
 



 

Chris Kallal is the Executive Director at Southeastern Baptist Youth Camp in 
Greensburg, Indiana. Chris, an Illinois native, has been a camping  
professional since 2001. He started off at Camp Manitoumi, in Illinois, serving as 
their program director for 10 years while also teaching 6th grade at Washburn 
Middle School. Then he spent 3 years learning to be a boy scout as the Camp 
Director of Ingersoll Scout Reservation. The next 10 years, Chris served as the 
Executive Director of Camp Good News in Illinois. 
 

Carrie has been working at Camps longer than Chris! Starting as a CIT at 
Camp Manitoumi in 2000, then moving onto Girl’s Leader, Dining Room Hostess, 
Counselor, Craft Person, Camp Store Director, Canteen Manager,  
Bookkeeper, Food Service Director, Assistant Director, and now Guest  
Services Director! 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 online for the newest, 
unique ideas to implement into their Camp as well as visiting multiple camps over 
the years to “steal” ideas from them! 
 

The Kallals love camp so much that they spend a lot of their free time teaching 
others about camp! They have taught camping 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 talks all things Camp Programming.  
 

They have a total of 4 children; Rowan, Emmalina, Autumn, and Aurora, as well 
as a couple dogs, cat, some hissing cockroaches, bearded dragon, leopard 
gecko, frog, couple turtles, and a pet skunk, named Stinkerbell!  
 

Email: christopherkallal@yahoo.com 
Download Packet: StealThisStuff.com 



 

CampFession 

I look at the Third Deflated  

Tether Ball of the summer 

and Think, “This is why we 

can’t have nice things” 



 

Quantity Item 

4 2" 90º elbows 

3 2" Tees 

1 2"x3/4" Tee 

2 pipe pieces 3/4” diameter and  6” long for bows to hang on 

2 pipe pieces 2” diameter and 17” long for sides of base 

3 pipe pieces 2” diameter and 3” long For “front” section of base 

2 pipe pieces 2” diameter and 6 &1/4” longFor “back” section of base 

1 pipe piece 2” diameter and 34” long for the pipe up to bow rest 

2 pipe pieces 2” diameter and 10” long for the arrows to sit in. 

OPTIONAL 
 Foam inside the bottom of the base where arrows go in 
 Pipe Foam Insulation for the 3/4” pipe that bow rest on 

CampFession 
I love returning campers  because they always have  appropriate footwear 



 



 

Finger Savers 
Wish.com 
Just Pay shipping 
Can only buy 15 at a time 
 
Coupon codes 
35% off - jlkzvnj (first time 
wisher) 
20% off - aroundnfl (existing 
customer) 
 
https://bit.ly/2PIKS8c  

(try this link) 

SpeedFletch 
Cabellas.com 
$11.88 for 6 
 
https://goo.gl/5iyCwa  



 

Targets 
HowellTraps.com 

$15 each 
https://goo.gl/2hmZSg  

 

 

Flu Flu TwisterArrows 
Scheels.com 
$9.99 each 
https://goo.gl/hbGVhR  

 

 
Flu Flu Carbon Express 

Scheels.com 
$11.99 each 

https://goo.gl/ZWrR1v  

 

 

 

 
Arc Rolan Snake Recurve Bow 
LancasterArchery.com 
$44.99 each 
https://goo.gl/pbLChp  



 

 

 
 
 
 
 
 
 
 
 
 
 
Darts 6ft 
$19 
atlatlmadness.com 
 
Thrower  
$20 
Amazon: https://rb.gy/0gc1ey 
  



 

 1 in Diameter 
Galvanized 
Pipe 

 
 Will need to 

soak overnight 
in soapy water 
to clean off oil 

 
 Do NOT paint 



 

Materials 
 1 & 1/4” Tubeless Tire Valves 
 1 & 1/2” Steel End Cap 
 Soda Bottle 
 
Instructions: 
 Drill a 5/16” hole in the center 
   of the bottle cap 
 

 Pull the valve through 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 to tug on 
it so it locks up in the neck. 

 

 Drill a 1/2” hole in  
   the center of the  
    Steel end cap 
 

 Put the valve/cap through the 
   hole so that the valve would  
   hang out the inside of the cap. 
   Use Pliers again to tug it so it 
   locks in place 
 

 Now just screw a bottle in place and pump up with a 
bike pump. A smaller bottle will pump up  

   to 60PSI and a 2 liter will go up to 100PSI. 
 

 See Video at 
ttps://www.youtube.com/watch?v=7rDRFFSUrPI 

 

 

 OR  Buy MegaBoom Target from Amazon 
for $24.00 

https://goo.gl/ZURJdY  
 

OR Buy Thunder Caps at Walmart for $6.50 
https://goo.gl/Q3xqmC  



 

Materials 
 Giant Playing Cards: https://rb.gy/33tvvz 

 
 
Instructions: 
 Stack cards in pile face down 
 Have campers all stand 
 Show them the first card  
 Tell them to guess if the next card will be higher (hands high in the air) or 

lower (touch toes) and hold that pose 
 Show the next card 
 If any camper is wrong, they must sit down 
 The remaining campers go again 
 When you get to the last few, call them up front.  
 If only 2 are left, do black or red and make them choose different  

colors 
 Optional: Jokers get everyone back in the game 



 

Materials: 
 You need a deck of playing cards with specific ‘jobs’ written on 

them. 
 The jobs should be written or printed on the back side of the play-

ing card, not the side with the number and suit.  
 You will need one deck of cards for every 10 players.  
 Place all 52 cards with the playing card side suit up on the floor or 

table top.  
 You will need lots of space for participants to move around and 

perform various tasks.  
 
Activity: 
“The next game we are going to pay is called 52 Card Pick Up. (wait 
for the groan…) How many of you remember this game as a kid? Not 
such a fun game, right? Well I’m happy to report that the rules have 
changed for that age-old game. Here are the new rules for 52 Card 
Pick Up. You can see that there is a full deck of cards scattered 
about here on the floor. On the other side of these cards there is a 
‘job’ that you have to do. In a minute when we start the game, each per-
son will come forward and pick up a card and read the job on the 
back side of the card that needs to be completed. Whatever is written 
on that card is for your eyes only. You cannot show your card to 
other participants, and you may not tell others what your job is. Some 
of the jobs can be done all by yourself. Other jobs may need assis-
tance from others on your team, however you can’t tell anyone what 
you are doing. As soon as you have finished your job to the best of 
your ability within the confines of this room, you may pick up another 
card and move onto the next job. The game is over when your team 
has picked up and completed all 52 jobs in the deck. Now, because I’m a 
big believer in Challenge By Choice, if you pick up a job and it pushes 
you a little too far outside of your comfort zone, you may put that 
job back down. But recognize that someone on your team will have to 
complete that job because the name of the game is 52 Card Pick Up, 



 

not 51 Card Pick Up. Are there any questions? (pause) Let’s begin!” 
 
 
Sample Debrief Questions: 
Have everyone sit in a circle and talk about some of the things each 
had to do. Then pause them to discuss. Many participants will be sur-
prised at all of the things that happened that they did not even see! 
 
 How does this relate back to the real world?’ Depending on the spe-

cific outcomes and needs of the group, this is where I talk about 
specific behaviors that came up in the different jobs they per-
formed, and how they relate to this specific group. 

