so it
locks in place

* Now just screw a bottle in place and pump up with a
bike pump. A smoaller bottle wil pump up
to GOPSI and a 2 liter wil go up to I00PSI.

See Video at

https://rb.gy/hpnljt

OR  Buy MegoBoom Target From Amozon For $24.00
https://goo.gl/ZURJAY

OR Buy Thunder Coaps at Amazon For %9
https://rb.gy/w3tuoz
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Soctaloall

Build

Rules

Use similar instructions as
éraga Ball

8 sided

© sides with a IGH length

2 goal sides with a ait length
Bottom 2 boards of goal
sides need to have a goal that
sticks out at 3 H. (see pic)

Played ke soccer in your
Graaa Ball Court
Choose two opposiJre sides to

be "600\]9"

Two teoms Iaeﬂin with 3 players each

Play starts when the winning team serves the ball off the of the
middle of court to the opposing team

£ the ball goes over the side, the last person who touched it is
eliminated from play

IF there is a hand ball, that player is eliminated

Godlies are not able to use their hands

Wheh ohe team scores, the gcoring team 9+a\/9 and the losing
teom is eliminated

Lines form on one end of the court and when one team is elimi-
nated, the next teams jumps in and resumes play.

d £ G n Acti
Loke Ann Caomp: https://goo.gl/lqWKgQW
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Podiet Soceey

Al |37 ey i/

Rules:

Play similar to 4 Square

The Goal is to kick the ball into the another player's
net, whie Pr'o+ec+ina your owh

The Kinﬁ Spot will dways start

The Ball must 9+ay below the sides

£ the ball goes out, whoever kicked i, is out

Players cahhot leave their square

Players can't stal, and must keep the ball moving
After a aoal, that Player is out, and the other Players
rotate. Start over with the kinﬁ

Materials

(4) 2x6x12

(1) 2x6x18

(9) 2x4x12

(4) 4x8 sheets of Plywood

(4) nets from Amazon ($20 each): https://rebrand.ly/nt6x0z6
(1) 10” Rhino skin Ball from Amazon ($40):
https://rebrand.ly/wrm3tsb
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e OFficial Rules:
- Swing the ring GENTLY towards the hook
- IF there is a line, take turns every IO tosses

- Do NOT throw anywhere except to the hook.
- Do NOT adjust the poles

- Do NOT pull on the string or tie khots

- F the gome breoks, please bring to office

o Competition Rules:
- Only G players at a time alowed
- Each player picks their starting ring
- Gooal is to go around (to the right) and hook every
ring and do starting ring again to win
- Once hooked, you immedia+ely move to next one
oh the r‘iah‘i'
- F someone is there, you immediately get the ring,
and they stand in line behind you. You get 5 tosses,
then it's their turn for 5 tosses. Continue toking
turns until someone hooks it & moves to next spot.
- IF a third (or more) person ge‘r«; to your spot,
+hey will immecha+ely start their turn with 5 tosses.
Whoever had the ring when they arvrived wil be
next & Finish out their 5. (iF they threw 3 dlready &
then a new person, they wil have 2 lef).
- You must Finish on the one you started with and
hook. it again to win.
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Materials to Build:

2" Metal Welded Ring
Flagpole holder

3/4" Dowell Rod (3 Foot
Iona)

Paracord

4 1/4" Stainless Steel
Screw Hook

Side of Buildina to at-
tach to




Whip Cracking

L Hold the whip correctly.
With your Feet planted shoulder -
width apart, toke the handie of the
whip f—irmly in your dominant or
writing hand. Hold it with a Firm
business handshake.

2. Put the whip in 9+ar+in3 position.
The whip itself should be un+angled
and unbunched, preferably traiing
straight back behind you, perpen-
dicular to your hips. It doesnt need

to be Perﬁecﬂy straight, but make
sure it's not going to catch on
your Ieg or hiP as you br‘ing it up into the Gnappina Posiﬁon
Alwa\/c; start From this Poc;i+ion, with the whip f—;a?ely behind
and to the side of your laoaly.

3. Practice smoothly lor'inging the whip
straight up in the air. -
All other whip crack moves are
based on the basic Forward whip @
crack. With the whip held I:irmly in
your dominant or writing hand, bring
your arm up s-h’aighi- up to the 12
o'clock position, as it you were %
pointing at the ek\/A Keep your el-
bow locked on the up motion,
keepinﬁ your arm straight. To
crack the whip, let your elbow
bend naturally and snap your arm down Pirmly in front of
you, keeping the whip clearﬁp your body. Practice bringing



the whip up smoothly, ond letting the weight ofF your arm Lal-
ling do most of the work. it shouldnt be an abrupt or jerky
motion, it should Follow the natural motion of your arm.

4. Create the loop.’
The reason the whip cracks is
because one part of the whip is
traveling in one direction along a
straight plane whie the other end
of the whip is traveling in the op-
posite direction This is called the
loop. When you bring the handie of the whip straight up, at
the apex, the end of the whip will il Pr‘obabl\/ be close to
the ground and traveling up. As you bring the handle down,
the end of the whip moves toward the point where the han-
de used to be, and wil ‘crack' as you abruptly change direc-
ton. Main+air\ina this looP is essential to makina 300& wlnip
crocks. It helps to moke sure you've got the whip in the
righ+ 9+ar+ing position.

5. Keep a 9+r'ai3h+ plane.
It's important to remember
that the whip won't crack it
you dont maintain a straight
plone. Whether vertical or \
horizontal, your arm and the
whip need to be in a straight line to get that distinctive
cracking sound From the whip. I you're having trouble get-
fing the whip to crack, make sure youre Ior‘ingina the whip

up hiah er\ouah on the initial up motion.

Where to Buyz
. E+6y
e Search for &ft or 88t and 122 Plait Paroacord Whips
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Build

Set up as a GolF Course

Holes are large Hower pots that a Soccer ball wil easily Fit in
Have Hags made out of material with numbers on. Attach to PVC
pipes

Use reaular soccer badlls

Rules

Played like ﬁolﬂ, but with soccer balls instead

The moain goal of Footgolf is to get a soccer ball From the teeing
ground into a hole placed in at least Fifty meter area with the
lowest possible humber of kicks.

The Footgolk course consists of 948 rounds. Each section is
paired with a number (Par) which indicates the possible number
of Kicks an excellent footgolf player would need for getting the
ball into the hole.

The Footgolt gome means getting the ball by using one's feet
(kicking), From the teeing ﬁrounol by a kick or several consecu-
tive kicks into the hole.

ofFicial Rules: https://goo.gl/'YDJWCC

Video: https://goo.gl/QErfKa
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No Prop Games

Using Games with No+hinﬂ succeggﬁully is similar to Iaeing dble to tell a 3ood

story: you need to know your oudience, clelivery is everything ond 5ooc1 sto-
ries build up intensity as they go along, And props never hurt i you have

them..

A general rule of thumb is a start with activities with limited
movement, minimal physical contact, and most simple of rules, ond progres-
sively increase each of those factors. For example, start with a simple hame
gome, then a common ground activity, and then a more
active game that has some physical contact (ie, 'high Fives" or holding hands),
and Poesibly on ac+ivi+y that has lots of motion. Grener'ally, with you+h you can
move pretty quickly into hiz_;]hly active, or sily gomes that 3e+ everyone lauﬂhina.
You can alwa\/e tell how -Hninar; are going loy the level of conversation and

Iaughi*er,

The whole point of name games and ice breokers
is to help participants break down barriers, learn something about the others
in the group, ond most of dll.. have fun. Be sure to play an active role in the
game, as it is important that the campers learn c;ome-l-hinﬂ about you as well.

This goes equall\/ as well For corpora+e or \/ou+h groups, tod

Buy rubber chickens, sily rubber Faces, Fun stuffed
animals, or other objects that create laughter or interest by themselves.
Whenever Pogr;ilale, use these props in place of tennis balls, or whatever stan-
dard objects you might use. I8 you don't have any, don't worry, the activities

are fun enough, fun props are just a bonus!

For example, you
may hot always have a tennis ball hand for a name toss. So, instead of a toss-
ing an object, use high Fives, or winks, etc. You might only have a tennis ball
ratting around in your trunk, so learn Five or so games that you can use with

Just a ball
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Description

® Everyone is sitting in a circle of chairs except For the person in the midde.
The person in the midde calls out something they have never done.

® For Example ‘Never have | ever been to New York." or 'l have never been
Sky Diving." The people who are 91++ing in the chairs who have DONE what this
person has NEVER done must get up aond switch seats. However, they cannot
switch seats with the person si++ing direc-Hy next to them

® The object is for the person in the midde is to quickly toke a seat Lrom
those that are 9wi+ching seats belfore +hey become occupied again. This is a
gr‘ea’r way to learn about people.

Descr‘ip’rion

® Thisis a "rock—PaPer—scissor‘;" themed game.

® Have the group in a circle.

® Everyone starts out as an egg by squatting down low and wadcllin@ like an eqq
'Eggs’ Lind another eqq and play a game of rock-paper-scissors. The winners
turn into a chicken.

® Chickens move on to find other chickens, and egqgs continue to Pla\/ agains‘r
other eqqgs.