 How is this activity like everyday life? 
 How are the behaviors demonstrated in this activity like interacting 

in a group setting? 
 Each behavior demonstrated in this activity could relate to a behav-

ior in the real world. Which ones do you think pop up in your day to 
day? 

 How many of you were surprised to hear some of the jobs that 
were done? Why do you think you missed them? 

 Do you ever have to put your own needs on hold in order to help 
out another person? Give an example. 

 Were you so busy doing your job that you completely missed the 
other things that were going on? 

 There was someone who had to shake for 60 seconds, What if 
this person was having an epileptic seizure only 5 feet away from 
you and you were too busy to notice? 

 There are always things going on that you have NO IDEA about 
 
After I have finished with a few initial questions, I then let the group do 
a small group debrief. Now that they have new information to process, 
and realize that this is so much more than a silly icebreaker game, it’s 
good to give them a little time to process how this relates back to the 
real world. After about 5 minutes of small group process, I then open 
it back up and ask them to explain different ways they see this relating 
back to the real world. 



 

 
 
 
 
Activity 
 Leader stands in the middle while other participants form a box 

around the leader in the middle with an equal number of people on 
all four sides. 

 Participants must note whether they are on the right side, left side, 
in front or in back of the leader. 

 The leader can turn around which forces the box to also turn so 
that they remain on the same side at all times 

 The leader can attempt to “trick” the group by jumping, spinning, etc 
 
Variations 
 The leader can the current box location and go to another area of 

the gym or field or wherever the action is talking place. 
 Participants must follow the leader and position themselves as they 

were in the previous location, attempting to be the first side of the 
box in place. 

 People can get “out” if they are the last person to their new  
location 

 Form 2 boxes, 1 inside and 1 outside and they follow 2 different 
leaders in the center 

 
Sample Debrief Questions 
 What makes it hard to follow directions? 
 What did you do to help yourself? 
 How did you communicate with others? 
 Did you learn anything about other team members during this? 



 

 
BLACK JACK  
Glue or pin a deck of cards to the target. Each archer is given 5 ar-
rows and the closest to 21 points without going over wins! 
 
KNOCKOUT 
Archers line up, facing their targets. Each one gets three arrows.  
Starting with the person on the far left and moving right. If the next 
person scores higher than the person on his left, they “knock them out”. 
The goal is to be the last person standing. 
 
FARTHEST COMPETITION 
Just see who can shoot the farthest. Use a large open field. Make sure 
the archers know that shooting at an arc will help.  
 
TIC TAC TOE  
Draw it out and let two archers, or two teams, take turns.  
 
GATHER THE INGREDIENTS  
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 “ingredients” for a recipe. Mark down what they 
ended up with and then those teams get to make that “tasty” treat! (may 
want to have actual tasty treats available too!) 
 
STUFFED ANIMALS  
Children LOVE to shoot stuffed animals. Find some larger ones at a 
thrift store and set them up to shoot 
 
BATTLESHIP  
Print out (or draw) two sets of five ships. Have two archers or teams 
take turns. To sink a boat, it needs to be hit once by 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 - https://youtu.be/
zG2EAHDZsuw 
 
 
CANDY HUNT 
Print out pics of candy and pin them up as targets. If a camper hits one, 



 

they get a piece of candy. Great for a final reward competition 
 
BOSS BATTLE 
One archer from each cabin is given the chance to outshoot the archery in-
structor. 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! 
 
WALL OF FAME  
Create a competition that each week only one person is able to win. Then cre-
ate a plaque or name wall that that campers name can go on permanently!  
 
SHOOTING TRAIL 
Print and piece together or order giant life-size cutouts of various animals. 
Attach them to several layers of cardboard or straw. Then create a walking 
path/trail where these animals will be off the trail (not too far so you don’t 
lose arrows). At each station, have an arrow holder with only 1 arrow. The 
archer will then walk the trail (with a leader) and stop at each station and at-
tempt to shoot the animal. It only counts if you hit in chest or head of the ani-
mal. See who gets the most. 
 
BOOMBLASTER 
See instructions on how to build later in this book. This thing is loud. When done 
outside at our camp, the BB gun range is way down in the valley and it can still 
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 print. See some ex-
amples later in this book. 
 
MORE GREAT IDEAS 
Over 40 ideas to spice up your archery program 

Patchwork Marketplace 

Cost: $3 

https://goo.gl/jS835i  
.  



 



 

ebay.com 
Get the 9in 
I paid $18.99 

backwoodsports.com 
Get the 4in 
I paid $19.95 

 
https://goo.gl/3fBLqy  

All Metal  -  No point on back 
Amazon - $38 for 3  
https://goo.gl/ak4KoQ  



 

Task 
Crate stacking is a great challenge with the aim of building the 
highest tower(s) without it toppling! 
 
Equipment 
・ 25-50 Milk crates 

・ Helmets (required for the belayer and crate      
       thrower) 
・ climbing harnesses 

・ chest harness with locking carabiner (for climber) 
・ Belay rope 

・ ATC (belay device) 

・ 10 feet - 1 inch webbing 
・ daisy chain 

・ 4 auto-locking carabiners 
 

Ropesgear.com 
 

 
 
 
 



 

1. Turn the Dial so that the degrees match with Travel Arrow at top 
 
2. Put Compass Base in Belly Button 
 
3. Keeping Travel Arrow pointing directly away from you turn your body around 
until Fred lands in his shed 
 
4. Now, walk the way the Travel Arrow is pointing. 
 
Misc: A Pace is roughly 2 steps—Look where you’re headed, not at the compass—
The more time you take making sure you’re going the right way, the less time 
you’ll waste getting lost! 

Travel Arrow 

Dial 

Needle that  

always  

points North  

(FRED) 

Orienteering  

Arrow 

Base  



 

Build 
 Use similar instructions as 

Gaga Ball 
 8 sided 
 6 sides with a 16ft length 
 2 goal sides with a 8ft length 
 Bottom 2 boards of goal 

sides need to have a goal that 
sticks out at 3 ft. (See pic-
ture) 

 
 
 
Rules 
 Played like soccer in your 

Gaga Ball Court 
 Choose two opposite sides to be “goals” 
 Two teams begin with 3 players each 
 Play starts when the winning team serves the ball off the of the 

middle of court to the opposing team 
 If 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 
 Goalies are not able to use their hands 
 When one team scores, the scoring team stays and the losing 

team 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. 
 
Video of Game in Action 
Lake Ann Camp: https://goo.gl/qWKgQW  

Base  



 

 
 
 
 
 
 
 
 

Build 
 Set up as a Golf Course 
 Holes are large flower pots that a Soccer ball will easily fit in 
 Have flags made out of material with numbers on. Attach to PVC 

pipes 
 Use regular soccer balls 
 
Rules 
 Played like golf, but with soccer balls instead 
 The main 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 number of kicks.  

 The footgolf course consists of 9-18 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 footgolf game means getting the ball by using one’s feet 
(kicking), from the teeing ground by a kick or several consecu-
tive kicks into the hole.  

 Official Rules: https://goo.gl/YDJWCC  
 Video:  https://goo.gl/QErfKa  



 

 

Leader Says Everyone Says Everyone Does 

“Jump Right” “Jump Right” (Jump Right) 

“Jump In” “Jump In” (Jump In) 

Leader Says Everyone Says Everyone Does 

“Jump Right” “Jump Left” (Jump Right) 

“Jump In” “Jump Out” (Jump In) 

Leader Says Everyone Says Everyone Does 

“Jump Right” “Jump Right” (Jump Left) 

“Jump In” “Jump In” (Jump Out) 



 

Activity 
 Tell participants that they will have five minutes to look around 

the room and memorize everything that they see that is BLUE 
 Items could be on people or just in the room 
 They can walk around if they prefer, but cannot write down 

anything or take photos. They just need to do their best to  
remember 

 Have everyone partner up and decide who is going to be Player 
One and who is Player Two 

 Have them close their eyes 
 Have Players One now attempt to share everything in the room 

that is RED 
 After one minute, and everyone still have eyes closed, have 

Player Two attempt to state everything that is GREEN 
 Then have partners open their eyes and see if there are any 

other objects they missed 
 
Variations 
 For bigger groups, have double Player Ones and Double Player 

Twos so they can help each other 

 
Sample Debrief Questions 
 How many BLUE items do you think you could identify? 

 How hard was it describe Red or Green when you were  
focused on Blue? 

 Did it frustrate you that I changed colors? 
 Have you ever focused on something so much that you  

excluded seeing everything else that is happening? 
 How can being more observant help you in life? 



 

Materials 
 Dominos (1 per player) 
     - Giant Dominoes: https://rb.gy/

fli41o 
 
Activity 
 Give each player a domino 
 Let them know that they will be making the largest domino train 

that they can 
 Tell them to begin 
 After they have completed, have them switch dominos with another 

player and return to their seat. 
 Once they have sat, start the game again 
 
Variations 
 Don’t allow talking 
 Every time they have a double, they must split  
 Divide into teams and have them race 
 
Sample Debrief Questions 
 What strategies did you use to get into trains? 
 Who found connections immediately? 
 Was it easier the second time through? 
 How do we make connections in everyday life? 



 

Materials 
 Dude Game 
 - https://rb.gy/tqj9rd 

 And/or More Dude Game 
 - https://rb.gy/qvkzmx 

 
 
Activity 
 Ahead of time, be sure to sort a variety of dude cards so all 6 

Dudes are available 
 Give everyone a Dude Card and tell them to not show anyone else 
 The only word they are allowed to say is “Dude”. 
 When they look at their card, it’s their goal to decipher how to say 

the form of Dude on it 
 Then they go around only saying “Dude” and try to form a group 

with other like dudes 
 Allow them to mingle and figure out what “groups” they want to 

make 
 When most of the players have grouped up, stop the activity and 

tell players to look at their cards 
Variations 
 do this blindfolded 
 Don’t allow any hand motions 
 
Sample Debriefing Questions 
 How did you find your group? 
 Did you help other people find their group? 
 Did anyone not find a group? Why? 
 Why were groups decided this way? 
 How did the tone of our voice change the message we were  

sending? 
 In real life, how important is the tone of our voice? 
 



 

Instructions: 
One person holds each end. Swing the ball back and forth try-
ing to hit the other person with it and not yourself. 
If you let go of your handle, you are out the next 2 rounds! 
 
Materials to make: 
1 Basketball Net 
1 toy ball (like found in those bins at Walmart) 
10 feet of Bungee Paracord 
8 inches of foam insulation for handles 
  



  
Included 
 
 
 
 
 
 
 
 
 
Card Magic Tricks 
 http://rebelmagic.com/card-tricks/ 
 http://www.goodtricks.net/cardmagic.html 
 “Campfire Magic” Book with easy tricks 
 
Games 
 http://www.classicgamesandpuzzles.com/ 
 The Kids Book of Questions by Gregory Stock 
 http://www.todaysparent.com/family/activities/10-kid-friendly-card-

games/ 
 Spoons (play with sticks) 
 Write to 100 
 Farkle 
 Egyptian Rat Kill 
 Sneaky Cards - a game with individual mission objectives that inspire fun, 

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

 Wiz Kidz - Using Alphabet Dice bought off of Amazon and a list of catego-
ries (examples on Next page) to play a fast 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. 

 Chicken Charades - Using squeaky chickens, play charades following the 
normal rules, just always including the chicken.. The only sounds allowed are 
the squeak of the chicken. (Find on Amazon) 

 Tenzi - You need 10 dice and then must follow the rules (on next page) to 
roll the dice to win.  

 

 Composition Notebook 
 Pen 
 Deck of Cards 
 10 Dice 
 Hacky Sack 
 Racketball ball 

 Camera 
 Pocket Book of Games, Magic Tricks, 

Jokes, Would You Rather, Questions for Kids, 
Counseling Help, etc 

 Things at Dollar Tree (Rocket Launcher, 
Jacks, Tiny Frisbee, etc) 



 

 Doesn’t Fit in a Backpack 
 Can’t fit down a chimney 
 Ends with a vowel 
 One Syllable 
 Partially Wood 
 Odd number of letters 
 You put things 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 than you 
 Has a head 
 Brown 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 

together 
 Two of the rolled letter 

together 
 You wear it 
 Worn on head or hands 
 Breakfast or Dessert 
 Mostly Metal 
 Used in a sport 
 More than one E 
 Can roll down a hill 
 Often found in a garage 
 Often found in water 
 Needs water 
 Meant to go in your mouth 
 Found in or near a garden 
 Has legs 
 Mostly plastic 
 Mostly Red 
 Used mostly for protection 
 Item that is the color that 

starts with the letter rolled 
 Fits inside your fist 
 Musical 
 Mostly blue 
 Can fit Five in your pocket 

 Too heavy to lift 
 Yellow and edible 
 It 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 name 
 Found in a tree 
 It has teeth 
 Meant to fly 
 It has hair 
 5 or 6 letter word 
 Often found in a refrigera-

tor 
 Has claws, paws, hooves, or 

feet 
 Green and found mostly 

outdoors 
 Has an X, Y, or Z in it 
 2 Syllable Animal 
 Lighter than you are 
 Every letter is different 
 You own more than 5 
 Lighter than a tennis ball 
 
 
 A fruit 
 A movie or book 
 Something that smells 
 Part of a building 
 An insect 
 Something cold 
 Beverage 
 Something gross 
 Object in the house 
 Something you enjoy 
 A well known person 
 Something in a classroom 
 Something here at camp 
 Made of glass 

 Something at the mall 
 Something that embarrasses 

you 
 A color 
 Something you hate 
 Something sticky 
 Something in an amusement 

park 
 A body part 
 A City or town 
 A Pet’s name 
 Something in outer space 
 A utensil or too; 
 Something in a grocery 

store 
 A song 
 Something a cat or dog 

does 
 A Type of food 
 A Kind of Sport 
 An action 
 A profession 
 A musician 
 A foreign country 
 Something hot 
 Something you wear 
 A movie or tv star 
 A piece of furniture 
 A toy or game 
 
 
 
 

Alphabet Dice 
Amazon.com 
5 for $10.74 

https://goo.gl/1QbEFo  



 



 

Objective: 
Be the first player to get all ten of your dice to show the same number. 
How to Play: 
(2-4 players.) Each player chooses a set of dice. Players hold all ten dice in their 
hands. Someone says “Go” and everyone rolls at the same time. Quickly look at 
your roll and decide which number you are going to go for. (For example, if you 
have more 3’s than any other number, that’s what you want to go for.) Put all 
your dice with that number aside, collect the remaining dice and quickly roll again. 
(You do not have to wait for others to roll again. Everyone rolls together 
only on the first roll.) Keep rolling until all ten of your dice show the same num-
ber. 
Winning: 
The first player to get all ten of their dice to match (ten 3’s, for exam-
ple) shouts out “TENZI” and wins the game! 
 