® Eoach time a Player‘ wins a r-p-s bout, -Hne\/ move into the next c;+age. s +he\/
lose, they move back. down a 9+af]e

® The gome ends when someone makes it to Superman

°

The ‘stages’ and actions are:
- Egg: squatting down low near ground
- Chicken: putting thumbs under armpits and Plapping elbows
- Eagle: «Clappir\ﬂ arms by sides
- Dinosaur - Little +iny T-Rex Arms
- Ner‘dy human: act nervous, hike up shorts, etc.
- Captain America: One hand on waist and one hand in front holding shield
- Superman: Stand as Superman would
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De;cripﬁon

® Players begin 9+anding in a circle, 9+anding at arms-length.

® The 3oa| of Ninja is to be the last ninja 9+anding-. to eliminate other Players
on slapping their hands. ©On a given turn, a player can attack. or move in
one Fluid motion.

® Everyone says, '3, 2, 1. NNJA" and then all players quickly hold a hinja pose.

® Choose one Player to begin Play.

® Ona Player’s turn, he or she may do one swif+t ninja attack - one motion
that a++emp+9 to touch another Player’s hand. Once makinﬁ this motion, the
player must Lreeze and hold the motion they just made.

] Immedia+e|y after the player moves, it is the next player’s turn and they
con immedia+ely do an attack.

® Any time a player is attacked, they may dodge as a reaction by moving
their hand or arm, but -I-hey canhot move their Feet.

e (fa Player' 6e+9 their hand struck, +hey must leave the circle, as +hey are
eliminated.

o Pla\/ continues until all ninjos are eliminated. The winner is the ninja left+
«;+anding.

Degcripﬂon

L] Player; beain ;+andina in a circle, 9+anding at arm;—lengﬂw with one person
who is 'it' in the middie

L] Everyone has an action that is theirs For the whole gome

® The object Lor the middie person o guess who has the ‘ball'

® The way to throw the badll is to Per?orm your Per‘sonal action and then
another person's action. They catch the ball la\/ Perﬁorming their own ac-
tion.

® Al of this "throwing' and ‘catching' must be done Ai;cre-fely so the person
in the middle doesnt guess who has the 'ball'

°

£ he guesses correctly, he switches places ond the new person is ‘it"
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Objective: to be the First person in a pair to add up the number of Fingers
Descriptior: simiar to Rock paper scissors, but instead of throwing out rock
or paper, you throw out a number on your hand.

The First person to shout the total of the combine Fingers wins that round
You can mix this up by doing multiplication or subtraction too.

With addition or subtraction, you are never dlowed to throw out a Zero
With Multiplication, you are hever dlowed to throw out a One or Zero

Older kids could do both hands

Objective: to ﬁe+ Player #2 to echo Player #is one—gyllable word
Degcr/pﬁon:

® Have the group ge+ into Pairg and then select one Par+ner of each Pair to
g0 First.

o Explain that Player # will say words of two or more «;yllables, which Player
#2 says like an echol However, i Player # says a one—;yllable word, the
proper response For player #2 is o replay by saying ‘Echo'. IF Player #2
remains silent or repeats la\/ the one—gyllable word, this is vic+ory For
Player‘ #),

® (Give the Players some examples:
#. Computer
#2: Computer
*i. Airplane
#2.. Airplane
#: Hymn
#2. Echo
#: Tiger'
#2: Tiger'
#:. Cat
#2: Cat..Argh

o Alter about a minute, yell 'switchl' Now Player # has fo echo what Player
#2 says.
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Objecv‘/ve: To catch Player‘9 in the act of movina from a 9+anding Po;H-ion to

lying down

De;cr/pﬁon.

® Have everyone stand in a circle with a volunteer in the center

®  Explain that the geol of the players in the circle is to lie down on the Foor
without the person in the middle catching them as they move

® Have the Pla\/ers in each circle gpread out so each has enouﬁh room to lie
down in his spot without +ouchin3 or kickin@ another Player. Give them the
hint +o lie down 3r—adually and silently

°

Explain that the ﬁoal o the person in the center is to spot a Player in mo-
tion. Tell them theyre to point and yell ‘Gotchdl' whenever they see motion.
Any player who's caught in motion has to return fo a 9+ancﬁna position and
begin again. F a player makes it to the Floor without being caught, that per-
soh becomes the hew Player‘ in the center

Objecﬁve: To gquess the unusual ?ami\y Pogecl by the other team

De«;cr/pﬁon

Have two groups Lace each other and then choose a group to close its
eyes. Encouraﬁe the group members to keep their eyes shut because it
erhances the effects of this gome.

Ask the group with its eyes opeh to pose as an unusual Ilamily (see list be-
low For suﬁaeg-l-ion;) to have a ?amily Por-l'rai-l' taken

Once the group is in position, ask. the other group to look. at the
‘photograph' and guess who the Pamily is.

Switch after a correct guess happens

Ideas:

Hillbilly Fomily Cahnibal Famiy Pro Wrestler Famiy
Cheerlead Family Pirate Fami\y Caveman Family
Underwater Family surfer Fami\y Star Wars Fami\y
Super‘her'o Family Gorila Family Alien Family
Halloween Famil\/ O|\/mp'|c Family Camp Staff Family
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In this icebreaker, students are prompted to either line up in some particular
order (Iay birthday, For example) or gather in 'blobs' based on something they
have in common (similar shoes, For example). What's great about this gome is
that it helps students quickly discover things they have in common. s also
ridiculously easy: Students don't have to come up with anything clever, aond
they can respond to every gquestion without thinking oo hard about it.

Here are some sample prompts you can use For this gome:

® Lineupin alphabe’riaal order Ia\/ your Lirst names.
® Lineupin alphabeﬁcal order b\/ your last hames.
®  (Gather with People who have the same eye color as you.

®  (Gather with People who ge+ to school in the same way as you (car, bus,
walk).

® Line up in order of your bir-l-hdaye, Lrom Jonuary | through December 3l
® |ine up in order of how many Ianﬁuages you gpeak.

® Father into 3 blobs: Those who have LOTS of chores at home, those who
have A FEW chores at home, and those who have NO chores at home.

®  (Gather with People who have the same Favorite season as you.

Have everyone Lorm a circle and hold hands
Leader is in the circle giving commands.
First Round: Say What | Say and Do What | Say

Example: | | eader Says | Everyone Says | Everyone Does
“Jump Right” “Jump Right” (Jump Right)
“Jump In” “Jump In” (Jump In)

Second Round: Say the Opposite of What | Say and Do What | Say

Exomple:
Leader Says Everyone Says | Everyone Does
“Jump Right” “Jump Left” (Jump Right)
“Jump In” “Jump Out” (Jump In)

Third Round: Say What | Say and Do the Opposite of What | Say

Example
Leader Says Everyone Says | Everyone Does
“Jump Right” “Jump Right” (Jump Left)
“Jump In” “Jump In” (Jump Out)
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Similar to Echo, except in Double Echoes, P|a\/er #| ﬁives only ohe-
syllable words and Player #2 echoes with a word of two or more
9y|lables that has a meaninﬂ similar to the or‘iginal word.

Give the Player‘s some Examples

#. Duck

#2: Mallard

#. Stove

#2. Burner

#. Dog

#2. Canine

#. Shoe

#2: .. (no answer for rough\y 3 geconds—Player # wins this
round)

Objecﬂve: Just like Simon says except one action behind

Desc r{pﬁon:

Remind everyone of the rules For the Traditional Simon Says. Tel them

that in that game, the leader will give directions such as "Simon says,
put your hands on your head" "Simon says touch your toes' etc

Explain that in this version, the Pla\/erg will only Lollow the leader's in-
structions after he has ﬂiven the next instruction.

Give the «Collowinﬂ example:

Leader: simon says put your hands on your head (Players do
no+hin5)

Leader: Simon says touch your toes (Player; put their hands
on their head)

Leader: Pat your stomach (Players should touch their toes

Leader: simon says run in place (Player should Keep +ouchinﬁ
their toes)
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Objecﬁve: To ge+ to a hew 9po+ in the circle without 3e++ing cauthr in the
middle

De;cr/pﬁon.

® Have the players stand in a circle, with a player or leader in the center.
Instruct every other player to face outward so half the group is ?acing
into the circle and half are Pacinﬁ out. Have dll the players in the circle
hold hands

® Tell the person in the center to ye!l out a color. Tell the Pla\/er«; Pacina
into the circle who are wearing that color to drop hands, run to a va-
cant spot in the circle, and join hands again. The vacant spots are morked
by the players Pacina outward who dont run. Tell players that it's the
goal of the personh in the center to J’ump into a vacant spot, Ieaving an-
other Player in the center.

® Explain that every time a new P!ayer enters the center, he wil say
"Moout-Face!' as a signal For all the players in the circle o turn to Face
the opposite direction. Then, instruct the new center persoh to yell out a
color, and play wil begim again.

® The person in the center can use any number of ca+egor'ies, such as
birth months, states +he\/’ve visited, years in school, eye color, etc

Objecﬁve: To buid group cooperation ond personal concentration by +0PPiﬂﬂ
hands on the Floor in a particular order
Descriptiot

® Have everyone get in a circle on their hands and knees
® Instruct each person to cross his right hand over the left hand of the
person to his r'igh-k Keepinﬂ all Palms on the floor. Al the Playerc; should

how have their hands crossed over (or under) the hand of the people on
both sides of them

® Tell the group to begin by tapping the Lloor in order of the hands around
the circle. Have the person to your riah‘r begin, Many Player; wil lose
track of which hands are their own-this is Par"r of the furl

® Rev up the game by reversing the direction or Iay teling player to tap
only every other Palm

o Alter a whie, tell P|a\/er9 that any Player cah reverse the direction of
the +ap9 lay mPP"”ﬂ the Floor twice
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This game is a twist onh the Game Never Have | Ever.