77 more ways to play Tenzi Cards: 
Cards & 6 sets of dice 
Amazon: https://goo.gl/bNufdk  

Cost: $35 
 
100 dice of 10 different colors 
Amazon: https://goo.gl/5EVDvA  

Cost: $13 
 
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 numbers from your first roll. The player with the 

highest number wins. 
 Tall Towerzi - Who can stack their dice the fastest? You can make this 

harder by requiring all the dice to face the same way. You can also require 
players to roll a certain number before adding 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 hurt! 

 Hand Behind Your Backzi - Play with your dominant (writing) hand tucked 
behind your back 

 . 
 



 

 Missingzi - Pick one die side that you do NOT want to collect. Then roll double 
of the remaining five numbers. 

 Patternzi - Arrange your dice into a pattern based off of the number you 
chose to roll for. 

 Thumbzi - No thumbs allowed. This is actually really 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! 
 Stealzi - If you see another player roll the number you’re going for, steal 

those dice and give the player an equal number of your dice. No stealing on the 
first roll of the game, or from any player going for the same number as you! 

 Target TENZI - All players declare which number they’re going for before the 
first roll. Or, decide on one number that everyone has to go for! 

 Timed TENZI - How fast are you? 
 Over 40 seconds……Cubie Newbie 
 30 – 40 seconds……..Tumbler in Training 
 20 – 30 seconds……..Rockin’ Roller 
 10 – 20 seconds………Dice Dragon 
 Under 10 seconds…..TENZI Master 
 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 to roll two straights 

of 1,2,3,4,5. Must roll one complete straight before rolling any of the second 
straight 

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

 Nixzi Sixzi - (not a speed game) Everyone rolls ten dice. Any 6’s that are rolled 
get put into the center. Repeat and continue until only one player has dice re-
maining 

 Countdownzi - Take four dice, roll four 4’s. Take three dice. Roll three 3’s. 
Take two dice, roll two 2’s. Take last die and roll a 1. 

 Re-Rollzi - Anyone can shout “Re-Roll” at any point and every has to start over. 
“Re-Roll” Can only be called once. 



 

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

 The namee must like their name (believe me, sometimes that's a hard 
first step!). 

 The Director gets final say. 

 Potential camp names should be tested with a few staff    mem-
bers just to make sure they sound appropriate to   everyone.  

 The camp name mustn't be a proper name (Bill or Jennie). 

 The name must be original to the camp - no repeats  

 The name must pass the Dirt Test.  (Check and see if there was a 
way that kids could make it dirty) 

 The name could make reference to your skills but not your physi-
cal appearance. 

 Camp names should bolster people's self esteem and make them 
feel part of the Camp. 

 The name must not scare  parents away - no Killer, no  Psycho, no 
LovesToHug. 

 Camp names are an honor and are earned by your          commit-
ment to the Camp. 



 

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

 

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



 



 

Take on Hikes 
Bring to Creek 
Use in Nature Center 

30x Magnification 
Amazon $5.99 

https://goo.gl/9zdSPX  

60-100x Magnification 
Amazon $7.97 

https://goo.gl/zHy1n7  

USB 1000x Microscope 
Amazon $18.99 

https://goo.gl/R3jFYz  



 

Wish.com 
$9 

https://goo.gl/9xfk5P  

30x Magnification 
Amazon $5.99 

https://goo.gl/9zdSPX  

Star Finder 
Rainbowresource.com 

$4.50 
https://goo.gl/dTNLaz  



 

CampFession 

I secretly love being 

asked how many years 

I’ve gone to Camp 

 

Astronomy Activities: 
 North at Night:  Point out the Big Dipper and help kids know 

how to find it.  If you follow the two end stars of the cup 
of the Big Dipper, and go about 5 times the space between 
the stars, you will find the North Star. The Romans used 
the Big Dipper as an eye test.  If you could see two stars 
in the handle that meant you had good eyesight.  They also 
named the whole constellation the Great Bear because they 
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 long. 

 Shooting Stars:  Lay down and watch the sky for shooting 
stars after you discuss what they are.  Shooting 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.       



 

Activity 
 Each round builds on itself.  
 Never go back a round 
First Round 
 Get into pairs 
 Going back and forth, count to 3 (First Player: “One”, Second 

Player: “Two”, First Player: “Three”, Second Player, “One”, etc). 
 Do that at least 5 times 
Second Round 
 Now instead of saying “One”, players will clap their hands 
 Do that at least 5 times 
Third Round 
 Now instead of saying “Two”, players will jump 
 Do that at least 5 times 
Fourth Round 
 Now instead of saying “Three”, players will say their hometown 
 Do that at least 5 times 
Fifth Round 
 add a third person into the group 
 Add the number “4” into the counting 
 Do that at least 5 times 
Sixth Round 
 Now instead of saying “Four”, players will clap, jump, or say 

their hometown. It is a random choice by whatever player has 
“four” 

 Do that at least 5 times 
 
Sample Debrief Questions 
 What made this distracting?  
 How did you learn to concentrate? 
 What could your group have done to make this easier? 



 

Materials 
 Tarp with holes and 5 or so balls 
 Buy on Amazon here: 
 - https://rb.gy/gfcwiw 

 
Activity 
 The goal is to not allow the balls to fall through the holes, but do 

several different challenges 
 Challenge 1 - Roll just 1 ball around each hole 
 Challenge 2 - Keep all 5 balls on the tarp for as long as possible 
 Challenge 3 - Choose only 1 hole and have all the balls exit only 

through that hole 
 
Variations 
 Only 1 hand can touch the tarp 
 Only non-dominate hand can touch the tarp 
 Must hold tarp above head 
 
Sample Debrief Questions 
 Which challenge were you most successful at? Why? 
 What is one thing you would change to make it easier? Harder? 
 Do we tend to find ways to make challenges in our life easier or 

harder? Why?  



 

Materials: 
 Slices of noodles cut approximately 1 ½ 

inches wide.  
 
Directions:  
 Start with 2 slices placed together like two pieces of bread for 

a sandwich.  
 Toss this “sandwich” in the air, clap your hands and then catch the 

sandwich without letting any of the slices touch the ground.  
 If successful, add one noodle slice to the sandwich, toss it up, 

clap and catch.  
 The challenge is to see how many slices you can toss and catch 

without letting any touch the ground.  
 Note: If your sandwich “sprays” to the ground, you can pick up as 

many as you had before the spray – you don’t need to start over 
from 2 slices.  

 
Variations 
 spin around instead of clapping 
 Partner up and both have to do it at same time 
 
Sample Debrief Questions 
 What strategies did you develop over time? 
 Was it fun? 
 What made it fun? 
 What adaptations could have been made to make it easier? 
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Use Tree Cookies to give a Timeline/Testimony of your life 
 
Buy 12” Corrugated White Cake Circle from 
www.webstaurantstore.com 
250/case is $24.76 



 

 Use a sign to number trees in the woods 
 Take leaves and laminated for Fall/Winter months 
 Buy Tree Fandex off of Ebay (cheapest place I’ve found 

them) 
 Create a “quiz” page and have kids go on trail and try to iden-

tify 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 
 Camouflage Game 



 

https://www.youtube.com/watch?v=gyOzvqmUs4c 

Parts:  
(All PVC is schedule 40)  
6' of 1/2" Schedule 40 pvc pipe  
1 1/4" x 1/2" Bushing  
1 1/4" Coupling  
1 1/4" x 1" Bushing  
1/2" elbows (2)  
1/2" caps (4)  
1/2" T's (3)  
.453 rim hole tubeless tire valve (auto 
parts store)  
Small bottle pvc cement  
1/8" steel rod 24" long  
 
or Buy one: 
Dan & Pam Donegan 
bottlelaunch@aol.com 
Cost: $150 
 

Tools: 
Drill  
5/32 drill bit  
3/32 drill bit  
9/16" drill bit  
Knife  
Wire Cutters  
PVC Cutter or hacksaw  



 

Tools: 
Drill  
5/32 drill bit  
3/32 drill bit  
9/16" drill bit  
Knife  
Wire Cutters  
PVC Cutter or hacksaw  



 



 



 

 

1. Look for a good  
building site.  
A lean-to is a simple  
outdoor construction, and 
only requires something 
for branches to “lean” 
against. Long  
boulders or fallen 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 will form a side 
of the shelter. Be sure that 
there is enough room  
between them, the brace, and the 
ground for you to crawl inside 
comfortably. 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 yourself warm. If 
you can, keep the lean-to’s profile low to ground. This will 
help keep you further out of the line of wind, and won’t  
attract attention. This is helpful if you are trying to avoid  
detection, or otherwise stay out of sight. 

Lean-to 



 

3. Pile small debris over the 
frame.  
You can use leaves, grass, 
and moss to build a wall on 
the outside of your lean-to. 
These will provide further  
insulation and protection 
from the elements. Nearly 
any small forest debris will work. Just make sure to pack 
it tightly on the wall frame so it won't blow away readily. 
You can pile more of this debris on the floor and interior 
of your lean-to to provide extra insulation. 

1. Find a good location.  
You’ll need a tree stump, or a tree with a 
low crook that you can  
comfortably lodge a branch into. In addi-
tion, you’ll need to be in an area with lots 
of sticks and debris to cover your 

frame.  Make sure you are away from  
falling branches or other hazards. Your debris hut will trap heat 
and keep you warm, but won’t protect well against falling  
objects 

Debris Hut 



 

2. Prop a branch against the 
stump.  
You’ll want a long branch, proba-
bly close to 8 feet, that is 
sturdy enough to support your 
weight without breaking. The 
space underneath this branch 
between where it rests on the tree and sits on the 
ground should be just large enough for you to fit in.  

3. Set up ribbing sticks.  
Find long sticks to create the 
frame, or ribbing, of your hut. These 
sticks should be long enough to lean 
against the  
horizontal branch. As you get fur-
ther away from the tree stump, 

they will get shorter. These sticks only need to lean against the 
branch, but if you have rope or twine you can bind them together 
for a little more stability. Make sure you leave space between two 
of the ribs for an entranceway to your hut The ribbing sticks 
need to be spread widely enough apart so that you can fit under-
neath them. Six inches on either side of your body is a good rule 
to follow. Additionally, they should be steep enough to let water or 
snow run off. 

4. Fill out the frame.  
After you have set up this 
frame, add more sticks  
perpendicularly on top of this wall 
frame to create latticework. This 
will give you  
something to pile debris on with-
out having it fall on top of you while sleeping.  



 

5. Pile debris on the frame.  
This will be any natural  
material you can find nearby, so 
leaves, grass, or pine  
needles. Ideally your debris layer 
will be 3 feet thick to provide 
solid insulation. Thicker is always 

better. Just remember to leave an entranceway for you to 
get in. After you finish the outer layer, build another insulation 
layer on the inside walls of your frame. This interior insulation 
should be about 6 inches thick. You want your debris to be as 
dry as possible. If you don’t have enough dry material to cover 
the whole hut, make sure the driest and softest material is in-
side your hut, closest to your body. If you are in deep winter, 
or an Arctic-type environment where there is little debris, you 
can pile thick snow on the frame instead. The snow needs to 
stay cold so it doesn't melt, potentially soaking your stuff, or 
collapsing on top of you. 

6. Add more branches to the  
outside.  
Once you have packed your debris 
tightly on the frame, lay a few more 
branches on top of your hut. This will 
help keep your insulation material from 
blowing away in strong winds.  



 

https://amzn.to/2ufH0pD  

https://amzn.to/2G7WSMl 



 

 
 Instructions: 
 Paint bottom of Toad with small 

amount of paint 
 Place on paper & Let it hop 

around or kindly encourage it to 
 After Less than 1 min, place toad 

in water and make sure to get all 
paint off 

 Repeat 
 (Toad most likely will pee on your 

paper! Congratulations, now you 
have a watercolor!) 

 
 Materials: 
 Card Stock or Matte Pa-

per 
 Cheap Acrylic Paint from 

Walmart 
 Toad (Frogs jump too high 

& are too slippery  
 

https://amzn.to/2ufH0pD  



 

Activity 
 Put everyone in a tight circle 
 Make sure everyone knows everyone’s name. Have nametags AND 

also go around and quickly state names so pronunciation is  
correct 

 One person (most likely you) goes to the center to be the leader  
 When the leader points to someone and says “Duck”, the people on 

the right and left of that person must say each other’s names.  
 Whoever first, “wins” whoever is last must replace the leader and 

start again with a new trio 
 Play for as long as it continues to be fun 
 
Variations 
 after few rounds start another leader so that 2 leaders are 

going 
 Continue adding leaders if possible 
 Have participants hide nametags after several rounds 
 Change the trio to 4 people and 2 people in the middle have to 

duck 
 
Sample Debrief Questions 
 Did anyone have a goal of “tricking” others? 
 Did anyone help out others in the circle? 
 Was their anything that made the activity harder? 
 Of all the positions, leader, ducker, name shouter, which did you 

prefer and why? 
 Did anyone come up with any plans or strategies during the  

activity? 
 Did you have to adapt or change those strategies? 



 

Materials 
 A bunch of small objects or poly spots 
 Blindfolds for half the group 
 Beginning and end lines 
 
Activity 
 Blindfold half the team 
 Create a mine field with all the objects. Make sure they are 

random 
 The blindfolded person must walk across the field getting help 

from a seeing partner who is at the beginning line 
 If the field is large enough, send all blind partners at once 
 
Variations 
 Every command means opposite 
 Work in threes. 1 seeing and 2 blind 
 
Sample Debrief Questions 
 How did you communicate? 
 Did you learn anything about each other? 
 How did each person feel when the blind partner touched a 

mine? 
 Was the trust level affected after a touch? 
 What was it like to succeed or fail? 
 