Have everyone sit in a circle. You'll have one less chair than you have Players,
and the player without a chair must stand in the middle of the circle. Explain
that you're going to say a series of statement that dll begin with IF You." When
you say 'Go," everyone who has done what the statement describes must Lind a
new place to sit, leaving a new person in the middie. This is one of those games
that r'eall\/ doesn't have a winner, so you can Play this as Ionﬂ as you like.

Here are some sample Pr‘omPJr; you can use For this game:

I You have ever Fdllen asleep in church

I you have ever broken a bone

I8 you have ever 9Pilled 9ome+hin9 in a restaurant

IF you have put your shoes on the wrong feet in the last month

I you like sausage on your pizza

s you khow Psalm 2.3 b\/ heart

IS you can remember your First grade teacher's hame

Players must follow instructions for Form groups as quickly as they can Ex-
plain that you will be cal!inﬁ out ca’reﬂorie; and in 20 seconds or less everyone
must join with others who Fit the same description

To begin, have the whole group mil around, mixing r'andomly until you call out a

category. After you call out a category, dlow 20 seconds and call time. Then

stop and see how people 6rouped themselves. Then start over
Here some examples:

®  Same hair color

Same bir+hday month
Same color shoes

Same color eyes

Same Favorite Food
Same Favorite drink
Live in same color house
Save Favorite...

Form two teams of equal numbers. Have them form two sina|e—£ile lines on one
side of the room, and place an object at the opposite side.

The is a relay of crea-Hvi’r\/. Group members wil each select their own way of
getting to the chair and back, but each ohe must move in a way that hasn't
been used before. They can hope on one Foot, hop on 2 Feet, run, walk back-
ward, etc, as long as non one else has done it before.
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Quick sort
Con be used as a fun way to line up campers. Explain that you are go‘mg to cal

out categories, and they wil need o sort themselves as quickly as possible into

a line in the order you have guﬂger#ed.
Here some ideas:

® sort by height From shortest to tdllest
® Sort by shoe size

® sort by number of states visited

® Sort by number of times you've moved
® Sort by number of sblings you have
Photobombers

Explain to your cabin that +hey are going attempt to Pho+obomb as many pic-

tures as +hey can without People knowing.

Other @reat ideas £rom Rec Heads & Camp Nerds Podcasts

Grog Game (Episode 44 Slump Busters Part 1)
Stump the Counselor Game (Episode 30: Time Filers)
Black Magic Game (Episode 30: Time Filers)

Four is the Magic Number (Epic;ode 30: Time Filers)
Secret Socie+y Gaomes (EPisode 30: Time Filers)

CANPEESSION
) SING CAMP SONGS 1N THE

SHOWER..AND N THE
CAR...AND PRETTY Mucly

EVERYWHERE!



Death Ball

Instructions:

One person holds each end. Swing the ball back. and Forth try-
ing to hit the other person with it and not yoursel@.
s you let go of your handle, you are out the next 2 rounds!

Materials to moke:

| Basketball Net

I toy ball (ke Found in those bins at Walmar+)
10 Feet of Bungee Paracord

8 inches of foam insulation For handies
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Pefica/Feather Ball

Buy

set of 3

Ebay: https://goo.gl/uMwBAX
Cost 428

Make Your Own

Teamwork and Teamplay
https://goo.gl/Z7mjmw

How to Play

o G2 People

o Hit the Peteca with pams up as a Flat hand

e The group should +ry to reach 21 consecutive (or A-Z in-
stead of coun+ing) without the Peteca hi++in6 the Foor.

e Coannot hit twice in a row

Variations

* Use your hon-dominant hand

e Use both hands, while loalanc;ina only on one Foot

* Using both hands and with both fFeet touching the Floor, clap
3 times after each hit before beinﬂ dlowed to hit the
peteca again

o After hitting each player must spin 360 degrees

o Aflter hi-Hing, each P|ayer \/ells their own name

o Alter hi++ing, each P|ayer must move to a new location
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Free Time Ideas

e FORTS - Using old blankets, sheets, and even the huge amount

of cardboard you get each summer. Allow compers to build
Forts of out.

e PLAYDOH - it's pretty cheap at Woalmart. Just make sure to let
leaders know to not alow mixing

e MARBLE COSTERS - Get some Foam Pipe Insulation. (Pr'eH'\/
cheap at hardware stores). Campers can cut in half and then
using masking tape and cardboard boxes, they can make roller
coasters for marbles.

e BRAIN-TEASERS - | found a bunch of these at Thrift Shops and
Book Stores. Tangrams, Brain Puzzles, or even printoble Brain
Teasers

e FRENDSHP BRACELETS - Find some easy to make brocelets
online (Pin+erer;+!) and have instructions printed and a box of em-
broidery Floss. Make sure leaders know to help so you dont
have a huge +anglec( mess of s-l-ring!

e ELECTRONIC GAMES - Can be found at Thrift shops. Games
like Bopit, Simon says, Catchphrase, etc.

e LEGOS - Look on craigs|i9+ and thrift stores For these as +hey
can get pricey. But some biﬁ tubs of legos make For hours of
Furl

e BOONDOGGLES - Print ofF instructions and have a tub of
boondoggle Plastic lace string available.

o SIDEWALK CHALK - Have a bunch, just make sure campers use
it in a Place where rain wil wash it away.

e RC CARS - Get a bunch of RC Cars (that work) and kids can
race them. Go the extra mie and create a +\/Pe of track with
hils and such.

More Great Ideas
Summer Camp Pro: https:/goo.gl/QaUKDR
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- Bowmseler Zegs

®  Composition Notebook. e Camera

® Pen e Pocket Book of Games, Magic Tricks,

e Deck of Cards Jokes, Would You Rather, Questions for Kids,
e |0 Dice Counseling Help, etc

e Hacky sack ® Things at Dollar Tree (Rocket Launcher,

o Racketbal bal Jacks, Tiny Frisbee, etc)

. In++Pz//r'eIaelmaﬁic.com/car‘cl-hf'icks/
e htp// wwweood’rr‘ickgneﬁ car‘dmagic}ﬁml

. "Campﬁre Maﬁic" Book with easy tricks

Gomes

o htp// wwwclassicgameganal puzzles.com/

e The Kids Book of Questions by Gregory Stock

o  hhp//www.todaysparentcom/Family/activities/10-kid-Friendly-card-
gamer;/

* Spoons (Play with sticks)

e  Write to 100

o Farkle

e Egyptian Rat Kill

* Sneaky Cards - a gome with individual mission objectives that inspire Fun,

quirky, and engaging social interactions. Spread the cards and Play t For-
ward

e Wiz Kidz - Using AlphabeJr Dice bough-l- off of Amazon and a list of ca+eao—
ries (examples on Next Page) to Play a fost Paced game. Read the cate-
gory and then roll the die. First to answer the category correctly with a
word that stars with the letter wins the point.

e  Chicken Charades - Using 9queaky chickens, play charades Poﬂowing the
normal rules, just always including the chicken. The only sounds allowed are
the squeak of the chicken. (Find oh Amazon)

e Tenzi - You heed 10 dice and then must Follow the rules (on next page) to
roll the dice to win.
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You'll heed 5 playing cords For each player. Pass out the cards to the
players. Players mix around and challenge one other player at a time. I
you've been challehged, you have to accept. Flip the top card up and
whoever has the highest card is the winner and gets to keep their cord
a|on3 with the loser’s card. You cannot challenae the same person twice
in a row. Here's the Fun ninja part. When Pre«;en’rinﬂ your top card, you
have to strike a ninja ?ighﬁng stance and give your best ninja hoise (ke
in kung fu movies when they throw a punch or kick). When the leader
calls time, whoever has the most cards wins.

Get Starbursts out of the candy Fridae (alwa\/f; ask. Kitchen Director
First)

There are three battles in this massive war that need +o won -

) Thumb War - The players face each other and each holds out their
left+ hand or right hand in a "thumbs up" position and they link. hands in a
monkey grip. The object of the game is to pin the opponent's thumb, to
a count of three.

2. Rock, Paper, Scissors - Players simultaneously form one of three
shapes with on outstretched hand. The “rock' beats scissors, the
‘'scissors' beat paper and the "Paper" beats rock; it both players throw
the same shape, the game is tied.

3. Finger Fencing - Lock hands like a bro hug, stick out your pointer
Finger and try to stab the opponent anywhere other than the Forearm
of the arm in use. IF you hit them, you win

Each person ge+9 3 starbursts which represent their lives. You have to
wonder around and challenge random people to one of the three battles.
I youve been challenged, you have to accept. I you win you get to
keep your starburst as well as the loser’s. You cannhot challenge the
same person twice in a row (unless you have a small group). e you run
out of starbursts, you are dlowed one gho;+ challenﬁe to +ry to win a
iife. 1F you lose, you're out For good. Sharing lives is alowed

Note: Finger fencing can get a little crazy ond sometimes out of hand,
so keep an eye on the competitive students!
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SiphiakEeCaine

Doesnt Fit in a Backpack
Cant Fit down a chimney
Ends with a vowel

One Syﬂalale

Partially Wood

odd humber of letters
You Pu+ +hing; in it

Runs of Gas or electricity
Starts and ends with the
same letter

Has spots or stripes

Ends with the letter rolled
Tastes sweet

Taller +han you

Has a head

Browhn and fits in a drawer
Can hide it under a sock
Thinner than a pizza box
Has wheels or wings

used for transport

Two of the same letter
+oge+her

Two of the roled letter
+oge+her

You wear it

Worn on head or hands
Breakfost or Dessert
Mo~;+l\/ Metal

Used in a sport

More than one E

Can rol down a hil

often Found in a garage
often Found in water
Needs water

Meant to 90 in your mouth
Found in or near a garden
Has legs

Mosﬂy Plasﬁc

Mostly Red

Used mostly for protection
tem that is the color that
starts with the letter rolled
Fits inside your Fist
Musical

Mostly blue

Con Fit Five in your pocket

Too heavy to i+

Yellow and edible

i grows

Can jump over it

Often found in a pocket or
purse

Not sold in a hardware
store

Has a handle

often Found in or on a desk
Meant to sit in or on

More syllables than your
last hame

Found in a tree

it has teeth

Meant to Ply

It has hair

5 or G letter word

often Found in a refrigero-
tor

Has claws, paws, hooves, or
Feet

Green ond found mostly
outdoors

Has an X, Y, or Z in it

2 Syllab\e Animal

Liﬂh+er thon you are

Every letter is diffFerent
You owh more thon 5
Lighter than a tennis ball

A Fruit

A movie or book
Some-Hninﬁ that smells
Part of a buildina

An insect

Something cold
Beverage

Some‘rhinﬂ gross

Object in the house
Some+‘nin@ you enjoy

A well known person
Some‘rhinﬂ in a classroom
Some’r‘nin@ here at camp
Mode of goss

Some-meg at the mall
Some-meg that embarrasses
you

A color

Some-Hwing you hate
SOmeJrhina 9+icl<y
Some+hing in an amusement
Park

A body part

A Ci+y or town

A Pet's nome

sOmeJrhing in outer space
A utensil or tog,
Some+hin3 ina grocery
store

A song

Something a cat or doa
does

A Type of Food

A Kind of sport

An action

A profession

A musician

A ‘Poreign coun'h’y
SOme‘rhing hot

Some+hir‘|3 you wear

A movie or tv star

A piece of Furniture

A +oy or gome



Alphabe+ Dice

Amazoncom
5 For 41074
https://goo.gl/1QbEFo0
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Be the First player to get dll ten of your dice o show the same number.
How to Play:

Objecﬁve:

(2-4 players) Each player chooses a set of dice. Players hold all ten dice in their
hands. Someone says 'Go" and everyone rolis at the some time. Quickly look at
your roll and decide which number you are going to go for. (For example, i you
have more 3's than any other humber, that's what you want to qo For) put al
your dice with that humber aside, collect the remaining dice and quickly roll again.
(You do not have to wait For others to roll ogain. Everyone rolls +oge+her

only on the First rol) Keep roling until all ten of your dice show the same num-
ber.

Winhing:

The First Player to ﬂe+ all ten of their dice to match (ten 3's, For exam-

ple) shouts out "TENZI" and wins the aame!

77 more ways to play Tenzi Cards:
Cords & G sets of dice

Amozon: https://goo.gl/bNufdk
Cost: $35

100 dice of 10 dif-ferent colors
Amazon: https://goo.gl/5SEVDVA
Cost: 413

Other Ways to Play:

* Twenzi - twenty dice is better. Instead of 10, use 20!

* Times Tablezi - Once you roll your ten dice, divide them into sets of 2 and
multiply each set (out loud or on a piece of paper).

*  Additionzi - Add up all the humbers From your Lirst roll. The player with the
highest number wins.

e Tadl Towerz - Who can stack their dice the Fastest? You can make this
harder lay r‘equir‘ing all the dice to Face the same way. You cah dlso require
players to roll a certain number before addinz_:, it to the tower.

° Hop On One Footzi - Roll the dice while hopping on one Foot. Make sure you
don't hop on a die - they hur

e Hond Behind Your Backzi - Play with your dominant (wri’ring) hand tucked
behind your back.

* Missingzi - Pick one die side that you do NOT want to collect. Then roll dou-
ble of the remoaining Five numbers. 66



Patternzi - Arrange your dice into a pattern based ofF of the number you
chose Yo roll for.
Thumbzi - No thumbs allowed. This is actuadlly realy hard!
Splitzi - Instead of trying to get all ten dice of one number, try to get Five
dice of one number and Five dice of another number.
Team TENZI - Join Forces and play in teams! Get all your team's dice on one
number. Or play this way - each team member goes for a different number!
Steadlzi - IF you see another player roll the number you're geing For, steal
those dice and give the player an equal number of your dice. No stealing on the
First roll of the gome, or From any player going For the same number as you‘.
Target TENZI - Al players declare which number they're going For before the
First roll. Or, decide on one number that everyone has to go Forl
Timed TENZI - How fast are you?

Over 40 seconds...Cubie Newbie

20 - 30 seconds....Rockin’ Roller
IO - 20 seconds....Dice Dragon

Even Zipzi - Rolling one die at a time, be the First to roll all 10 dice on even
numbers. Dice do not have to be on the same number

Speedzi - set a timer For 2 minutes. Whoever rolls the most Tenzis in 2 min-
utes wins

Twin Straightzi - Divide your dice into 2 sets of 5. First o rol two stroights
of 12,345 Must rol one complete straight before roling any of the second
«;+raigh+

Less Thanzi - Roll 2 dice at a time. The total of each pair of dice must be less
thon the total of the previous pair (Hint: the total of your Lirst pair should be
as high as possible)

Nixzi Sixzi - (not a speed game) Everyone rolls ten dice. Any C's that are rolled
ae+ put info the center. Repeat and continue unti only one Player has dice re-
maining

Countdownzi - Take Four dice, roll four 4's. Take three dice. Roll three 3's.
Toke two dice, roll two 2's. Take last die and roll a |

Re-Rolizi - Anyone can shout 'Re-Roll' at any point and every has to start over.
‘Re-Roall' Can only be caled once.

&7



Naming Ceremeony

Nome Ideas:
http://www.summercamppro.com/over-350-camp-names/

RULES

e The namee must like their name (believe me, sometimes
that's a hard First «;+ep'.).

* The Director gets Final say.

e Potential comp nomes should be tested with a Few staff
members ju9+ +o make sure +|ney sound aPPr‘oPr‘iaJre to
everyone.

eThe camp hame mustn't be a proper hame (Bill or
Jennie).

e The hame must be original to the camp - ho repea+9

*The name must pass the Dirt Test. (Check and see if
there was a way that kids could make it dir‘+y)

e The name could make reference to your skills but not
your Physical appearance.

e Camp names should bolster people’s self esteem and
moke them Feel part of the Coammp.

e The hame must not scare Parerﬁs away - no Kiler, no
Psycho, no LoveeToHua.

e Camp hames are on honor and are earned by your
commitment to the Camp.
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Scary Stories

Since camp leaders must deal with several challenges at once
while attempting to train stafF members, case studies seem to
make sense to this generation that learns best through experi-
ence and using multiple senses. We call them Scary Stories and do
it up loig ot Traininﬁ School with all of us siH'inﬂ around the camp-
Fire and me teling the story with a Plaf—:-hligH to my Face

e Nt :

At 130 am. on the second evening of summer comp, al is quiet
as six young girls sleep in their cabin with their Pirsi»year, 19-year-
old counselor.

One of the girls decides she needs to go to the restroom, so
she quietly steps over the side of her upper-bunk. but misses a
step and crashes to the Floor.

In spite of banging her head clurina the £al, she insists she is
Fine, takes her bathroom break, and climbs back into bed. As the
counselor, what would you do?

Choice that was Made

The counselor made her decision--the wrong ohe--and allowed
the girl to stay in bed, and the girl was sent home with a mild con-
cussion the next day.

s Camper Reaisi'r‘aﬁon, you see a man aPProachina without a
shirt and wearing light boxer shorts that showed too much skin.
The barefoot, sunburned man was under the infFluence of alcohol,
but was not causing any harm He looks Familiar, so he's Pr‘olaalolx/
someone's dad. What do you do?

&9



Choice that was Made

The Counselor made the right decision by not con?ronﬁng him, but
instead moved her campers away and contacting the camp director
For help.

How to Create Your Own
The key to de;ignina a ﬂood case 9+ud\/ is +o find realife or believ-
able incidents that don't leave a clear choice of what +o do next.

In the First case, the counselor had to choose between what she
observed--a no—laig—cleal bump on the stil-happy camper’s head--and
what she had been told 'We dont care what time of day or hight, a
bump on the head is a trip to the nurse'

Ih the second case, the counselor--who had seen plenty of young
men who had consumed too much alcohol--had to choose between
ighoriing a problem that would Iikelx/ have gone away whie not embor-
ragsinﬁ a compeyr and askir‘la For assistance.