 

Materials 
 A lot of small objects or poly spots 
 A few blindfolds and large bags 
 
Activity 
 Split into 4s 
 Give each team a blindfold and large bag 
 Each team will choose a trash collector who is blindfolded 
 That person must go out on the field and collect the objects 
 The team will hold the bag and stay outside the playing field 
 Sighted players cannot touch any trash, but can verbally tell 

the collector where to go 
 The collector cannot be touched by any sighted players 
 Try to collect more than any other team 
 
Variations 
 Have a few items designated as Freezer objects. When a  

collector touches one, they must count to 30 out lout before 
moving again. 

 Switch collectors every 5 pieces 
 
Sample Debrief Questions 
 How did you choose your collector? 
 What system of communication was effective? 
 Who did what on your team? 
 Did anyone do nothing? 
 What trust was involved in this game? 
 How did you feel if you touched a freezer object? 



 

DownloadYouthMinistry.com is a site where you can 
buy PowerPoint driven games that are easy to play. 
 
 
Favorites 
 Poser 
 Gif Charades 
 Crowd Sound 
 Link the Three 
 Risk It 
 Say what you See 
 Shape-anigans 
 Where’s the Ball 
 3 Year Old Pictionary 
 8 Bit Worship 
 Baby Bronco Backpack 
 Clumps 
 Face Booty Awesome 
 Kid Drawings 
 One Handed Odds 
 Nailed or Failed It Cat Edition 
 Sirioke 



 

Materials 
 Splurt Game - Buy online here:  
 https://rb.gy/v5ulb7 

 
Activity 
 Give everyone a card. Tell them they will only be looking at the pink 

side 
 When the leader says “go” everyone will pair up with someone, count 

to 3, hold their card to their forehead with the pink side out and 
then try to be the fastest to answer whatever their partner’s 
card says.  

 Whoever is fastest, give yourself a point 
 Then trade cards and go find another partner and do this again 
 Order: 1. Find partner - 2. count to three - 3. Show Cards - 4 Blurt 

answer - 5. Count score - 6. Trade Cards - 7. Move on 
 
Variations 
 give them 2 cards and they will show 1 pink side and 1 black side 
 Have winners continue on, but losers sit out 

 
Sample Debrief Questions 
 What strategies did you develop? 
 Are you quick thinking? 
 What were some things that helped as the game progressed? 
 How does this apply to everyday life? 



 

Materials 
 1 Ricochet Ball - Buy online here:  
 https://rb.gy/g8iutz 

 
Activity 
 Stand in circle 
 First person lofts ball up in air to bounce in middle of circle 
 Someone catches it after bounce and then they loft it up in air to 

bounce in middle of circle. Once they toss, they exit the circle 
 Repeat step three until there is only 1 person left 
 If ball is dropped or not caught, everyone is back in 
 
Variations 
 Book with tons of other games to do with the ball: 
 https://rb.gy/dgpia2 

 
Sample Debrief Questions 
 Did you plan anything? Did plans happen during play? 
 What was in your control during this activity? 
 How did your group handle starting over? 
 Were you supportive of others? even if they dropped the ball? 
 In everyday life how do you handle things you cannot control? 



 

Materials 
 20 Red Solo Cups (2 different colors, 10 of each) 
 Masking Tape 
 Table 
 
To Play: 
 Use masking tape to tope off a Tic Tac Toe Board (big 

enough for the cups to be the Xs and Os) 
 Have players line up side by side in 2 different team lines 
 Each player will flip the cup from the table edge. When it 

does and complete flip and lands correctly, they may place it 
on the tic tac toe board. 

 After they place the cup, they go to the back of the line and 
it becomes the next players turn.  

 Go until 1 team wins 



 

Materials 
 Petecas/Funderbirds/Featherballs 
 Buy 
 Ebay: https://rb.gy/zihb9h 
 Make Your Own 
 Teamwork and Teamplay  https://goo.gl/Z7mjmw  

 

Activity 
 Have group form a circle 
 Hit the Peteca with palms up as a flat hand 
 The group should try to reach 21 consecutive (or A-Z instead of 

counting) without the Peteca hitting the floor.  
 Cannot hit twice in a row 
 
Variations 
 Use your non-dominant hand 
 Use both hands, while balancing only on one foot 
 Using both hands and with both feet touching the floor, clap 3 

times after each hit before being allowed to hit the peteca again 
 After hitting, each player must spin 360 degrees 
 After hitting, each player yells their own name 
 After hitting, each player must move to a new location 
 
Sample Debrief Questions 
 Who thought this would be easy? 
 After the first round we set a goal of higher points. How did you 

feel as we got closer to that record? 
 If you fell short, did you get discouraged?  
 How about when you got a new record? 



 

1. Hold the whip correctly.  
With your feet planted shoulder-
width apart, take the handle of the 
whip firmly in your dominant or 
writing hand. Hold it with a firm 
business handshake. 

2. Put the whip in starting position.  
The whip itself should be untangled 
and unbunched, preferably trailing 
straight back behind you, perpen-
dicular to your hips. It doesn't need 
to be perfectly straight, but make 
sure it's not going to catch on 
your leg or hip as you bring it up into the snapping position. 
Always start from this position, with the whip safely behind 
and to the side of your body. 

3. Practice smoothly bringing the whip 
straight up in the air.  
All other whip crack moves are 
based on the basic forward whip 
crack. With the whip held firmly in 
your dominant or writing hand, bring 
your arm up straight up to the 12 
o'clock position, as if you were 
pointing at the sky. Keep your el-
bow locked on the up motion, 
keeping your arm straight. To 
crack the whip, let your elbow 
bend naturally and snap your arm down firmly in front of 
you, keeping the whip clear of your body. Practice bringing 



 

the whip up smoothly, and letting the weight of your arm fal-
ling do most of the work. It shouldn't 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 while the other end 
of the whip is traveling in the op-
posite direction. This is called the 
loop. When you bring the handle of the whip straight up, at 
the apex, the end of the whip will still probably 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-
dle used to be, and will "crack" as you abruptly change direc-
tion. Maintaining this loop is essential to making good whip 
cracks. It helps to make sure you've got the whip in the 
right starting position. 

5. Keep a straight plane.  
It's important to remember 
that the whip won't crack if 
you don't maintain a straight 
plane. 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. If you're having trouble get-
ting the whip to crack, make sure you're bringing the whip 
up high enough on the initial up motion. 



 

Materials: 
 4 RC cars ($50 from Walmart are great cars! Can 

run up to 8 at a time: https://bit.ly/2N26qOM) 
 Rat Traps 
 Balloons 
 Cardboard 
 Skewers 
 Masking Tape 
 Markers 
 
To Play: 
 First take off all cheap plas-

tic from the cars 
 Tell Campers rules: 
 - Goal is to pop other 
teams balloon 
 - If fall on side, you have 
10 sec to get back up 
 - no cardboard on back 
end of car where balloon  goes 
 - Time limit to make 
 Let campers add cardboard and skewers to cars and 

decorate 
 You blow up all the balloon and tie on the back bumper 

of car 
 Set up a rink of tables (to keep the cars confined) 
 Place rat traps around as hazards 
 Optional: Create a ramp to go on 
 Let campers attack each other. If balloons do not pop 

or they don’t get eliminated for being on side, set a time 
limit and choose best fighter. 