The Benefits

The beauty of case studies is they are Fun For staff to solve and
+he\/ serve as a waKe-uP cal to ?ir9+-year counselors who have no
idea ("You mean that actually happened?") that the wrong decision
could get them and their campers into a real jom
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[lile the Selar System

http://thinkzone.wlonk.com/SS/SolarSystemModel.php

http://www.exploratorium.edu/ronh/solar_system/
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ercur:

bwtion at CaMp: Mnmwia' Sign

Camp Scale Dlameéem: 0.0131 inches

Carr\p Scalo Corr\par'ison: Gmin oF Salt

Carr\p Scalo Dirtana' Fv'om Sun: 13 Ft

Actua' Diamew: 3,032 miles

Actua' Dis'tane' Fvom Sun: 35 million, ¢80 thousand miles

Con Bacts:

o [Dossn’s have any moans or vings
o Your weight on Mercumy would ba 38% of wour waight on Carth. So if you

P4
uig‘ﬂ 1001bs here you would or\|u nig‘« 38lbs on MU":UN
o A day on Mercury lasts 176 Earth Days
o A year on Mercury takes 88 Eav-th Dau;

o Becide Plito (which is now concidered a Duwarf flanst) Mancumy is the
smallest

o Lven ckoogk #t's closest to the sun, it's not the hottest. Because meu
stn‘t have an atmospkm. ® Jou»'t stay hot.

o The side facing the sun can neach 800" while the side away from the sun is
280

o Mercury is the most cratered slanet. While most slanets “self-heal”
through natural geological processes, Mercury does not. The craters ave
alss named aftar famous wnitars and articts.

. Mm.mq is | oF the s p|au'ts visible with the naked oye Fvom Eavtl\

. M"WN kns \Wrinldem.

o Mercory has a molten core

o Ohrly2 spacecraft have ever visited Mercury.

HOME SWEET HOME arth

EARTH &5 o2
Camp Smle Diarratar: 0.03&3 inches
Camp S:a'o Compm‘i;o«: \\MJH\ oF an Ant

Camp Sm'n Di:ianc- Fvom Sun: 33 Ft. 7in
Actua' Diam.bv-- 7.016 miles
Actual Distance fram Sun: 92 million, 960 thousand miles

Eun I_—_ad.;:

o Larth is the only planet not to be named after a Gresk or [Qeman god.

Carth has one maon

30 Earths could f# inside the distance from Earth to the Moon

‘;an}' is the densast p\aut inthe Sala" Sus'unh

Ean}v is ovbited l)u 7,000 satsllites and 300,000 man-made debris

Tha Moon rotates on its own axis in axactly the same time it takes to

orbit the [arth, meaning the same side always Faces the [=arth

o The Moon has weaker gravity, dus to its smaller mass, so vou would
weigh about 1/ of your weight on Eanth.

o The Moon has only besn walked on by 12 people; all American males.

o Carthis the only planet that (God chose to create people.

« o e e .

o \Wa are His chosan creation that e loves and desives for us to spend
ctannity with Him (John 2.16)

o Bacause of our sin ([Qomans 2:23) we are saparoted from (Sod forever

o But Christ came to Carth and lved a sinless life and was able to die in
our place 6 56 the substitute for oun sins (| Corinthiars 15:3.4)

o By Grace through “aith (Ephesians 2-8-9) is the anly way of Salvation.
Coow you're a sinnan. Jall that Cod, Toll Him you Balieva thot what Ha
did on the cross is the only way of salvation, and Call on Him to Save wou.

(John 1:2)




Toke on Hikes
Br‘ing to Creek
Use in Nature Center

SE MW10082 Pocket-Sized Illuminated LED
Zoom Microscope, 60-100x Magnification

ver §25—ar get FREE Two-Day Shipping wit

©O-I00% Magni?icaﬁon
Amazon %10

Gadgets Collection GC30 30X llluminated LED
Pocket Microscope Magnifying Glass Jewelry
Loupe
55.59 e s 30x MagriFication
In Stock Amazon $i5
Get it as soon as Now. 3 - 7 when you chooss Expedited Shipping at checkout
Business Seller  Ships fro by Gadgets Colloction *

ately 5

2 AA batteries |

usB 1000x Micr‘oscope

Amazon $2.8 :
https://goo.gl/R3jFYz . \"P
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Stargazing

Star Finder
Rainbowresource.com
$450
https://rb.gy/u2dyic

75

Wish.com
G303 Green Power Green Laser
Pointer Star Cap gazing Pen 2 in

1 Beam Light Lazer (Size: 2,
Color: Black)

$56-20 99 USD

¥ Save

GLOW-IN-THE-DARK

“STAR FINDER "

-




A9+r'onomy Activities:

e North at Night: Point out the Big Dipper and help kids know
how to find it. I you Follow the two end stars of the cup
of the Big Dipper., and go about 5 times the space between
the stars, you wil Find the North star. The Romans used
the Biﬁ Dipper as an eye test. IF you could see two stars
in the handie that meant you had good eyesight. They dlso
hamed the whole constellation the Great Bear becouse +hey
knew that the bears lived in the North, and that is where
the constellation is.  This constellation is a circumpolar
constellation, so it can be seen all year \or\g.

* Shooting Stars: Lay down and watch the sky For shooting
stars after you discuss what +hey are. Slnoo+ing stars are
bits of comet dust, space junk, ( parts of rockets, etc),
that have entered our atmosphere and are burning with the

Friction of moving against the air.




Tree Cookies

Use Tree Cookies to give a Timeline/Testimony of your life

Buy . Cor‘r‘uga+ed White Coke Circle from
www.webstaurantstore.com
250/caose is $2.470

New Growth




Tree Trail

b <h‘~ g

Use a sign to number trees in the woods

Take leaves and lominated for Fal/Winter months

Buy Tree Fandex off of Ebay (cheapest place I've Found
them)

Create a "quiz’ page aond have kids go on trail and try to iden-
+i13y the trees

Ideas to Spice up your Hikes

From Rec Head and Camp Nerds Podcast Episode 39 Spice
Up Your Hikes)

Meet a Tree

un-Nature Hike

Dirt Boy Story Hike

Camouﬁlage Gome
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Selar Balleon

A solar balloon is a balloon that gains if+ or buox/ancy
when the air inside of it becomes heated. This heating is
due to solar radiation. The dark black balloon absorbs
heat. As the air inside the balloon becomes heated, the
air molecules Ioe@in to speed up causing the air to be-
come less dense than that of the surr'ounchng air, and as
an ebkect, the buoyant Force acting on it, which is due
to the denseness of the air surrounding the balloon lits
the balloon, causing it to Float

hitps//www.amazon.com/gp/pic RK/re h_a elalipage

Comp _Tesr  Teh  StwtoCheckod MoKl YouthGroup [} DlwithTubeOfine  Kis J§ Coory

Tedcotoys School Children Activity 50' Solar
Balloon by TEDCO

frirdry 20 customer reviews | 3 answered questions

List Price: $39.58
Price: $15.35 & FREE Shipping on orders over $25. Details
You Save: $4.63 (23%)
Get $40 off instantly: Pay $0.00 upon approval for the Amazon.com Store Card
vprime | Try Fast, Free Shipping

Only 10 left in stock - order soon.

Want it Tuesday, Nov. 72 Order within 12 hrs 26 mins and choose Two-Day
Shipping at checkout. Details

Sold by Tucker's Toy Shop and Fulfilled by Amazon. Gift-wrap available.

* Includes one 50 foot long by 29" diameter Solar Balloon, 400 feet of string.
* Great for science classes and the perfect start to a science project.

+ Teaches Bernoullis Principle and Pascals Principle.

Roll over image to zoom in * Complete instructions and science learning guide.

* Made in USA. For ages 14 plus.

kil



Step I How it Works

The black color of the trash baﬂs mokes
the air inside heat up. Everyone khows that
hot air rises, thus making the ballooh rise.

Step 2: Materials

®  30-Goallon Black Trash Bags

® Alarge rol of duct tape (pr‘e@er‘alol\/
black. color), or a large rol of clear
Packaaina tape

® Scissors

Step 3: Prepare the Bags

First, take
out about
seven
garbage
bagf;.
These will
be the
body of
the balloon.
After the
baa; are
taken out,
cut off
the sedled
ends of all but +wo of the bags. These are to
extend the body of the tube, and dlso act as a
coupler For each other aar‘baae baa. Then, lay

out Four

ﬁarlaage Ioaﬁg, includin@ one unhcut aarbage laaf} on
the large, clean surfoce The surface needs to
be clean, otherwise dust and dirt wil prevent the
tape From sticking to the bags. Finally, place the
ﬁarbaﬁe baﬂe

inside one another, about | inch. Make sure that
you ploce the baﬂe inside ohe another so the air
can travel though without getting stuck in any

crevices.

Step 4 Start Taping

When taping the gar‘bage bags, moke sure
that the sedling edge of the bags is nearly
dust and dirt free. This is because when
you put the tape on you need an air-tight
seal. To start off, put tape on one side
of the bags, only going about 3'-4" under-
neath.

Alter you do that to all the seams in the
First section, Fip the bogs over and do it
agoin




Step 5 InFlate Step &: Have Furl
Now, it is time to
inflate ever‘y+hing!
First, take your
handy scissors and
cut a small slit into
one end of the trash
baﬂs. Make this hole
Just big enough fo .
blow air into using an . ¢ : i
air pump, shop vac, - w
IeaPP;losver', f;-c, - ) ’ﬁ?‘ -
Then, Fil it upl When | Take the balloon out into the hot sun

your entire balloon becomes completely tight, seal and try not fo get this stuck 50’

the hole with a piece of duct tape. Also, you migM hi@h in a treel Also, +r‘y not to toke

want to attach a 9+rin3 so it won't float away! this out on a windy day so it won't
Lloat away.

ApocALypsa HAPPENED




Water Rockets

https://www.youtube.com/watch?v=gyOzvgmuUs4c

o
‘l
L'fwmr-ﬂ!‘ e\

D Voulube

(Al PVC is schedule 40) Dril

@ of /2" schedule 40 pvc pipe 5/32 dril bit

11/4" x /2" Bushing 3/32 drill bit

I'/4" Coupling 9/16" drill bit

I'1/4" x I' Bushing Knife

/2" elbows (2) Wire Cutters

V2" caps (4) PVC Cutter or hacksaw
/2" T's (3)

453 rim hole tubeless tire valve (auto
parts store)

Smoall bottle pve cement

/8" steel rod 24" long

Dan & Pom Donegan
bottlelaunch@aolcom

Cost 450



@ Flight of a Water Rocket 9

Maximum
Coasting > = Altitude
l 4

Ascent 'l/
y <

Powered w Coasting

Descent
4
; N
A U

Launch N7
: i | } Recovery

S temomsfimiw @

"Every object persists in its state of rest
or uniform motion in a straight line unless
it is compelled to change that state

by forces impressed on it."

Net Force

Before firing:

Object in state of rest, airspeed zero.
Engine fired:

Thrust increases from zero.

Weight decreases slightly as fuel bums.

When Thrust is greater than Weight:
Net force (Thrust - Weight) is positive upward.
Rocket accelerates upward
Velocity increases

a3



nose cone

compressed air ——m

plastic soda bottle -

water

fins

nozzle A

expelled water —

84

thrust

1weight

y air friction




h = tan(6) x d

Table of tan{angle)

Angle |tan(a) Angle |tan(a) Angle [tan(a) Angle |tan(a)
0.0 0.00 25.0 4663 46.0 1.0355 71.0 2.9042
1.0 LU P 26.0 4877 470 1.0724 72.0 3.0777
20 0349 27.0 o035 48.0 1.1106 73.0 3.2700
3.0 0524 28.0 85317 49.0 1.1504 74.0 3.4874
40 0699 29.0 5543 50.0 1.1918 7.0 3.7321
5.0 0875 30.0 Of73 51.0 1.2349 76.0 4.0108
6.0 1051 31.0 BO09 52.0 1.2799 77.0 4.3315
70 1228 32.0 6249 53.0 1.3270 78.0 4.7046
8.0 1405 33.0 6494 54.0 1.3764 79.0 5.1446
9.0 1584 34.0 6745 55.0 1.4281 80.0 5.6713
10.0 1763 35.0 J002 56.0 1.4826 81.0 6.3138
1.0 1944 36.0 726D 57.0 1.5399 82.0 7.1154
120 2126 37.0 93D 58.0 1.6003 83.0 8.1443
13.0 2309 38.0 7813 59.0 1.6643 84.0 9.5144
14.0 2493 39.0 8098 60.0 1.7321 85.0 11.430
15.0 2679 40.0 8391 61.0 1.8040 86.0 14.301
16.0 2867 41.0 B6I3 62.0 1.8907 87.0 19.081
17.0 3067 42.0 9004 63.0 1.9626 88.0 28.636
18.0 3249 43.0 9325 64.0 2.0503 89.0 57.290
19.0 3443 44.0 9657 65.0 2.1445 90.0 infinite
20.0 3640 45.0 1.000 66.0 2.2460

21.0 3839 67.0 2.3559

22.0 4040 68.0 24751

23.0 4245 69.0 2.6051

24.0 4452 700 2.7475




Nature Center

| Bearded Dragon o A

Pros - Easy, Friendly A
Cons - Big Tank, smelly ke

2. Axolot!
Pros - umque
Cons - Fr'aaile, Cant Touch

3. Corn Shoke
Pros - Tame, So
Cons - Shoke, Eats Mice

4. I_eopar'cl Geckos
Pros - Easy, Frienoh\/
Cons - Tai

5 Hi;sing Cockroaches
Pros - Easy, No teeth
Cons - Fresh Food




Solar Prints

Amazoncom
4199 for 40
What you need:
®  sunprint paper e atub Rl of water
* ocrylic sheet e [unand interesting objects to
e Cardvoard print.

Step | Arrange your objects on a piece
of sunprint paper out of the reach of the
sun.

The blue molecules embedded in the paper
are sensitive to ultra-viclet light For best
results, prepare your print in a place
where the sun's Iiﬁh’r canhot reach the pa-
per as you arronge olajec-l*; on top of it. Direct eunliah-f wil expose the paper
quickly, but even ambient light in the shode, or in a room with a big window will
cause slow exposure of the paper.

Step 2 Place the acrylic pressing sheet on
top to Hatten and hold your items to the
Sunprint paper-.

Using the acrylic pressing sheet when +a\<ing
prints of Hat or dmost-Fat objects wil help
to sharpen the edges between blue and
white in your Final print. The ambient
sunlight outdoors will Find its way underneath
the edﬁes of your objects it they are not pressed Plrmly to the paper, and you
will get sunprints with blended ed@ea

Step 3 Toke your Sunprint outside and lay it in direct sunlight for 2.5 minutes.

T The areas of the paper expoqed to the sun will
~ Fade From blue to white. When you see most
of the color disappear from the paper, your

. print has been Fully exposed. IF no direct

- sunlight is availoble, don't worry-just expose

E your print a little longer and wait £or the some

—Padinz_:, effect.




Under cloud cover, the process wil toke 5-20 minutes dePendim_:, on the thick-
ness of the clouds.

What is haPPening in this 9+ep? Two crucial molecules in the paper are interact-
ing, ﬁorminﬁ a new molecule. Their interaction is intiated by specific wave-
leng‘rhs of ulra-violet Iigh’r. The new molecule is colorless so that as the blue
molecules are converted, the white of the paper base Iaeﬂins to show
through. Areas of the paper covered Ia\/ your objects stil contain the original
blue molecule, so they remain blue.

zs Step 4 Rinse your Sunprint in water. Watch
"% the white turn into blue and the blue turn into
£ white.

{ To get the deepest blue that the paper can

81\/8, leave it in the water For a whie: 155 min-
utes. There are two excH"ina ’rhinﬂr; happening
underwater. First, the original blue compound is
water soluble so that when you immerse it in
the bath, the water carries it away, leaving only the white paper base in those
areas. Second, the colorless compound whose formation was caused by the
sun's energy is not water soluble, so it canhot wash away in the water bath. It is
sensitive to the water in another way. Just as the Sun's ligh-l- stimulated a chemi-
cal chanﬂe in the previous step, the water stimulates another chemical chanﬂe.
The water causes an oxidation reaction that turns the colorless compound into
the deep blue of a Finished sunprint.

Step 5 Lay your Sunprint Hat on an dbsorbent sur-
face and dlow it to dry.

You can use a paper towel, or a piece of cardpvoard
as a bed For your sunprint whie it dries. Putting it on
something absorbent helps to avoid the Formation of
water spots by drawing the water From the Sunprint
paper-. When you toke your paper out of the water,
it wil probably not have Linished oxiclizing. The water

remaining in the paper wil do the Job before it evapo-
rates. By the time it is all gone you should have a beautiful deep blue SunprinH



Shelter Builcing

Lean-to

.. Look For a aood
lauildinﬁ site.

A lean-to is a simple
outdoor construction, and
only requires 90me+hing
for branches to "lean
azjains’r. I_ona

boulders or fdlen trees
can be ideal for acting as a horizontal brace to lean
other sticks or brush against. Any large,

immobile object can work.

2. Find sticks to lean against the
horizontal brace.

These sticks should be somewhat
sturdy, as they wil Form a side
of the shelter. Be sure that
there is enouah room

between them, the brace, and the

ground For you to crawl inside
comPoH-abI\/. You should have just enough space under your
brace for you to crawl into. The more extra space you
have there, the harder it will be to keep yourselk warm. IF
you can, Keep the lean-to's Pr'oPiIe low to ﬁr'ound. This will
help keep you further out of the line of wind, and won't
attract attention This is helpful i you are trying to avoid
detection, or otherwise stay out of sight.

a9



3. Pile small debris over the
Frame.

You can use leaves, gross,

and moss to buid a wall on

the outside of your lean-to.
These will provide Further

insulation and protection

From the elements. Nearly
any small Forest debris wil work. Just make sure to pock
it fightly on the wall Frome so it won't blow away reodiy.
You can pile more of this debris on the Hoor and interior
of your lean-to to provide extra insulation

Debris Hut

. Find a good location.

Youll need a tree stump, or a tree with a
low crook that you can

comFor’rably lodge a branch into. In addi-

tion, you'll need to be in an area with lots

of sticks and debris to cover your
Frome. Madke sure you are away from
Palling branches or other hazards. Your debris hut wil trop heat
ond Keep you warm, but won't protect well againer Palling
objects
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2. Prop a branch against the
stump.

You'll want a long branch, proba-
bly close to 8 Leet, that is
sturdy enough to support your

weight without breaking The A

space underneath this branch

between where it rests on the tree and sits on the
ground should be just large enough For you to Fitin

R o T

- 3. Set up ribbinﬁ sticks.

Find long sticks to create the
Frome, or ribbing, of your hut These
sticks should be long enough to lean
againsi- the

horizontal branch. As you get fur-
ther away from the tree stump,
+hey will gei- shorter. These sticks only need to lean aﬁainsi' the
branch, but if you have rope or twine you con bind them together
For a litte more 9+abil‘|+\/. Make sure you leave space between two
of the ribs For an entranceway to your hut The riblaihg sticks
need to be spread widely enough apart so that you can Fit under-
heath them. Six inches on either side of your body is a aood rule
to Follow. Addiﬁonall\/, they should be steep enough to let water or
snow run off.