 

Activity 
 This is a "rock-paper-

scissors" themed game. 
 Have the group form a 

circle.  
 Everyone starts out as an 

egg by squatting down low 
and waddling like an egg. They will also repeat “I’m an Egg, I’m an Egg”  

 Eggs find another egg and play a game of rock-paper-scissors. The 
winners turn into a chicken. 

 Chickens move on to find other chickens, and eggs continue to play 
against other eggs.  

 Each time a player wins a r-p-s bout, they move into the next stage. If 
they lose, they move back down a stage 

 The game ends when someone makes it to Superman 
 The "stages" and actions are: 

- Egg: squatting down low near ground 
- Chicken: putting thumbs under armpits and flapping elbows 
- Eagle: flapping arms by sides 
- Dinosaur - Little tiny T-Rex Arms 
- Nerdy 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 

 
Variations 
 Add more characters 
 Don’t force them to go down a level, but stay at same level 
 
Sample Debrief Questions 
 How clear were the directions you were given? 
 Did you skip or have to ask about any of the stages? 
 What do you think the point of this activity is? 
 Did this activity help get you out of your comfort zone a bit? 



 

Materials 
 Teamwork and Teamplay Cards 
 https://rb.gy/lzhken 

 
Activity 
The Big Questions 
 Pass out Cards 
 Tell everyone they are going to be choosing 1 of the 4 questions on 

the bottom of their cards to ask another person. 
 They will pair up by lifting their card in the air and finding another 

person with their card in the air 
 After they ask ONLY 1 question, they will switch cards, lift it in the 

air, and find another partner to do it again 
Extras 
 This card set works for several activities.  

1. Thirteen Clues - Four different mysteries to be solved. 
2. Thought For the Day - Inspirational quotes and messages. 
3. The Big Question - Three levels of icebreaking questions. 
4. Character Match Game - Exploring character actively. 
5. Thumbprints - A visual debriefing activity. 
6. I Doubt It - A simple card game that explores trust. 
7. Personal Pyramid - A presentation of personal values. 
8. Hieroglyphics - A linguistic challenge for groups. 
9. Acronyms - A second linguistic challenge for groups. 
10. Treasure Hunt - A mathematical group discovery activity. 
11. Card Tricks - Jim's three favorite card challenges. 
12. Tongue Twisters - A third linguistic challenge for groups. 
13. The 15th Object - A game with a teachable moment. 
14. Are You More Like? - Conversation and choices. 
15. Pass the Deck - A fast-paced problem solving activity. 
16. Stack the Deck - A fast-paced sorting activity for groups. 
17. Watch 4 It - Real life examples of character words.  

 



 

Materials 
 Spot It Game (I like the Camp version)- Buy online here:  
 https://rb.gy/1hyucc 

 
Activity 
 Give everyone a card.  
 Have them pair up and stand back to back while looking only at 

their spot it card 
 Partners ask alternating yes and no questions in attempts to figure 

out the common image on their cards.   
 They cannot say the names of any objects, only description  

questions. (do you have something blue? Do you have something 
alive? etc) 

 When they find the match, trade cards and find a new partner 
 
Variations 
 Only allow 1 syllable words in the questions 

 Give them a limit of questions 

 
Sample Debrief Questions 
 What are some of the questions you asked? 
 What did you do to communicate in a way so that you would figure 

it out first and not give away any hints to your partners? 
 How do we communicate in life that is similar to this? Why? 



 

Materials 
 Spot It Game (I like the Camp version)- Buy online here:  
 https://rb.gy/1hyucc 

 
Activity 
 Give everyone a card and tell them not to look at it 
 Have them pair up, count to 3, and turn their cards over so each 

person can easily see both cards 
 Whoever finds the match first, wins that round and takes the 

loser’s card.  
 The loser will join the “fan club” of the winner and follow them 

around cheering them on 
 Winners continue finding partners and playing as their fan club in-

creases.  
 Play until it’s the final 2 and have an ultimate champion! 
 
Sample Debrief Questions 
 What did you think about everyone cheering for you? 
 Was it nice or not? 
 What was it like to cheer for the person who defeated you? 
 How does this compare to real life? 



 

You and a partner stand at opposite kans (which are 
placed 50 feet apart in regulation play) and alternate 
throwing and deflecting the disc. Essentially, you and a part-
ner work together to get the disc to do one of three 
things: hit the kan, go inside of the kan through the top 
opening or, best of all, go through the kan’s slot opening 
for an Instant Win. One player throws the disc toward the 
kan and the other can redirect it.  
 
Video to make your own: https://bit.ly/325CC8r 

 
Buy online: https://amzn.to/2WtsOE0 



 

Materials: 
 2 Red Solo Cups 
 Masking Tape 
 Rubber bands 
 
Instructions:  
1. Tape cups together at bottom 
2. Attach the rubber bands together to make one long 

rubberband 
3. Wrap the rubberband around the cup so that when 

you sling it, it will force the cup to spin 
4. Slingshot the cup 
 
Video Instructions: https://bit.ly/2N4f0fZ 



 

Materials 
 50 Gallon Plastic Trashcan 
 Towel 
 Straps 
 Leaf Blower 
 Vacuum Tube 
 Water 
 Dawn Dish Soap 
 
Setup 
 Tape vacuum tube to end of leaf blower 
 Cut hole towards top of trashcan large enough for 

tube to fit in 
 Put tube in hole and duct tape around (make sure end 

of tube end up toward bottom of can 
 Fill 3/4 with water 
 Dump in entire dish soap bottle 
 Wet towel and use 

as lid for trashcan. 
Be sure to tape or 
strap down so it 
won’t fly off 

 Turn on leaf blower 
and wait as the bub-
bles start coming 
out of top. 

 Refill water when 
bubbles slow down 

 
 



 

Materials: 
 cardstock paper  
 - 1/2 sheet cut long way 
 - 1/4 sheet (2 needed) 
 2 Liter Bottle 
 1/2 inch PVC Pipe 
 - 3 foot for bottle end 
 - 3 foot for launcher 
 - several 1 foot pieces to use 
 as a guide for rockets 
 45 Degree angle PVC connector 
 2 foot long 2x6 board  
 2 metal pipe straps 
 
To Build: Rockets: 
1. Use the spare PVC pieces to roll up 1/2 sheet of cardstock and 

then tape. (you do not need the PVC pipe anymore) 
2. Use 1 of the 1/4 sheets to make a nose cone and taping to one 

end of rocket 
3. Use the other 1/4 sheet and cut to make Right Triangle fins and 

tape to opposite end (4 fins is best) 
 
To Launch Rockets: 
1. connect and glue both of the 3 foot long PVC pipes together 

with 45 degree connector 
2. Using the pipe straps, attach one of the 3 foot pipes to the 

board for stability 
3. Set the board down and put the 2 litter bottle on the overlapping 

PVC attached to board 
4. Place the rocket on the pvc sticking up 
5. Step on bottle hard to launch rocket! 
 



 

Psalm 56:3 - When I am afraid, I put my trust in you 
Psalm 27:1 - The Lord is my light and my salvation; whom shall 
I fear? 
Job 12:22 - He uncovers the deeps out of darkness and 
bring deep darkness to light. 
 
Black as Night? 
Have the whole group form a circle and link hands.  Look 
down at the ground.  Talk for a moment about the things 
the group will be exploring on this night exploration.  Remind 
the group that it is a dark night, and that some people even 
talk about things being as “black as night…” but is it really?  
As the group, as they still stare at the ground, what color 
the sky is.  Many people will say “Black.”  Ask the group to 
slowly look up at the sky.  They will realize that the ground, 
and the silhouette of the trees may appear black but the 
sky is a bright navy blue. 
 
Pirate Eye Patch 
Why do pirates wear patches? The answer is simple, the pi-
rates cover one eye until they capture a boat. Then as they 
head into the dark black hull of the ship, they uncover their 
eye and search for hiding  enemies or hidden loot. The story 
below gives students a chance to play with their night vision. 
Have the campers sit in a circle and cover one eye with a 
hand. This is the patch that blocks out all light. Now light a 
candle and tell a story for about 1 minute. 
Blow out the candle and have the campers switch their eye 
patch. Look around. Now switch from eye to eye. Which 



 

eye has better night vision, the eye with the patch or the eye 
that sees by candlelight? It takes people about 45 minutes 
to  fully gain their night vision, so pirates keep one eye in the 
dark, under a patch. 
 
Disappearing Head  
Disappearing Head Trick: Pair up campers and have each fo-
cus on his/her partner’s face. They will notice their partners’ 
heads begin to disappear. Simply shift your eyes 
back and forth to make the head reappear.  
What would happen if you stared straight ahead on the trail? It 
would disappear because the cones in the center of our eyes 
need light to work. To avoid getting lost at night, use your pe-
ripheral vision, the rods. 
 
Night Vision 
How has your night vision changed since the night hike be-
gan? Are you able to make out different shapes? Can you see 
any colors? Many will believe they can see color, but the next 
activity will prove them wrong. Explain that light allows us to 
see color, referring back to cones in our eyes. Rods give us 
night vision but only allow us to see shades of gray. 
Give each camper a piece of white or colored scrap pa-
per and an unwrapped crayon. Ask them to draw a picture of 
something they enjoy about camp.  On the other side, write 
what crayon color they think they have. Return  the crayons 
to the bag and have the campers put their drawing in 
their pocket. At the end of the hike they can use a light to see 
if the color they wrote matches the color of the drawing. 
 
Smell at Night 
Nocturnal animals have ways to better see and hear in the 
dark. Canines have a strong sense of smell for hunt-



 

ing  food and sniffing out danger in the dark. Fox, coyotes, 
and  even pet dogs have cold, wet noses that attract and hold 
scent molecules, making them excellent odor detectors. These 
animals keep their noses to the ground or high in the 
wind following scent tracks as they hunt for prey. 
Pass around a mildly scented canister or natural object (garlic 
mustard, pine needles,etc.). Next, place a drop of water on 
each camper’s finger to wet his/her nose. Snow is a 
good substitute in the winter. Againpass around the same object 
to be smelled. Which gave a stronger sense of smell, a dry nose 
or a wet nose? 
 
Scent Hike  
If there are two hike leaders, one leader can lay a short trail 
participants can follow from tree to tree using only their 
sense of smell.  Vanilla Extract or Lemon Juice work especially 
well for this activity.   
 
Sparkle Party  
Give the students pieces of Wintergreen Lifesavers 
(Wintergreen Altoids also work, with an extra kick!). 
Campers should try to dry their mouths before chewing to 
better their sparking ability. Why does it spark? It’s called tribo-
luminescence and is the result of fracturing sugar crystals. 
The spark is a safe and natural chemical reaction, giving off a 
small burst of  energy that is visible to our eye. 

Please find a partner and face them, holding out your 
hand.  Unwrap your candy, but leave the piece in your 
hand.  Open your mouth and breathe in and out sev-
eral times to dry out your mouth.  On the count of 
three, place them in the back of your mouth and 
crunch down with your mouth open so your partner 
can witness the secret!  1…2….3…. 



 

Solo Hike 
Gather the group in a dark spot of trail.  Point out that you 
can often see where the trail is not by looking DOWN, but by 
looking UP and seeing where the trees are thinner overhead.  
Allow the campers to spread out on the trail while 
you lead the way. Form a line and give each camper a few 
feet of space. Walking in silence, the campers will experience 
a sense of being alone in the woods. Remember to have 
an adult in the back to keep the group together.  
Modifications:  For a nervous group, use a rope that every-
one can hold on to with a few steps between each camper.    
 
Insects at night  
Have two kids hold a white sheet between them and shine a 
flashlight against the sheet behind them.  Wait and see how 
many different insects there are that fly to the light.   
 
Animal feeders 
Fill feeders and lay honey/peanut butter mixture out on logs 
to attract animals.  Using a red covered flashlight, see if any-
one will take the bait.  Discuss who would be out at night to 
hunt or be hunted. 
 
Watcher in the Road 
Station one person in the road with a dim flashlight as the 
watcher. This person is blindfolded.  All else should try to 
sneak past without being caught. If the watcher hears some-
one, they wave a flashlight in that direction.  If the hit some-
one with their beam, that person starts back at the beginning.  
The first to sneak past to a designated area is the new 
watcher. Discuss ways of sneaking/being silent after the 
game. 



 

CampFession 

Camp Staff come in 3 types: 

One Summer - During  

College - Lifer! 

 
Brightest Match 
Tell the campers that you’ve got the brightest match in the 
world.  When they don’t believe you, strike it and they will be 
surprise how their eyes, which have adjusted to the dark 
and dilated, react to the light.  Our pupils dilate (open up) to 
let more in so we can see well.  Nocturnal animals have a 
reflective coating called a tapetum that reflects light back 
to the rods and cones twice to stimulate them more and al-
low them to see much better in the dark.  Humans and pigs 
don’t have this coating.   
 
 



 

Knot So Fast Game 
Amazon.com 

$20 
https://goo.gl/327TxZ  

 
 

Essential Scouting Knot Videos 
Scouting Magazine 
https://goo.gl/i9daeS  

 

 

Rope Making Machine 
King of Random 

Part 1 - https://goo.gl/bPL145  

Part 2 - https://goo.gl/XzZBMy  

Part 3 - https://goo.gl/B99aVw 

Be sure to watch all 3 videos first as he changes some 
things in the later videos 



 

Instructions 
1. Collect lots of paint chips from your local 

home store (these are free for the taking 
but I would still ask the paint person there, 
they have always been willing to help us out!) 

2. Divide them in color groups or even a vari-
ety for each team.  

3. Send your groups out to find a match in na-
ture 

4. Added twist is give them a camera to docu-
ment the process 



 

Activity 
 This works as a great quick little initiative to get participants 

warmed up 
 Have participants pair up and start the game being toe to toe with 

one another. 
 Play one round of RPS, whoever wins takes their front foot and 

puts it directly behind their back foot 
 Whoever loses that round must slide their front foot forward to 

meet toe to toe with their opponent again. 
 Another round of RPS is played and it continues until someone 

losses their balance and falls over or ends up in the splits 
 
Variations 
 Add more levels of Rock