4. Fil out the Frame.

Ater you have set up this
Frome, add more sticks
perpendicularly on top of this wall
Frome to create laticework. This

will 5ive you
something to pile debris on with-
out having it £all on top ofF you whie sleeping



5. Pile debris on the fraome.

This will be any natural

material you can Find nearby, so
leaves, gross, or pine

heedies. |deally your debris layer
will be 3 Feet thick to provide
solid insulation. Thicker is always

better. Just remember to leave an entronceway For you to
get in Alter you Finish the outer layer,, build another insulation
layer on the inside walls of your Frome. This interior insulation
should be about G inches thick. You want your debris to be as
dry as possible s you dont have enough dry material to cover
the whole hut, make sure the driest and softest material is in-
side your hut, closest to your loocly. IS you are in deep winter,
or an Arc’ric—’rype environment where there is little debris, you
can pie thick show on the frame instead The show needs to
stay cold so it doesn't melt, potentially soaking your stuff, or
collapsing on -I-oP of you.

G. Add more branches to the

outside.

Once you have packed your debris
tightly on the Frome, lay a Few more
branches on top of your hut. This wil

help keep your insulation materiol From
blowing away in strong winds.
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Fire Starting

Engl-sh tht Stone for Flmt and Steel Firemaking

Piece of Flint ek

Amaozon.com

Solar Powered Lighter Camping Fire starter And Survival sOhr Ligh.‘.er-

* $12.50 & FREX Shipping on orders over $25. Detad

£95 34

New (T} from $12.50 & FREE shinping on orders aver $25.00. Detal

Tool
- e Amazon.com
i ki

Construction and

Landxapmg Event !N

Flint Ligher o
Walmart.com

410

YILAVLS I

Dry Oakum
&ranny9+ore.com
$8.00 b
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Parachutes

lnji\iﬁag

Emp+y Travel Bottle

Scotch Tape

85x55 piece of cardstock

3 - Badlloons

oft of string

15 CuP of rice

scissors

2x2.5+ piece of Plasﬁc tablecloth

[ already made parachute as on example
These Instructions:

Instructions:

as a cabin, you wil be making | parachute that you can keep
as a whole cabin
Toke the cardstock and tape and moke a Ffunnel out of it so
that it will Fit travel bottle
Pour rice into it and Fil the bottle
Toke one of the 3 balloons and blow up a bit and twist it. Put
the end of the balloon over the bottle and dump the rice in
slowly let air out so that it doesn'+ spray rice ever\/where.
Do that dbout 4 times so that you have dbout a tennis ball
size and then tie ofF the balloon
Cut off the +ip
Cut ofF the tips of another balloon and stretch it over the
rice ball
Stretch over the Final balloon and do NOT cut off the top
Using about 8in of string Tie a double knot onto the balloon
Make sure the tablecloth is Folded completely in half and then
in half again so that it makes another square.
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¢ Find the corner that has ZERO Folds and cut ofF that
entire quadrant of the square (when you unkold the para-
chute, you will have a plus eign)

* Now take the tape and tape the 4 corners of the plus
sigh to each other so that you make what looks lke a
bowil. (Ju9+ tape corhers so that there are holes For air to
ge-l' +hr‘ough)

e Cut the rest of your string exactly in hal&

e Cut those 2 pieces exac+ly in half so that you now have 4
exact same size of string

e Tape one end of one piece of string to one of the cor-
ners, you just taped together, of the tablecloth

. u;inﬁ the other 3 pieces of 9+ring Do the same with the 3
corners you haven't done

e You should how have what looks like a parachute with
strings coming down

e Tie the 9+rihﬁs to the mou+hPiece of the balloon

e You how have a parachute with a balloon skydiver!

To Throw the Parachute:

e @rab the parachute tablecloth from the center and using
your other hand gently brush the rest down so that it
locks like a long stick

e Then Fold the tablecloth in half twice and take the string
and wrap it around

o Now, when you throw it high in the air, it wil come unfolded
and Float down like a Parachu’re!

e Video Instructions: youtu.be/RiIE_mbuOiHw




Cloud D

Cloud Viewer Window
Teachers pay Teachers
$FREE

Lesson & Standards
Nature Watch
$FREE
https://goo.gl/uzimYf
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Button Maker

AmericanButtonMachines.com

1.15" Button Maker

% % % % % (27 Reviews)

$269%

175
X3 O OOIX -

Quantity

1

W Add to Cart Only 5 left!

1.75" Pinback Button Set

% % % & % (75 Reviews)
s47s

\//SHELL 291-500

=3 CA XK

CLear MyLAR
Package Quantity

l 500 Sets v ]

PinBAck

Quantity
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lhenes off e Weak

Each week you will be given a caomera to toke Pho+oe ofF your
campers. As well, you can requec;+ the Spor'+s Video comera
or the 300 Camera.

Try to get all of the photos listed below:

U Entire Cabin together in Front of cabin hame

d Group photo with ﬁooﬁy Faces

U Nice photo near the camp sign or chapel wall or pretty

Place at camp

Q photos of kids doing devos, praying reading Bible
Q Group Photo with everyone jumping
U selfie with as many campers Possible
d Jumpina offk Z_iPIine PIaH:orm

a Holdinﬂ an animal

U Mud Pic

U in the Pool

a Jumping in the Pool

([l Ea-l'iha

Q up Close Archery Dodge

Q Shooting Sports

Q up Close friends

Q Group photos at each ac+ivi+\/

O Around the CampFire

O Above Pho+o with campers la\/ing in circle on ground (easy
to do near ziPIine)

Q

7%

(I R



Stickers

STICHKY BRAND' Custom Stickers Rewards  Support  For Businesses

Printed With Eco

‘) We print with Greenguard Certified, eco friendly
)' \ _.‘f;" ink, to keep your stickers and our water clean.

Ngh@\\;q]“ Friendly Ink

S+icl<ybrand.com
« Signup For emails because they constantly
have deals
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i ;A_ !
Attach the Buckles to the

Lay the Paracord Bracelet Flat,

bring the piece of Paracord you
waht to be the center color

Paracord, and measure the size of |across the top.

the Bracelet on your wrist.

Wrap the 2nd piece of

Paracord over the top of
the First, bring it around and
through the hole the First
piece of Paracord made.

5+ep 4

Pull the

pieces of Paracord tight, and stort the
braid over again. Bring the First piece of
Paracord across the top, and wrap the
2nd piece of Paracord over the top and
around the back. of the Paracord
Brocelet, and bring it through the hole of
the First.




tinue braidina the Paracord
Bracelet, unti you reach the
other buckle.

a = i
Once you reach the end,

you will cut the Piece«;
short and then burn/melt
them to the Paracord.




Teac Palintin

. Materidls: . Instructions:

. Cord Stock or Matte . Paint bottom of Tood with small
Paper amount of paint

- Cheap Acrylic Paint from + Place on paper & Let it hop
Walmar+ around or kindly encourage it to

. Tood (Frogs jump oo high . After Less than | min, place toad
& are too slippery in water and make sure to get all

paint offF
+ Repeat

« (Toad most likely wil pee oh your
Paper'l. Congra{-ulaﬁone, how you
have a watercolor))
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Ortur Laser

Search Ortur Laser Master 2 on Amazon
($22.0)

Download Lightburn From
lightburnsoftware.com
For Cups, youll heed:
Ortur Laser Rotary é "

2
Roler From Amazon 500 °°
($75)
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Rnitting Machine

e« Search Sentro 48 Pin Kni++ina Machine on
Amazon ($50)

« Watch Video Tutorial Here:
https://
rebrand.ly/Qjvibf3

e For smaller +hinge,

look. For the 22
pin From Amazon

($25)
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« Download My PDF Instructions here:
https://rebrand.ly/wkzmwoh

« Watch Video Here:
https://rebrand.ly/77190a

Materiols Needed:

Screws:
(25)1 1/4-inch deck screws
(30) 2-inch deck screws
(34) 2 1/2-inch deck screws

Boards:
(4) 1- x 4-inch boards, 8-feet long
(3) 2- x 4-inch boards, 8-feet long
(1) 2- x 2-inch board, 6-feet long
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T T 7 R : R o

. Buy Hammocks From Amozon ($14) here:

https://rebrand.ly/a6bfbc
« Find a spot that has enough trees that are

around GHt apar+t
« Add Eyebolts to trees
« Attach strong Caradbiners to hammocks
« Keep in Plastic Tote during winter months




PRI Cellering Page

Turn any picture into a Color‘ing Sheet.

Tin—;:

e Less Background will make it look better. Try to Find a
background that isn't so ‘noisy’

e Good Lighting and Contrast will help make those lines pop

e Up Close faces look very bad

How to:

e (o to Gremini.aooa|e.com
e Upload your Picture

o Use this Promp+:

- Convert this Pho+o into a chidren's coloring book. page,
black and white, clean vector-style line art, bold outiines,
no shading, simpliﬁied Features

- For less details add the word "Thick" right before
‘Line art"
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Escape Room V\Ia|k+lnr‘ou6h9

Grandma's

Hofeat I
et
Deloat the

Walk thr ¢ o

Upniotad Nowerrier 308

Pu-Hing +Oﬁe+her‘ an escape room can be a lot of work, espe-
ciaH\/ For a ginﬁle use experience. But +hey cah be a z_:jr‘ea‘r activ-
ity for young people. Besides being a lot of Fun here are 5
more reasons to offer an escape room to kids.

DEVELOPS PROBLEM-SOLVING SKILLsS

- Players are solving a variety of puzzles, from cryptic mes-
sages to riddies to physical puzzles and more.

- Finding solutions to these problems helps build a player's prob-
lem-solving skill set.

DEVELOPS CRITICAL THNKING sSKILLs

- often players must take the answers From diffFerent puzzles
ond combine them to solve a mystery.

- Ana|yzinﬂ ond in+erpre+ina clues in an escape room game will
help players think critically in an enjoyable Format.

DEVELOPS INFERENCE sSKILLsS

- Google the word ‘infFerence’ and youll Find the definition to be
‘a conclusion reached on the basis of evidence and reasoning’. In
short, you could say it's "reaoﬁng between the lines'.

- Players will use clues From the game ond combine that with
their own experience to come to a loaical solution.

- Inference skills are important for chidren It is a high-order
skill that gives them greater comprehension.
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PROMOTES CREATIVE THINKING

- Not only do escape rooms help develop Problem Golving skills, +hey diso
promote crea+ivi+y as moany puzzles and clues Found in these gomes ore
hot as 9+r‘aiah+ Forward as Pu++ing +oge+her‘ a jigsaw puzzle.

- Players will often need to think creatively, think. cutside the box

ENHANCES COMMUNICATION sKILLs

- often in escape rooms, the players divide into smaller groups to
tackle different puzzles and search For items and clues. Since there is
a time limit, this maokes 9+r'a+egic sense.

- However, sometimes what one group discovers from a puzzle or clue
will be needed by another group on a puzzle they're working on There-
Fore, communication is important when it comes to Pinishing on escape
room game on time.

CHALLENGES PLAYERS TO PERSEVERE

- Escape room gomes ore chanena‘ma in nature. It is the challenae that
mokes @inighing them so rewarding But, puzzles have a way of being a
bit Pr‘u9+r'a+ing at times.

- The\/ test your perseverance, a z_;)ood trait to have.

PLAYERS LEARN TO WORK UNDER PRESSURE

- The clock places pressure on players. Life challenges all of us often
and in difFerent ways.

- Learning to deal with pressure in a safe environment is beneficial for
anyone.

Escape Rooms are a blast and a great addition to any Comp or Retreat
Center. Ik youre stil not so sure, Grab a group of Friends and go play
a commercial one. | quarantee you wil be +alkina about it For weeks
ofter. The some can be true of the Escape Room at your location.
Campers will love ond be +a|king about For quite some timel

See compleJre walkﬂ-\roughs of all my escape room
stuff at stealthisstufFcom
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Great Websites

- www.Pin+eren;+.com/chriskallal

Free to set up. Pin great ideas to your own boards. Follow me at:

- summercomppro.com
Al about summer Coamp Programming. Some ideas are free, some cost.
You can get involved in Round Tables and then get all the info From
them Free.

- stedThisstuffFcom
My site with all my books and classes available for download

- Www.campgames.ory
Gobs of gomes listed dlphabetically. Also each gome is roted to help de-
termine i you want to check it out or not

- www.youﬂ—\work—Pracﬁce.com
Huae amount of Youth Resources, gomes, crofts, and ideas For Youth
Workers

- www.P|aymeo.com
Search gomes based on who you are and what you want your group to
do. Easy to use ond activities are rated to help determine awesomeness.

- aoo.a\/Ni—r—qu
A Google Drive collection of Camp "How-to" Files

- blabberize.com
Make Pictures Tak

- fiverrcom
Pay someone to do computer stubf For you 45 - 410
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- jeusdautrefois Free fr
Page is in French so make sure you use Gtooa|e Chrome so it wil
translate. This page has tons of cool games For Gomerooms that some-
ohe Inandy can look: at and build For your coamp

- www,Praieechar+~;.com/+heme;
Search songs based on their theme. | have used this a ton when looking
For a song to match my message

- www.campgideon.com/ Paren+—re«;our‘ce9h+m|
Camp Gideon has collected lots of good resources for Parents

- +he|<ir|go£rano|om.com
Youtube video instructions on how to make some PreH-\/ awesome
+hina; For your camp

- www.clownload\/ou+hmini9+r'y.com
Powerpoirﬂ' games ond lessons for you+h

- dibdbacom or dliexpress.com

Cheap stuff From China that is very simiar to Amazon or Ebay

- wishcom
Another Chinese site with cheaP stuff Also has an app. (Alwayg scroll
Farther down for cheaper stuff)

- www.overnighﬂ:»rin%;.com
Great For Brochures and letters (double check accuracy ond count
upon arrival)

- go’rprin-l'.com
Cheap and well-made postcards

- h++P://a.co/aquUﬁB
A large collection of camping books that | have Lound on Amazon
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- Columbia University, University of Maryland, and Smithsonion
Cost: Free
Electronic Field Guide. Contains a large collection of leaves, what they look like
each season, any nuts or berries, what the bark looks like, etc. Also has a way
to toke a picture of a leak to help identify it

- Terminal Eleven LLC
Cost: Free
AR app to idenﬁl:\/ stars, constellations, satelites, and planets.

- Instant Bird Identification
Cost: Free
Bird Field Guide. Search bird by color, size, and sound. Can learn about the bird
or hear what sound it does make

- 5fuls
Cost: Free
Quickly check level and check angle«;. Super occurate inclinometer

or
Cost: Free
Toke Credit cards thirough your phone or ipad Works for Camp store, dona-
tions, etc

- MyFon+c; Inc
Cost: Free
Iden-l-i«ty Fonts just From a photo of them areat For dec;ign

Cost: Free
Scah bar codes and it will search near'lay stores and online for a cheaper
Pr‘ice

- Occipi+al, Inc
Cost: 199
Take 360 degr‘ee views of places. Great fo show what your calains/lauildinas
look. like on your website

- Kipl, Ihc
Cost: Free to download and use, but more oPJrions cost mon+h|y Fee of $8
Create r‘eall\/ nice lookina slideshows/markeﬁng shows For social media
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Podcasts

Scamp Life - The Programming Side
Mine! Programming ideas every other week!

Camp Code -
4 seasons worth of staff Training Ideas!

CampHacker
Podcast For Directors. Lots of Marketing

Rec Heads and Comp Nerds
Fun Camp ideas. Great For Proaram Directors

Summeyr Camp Leaderghip Podcast
Lots on Marketing and andinﬂ

Camp\/\/ire
ACA Podcast

Because of Summer Camp
Travis Alison podcast. Interviews with former campers and stabk to Find out
how camp impacted their lives

Camp Vibes Podcast
Christian Camping Ministry podcasts that discusses Christian Camping

NT NOTE civen 10 me

-

_ =k *THEM oy
READ THEM. HEY MEVER o) fof,&ﬁ
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CAMPEESSI0NM
WE COMPETE 1o sg¢
WHO HAS THE BEST

_WATCH 1AM

cAMgf_Essuon
I HAVE A VERY REFINED AND
PRECISE MAKSﬂMALLOW
ROASTING proCESS







Side by Side Carpetball

Giant Games T i~ O




Funny Signs to Hang around Camp

%
M

Historeal Marcker

On this exact spot in the
afterncon of Apel 2% 1968,

a maritol argument - 5ft tall velociraptor
was won by the husband. - - Very bitey
- . i~ May have come from bad home
"~ - He doesn't answer to
ANYTHING

- HE IS VERY ANGRY

PLEASE COME
PICK HIM UP

MMEDIATLY

MuHiPles Pir\@ Pon@



Human Foosball

Bankshot Basketball
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Frisbee Golf SkeeBall

I
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Steal This: Ideas of Awesomeness
(uPcla+ecl: December 2018)

ST: ldeas For Outdoor Ed & STEMiness
(uPda+ed: October 2019)

ST:- 50 Ways to Be Awesome
(uPcla+ecl: November 2.019)

ST: Ideas of Portableness
(uPda+ed: October 2019)

ST: Ideas ofF Contemporary Croftiness
(uPcla+ecl-. February 202.0)

ST: Ideas of Virtuadhness
(uPda+ed: May 202.0)

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

ST: Ideas of Comp Boxiness
(uPda+ed: April 2021)

ST: Ideas During Covidness
(upda+ed: April 2021)

ST: Ideas of Social Distancedness
(uPdoﬁ'ed: May 2021)

ST: Ideas For Escape Rooms & Puzzleness
(uPda+ed~. October 2021)

ST: Ideas of Teamlauildinﬂness
(uPda+edt October 2022)



ST: The BIG Book of Awesomeness
(uPcla+ecl: February 2023)

ST: Ideas of Games & Funnhess
(uPcla+ecl-. October 2023)

ST: Ideas of CAFE Bagginess
(uPcla+ecl: October 2023)

ST: 25 Rules for Urlparallelecl Hospitalitiness
(uPda+ed: February 2025 )

ST Ideas for Carmp Board Greatness
(uPda+ed: July 2025 )

ST: Ideas ofF Parenting Awesomeness
(uPda+ed: August 2025 )

ST: 50 Ideas For Retreat Awesomeness
(uPcla+ec|: December 2025)

ST: Ideas of staff Troining Greatness
(uPda+ed: January 202.0)

ST: Ideas of Creative Worshipness
(upda+ed: Jonuary 2020)

Princess Diary: Devos For aGirls
(uPdoﬁ'edz October 2021

Man Book: Devos for Boye
(uPda+ec|: October 2021)

Church Notes Vol -4
(Updated: October 2022)







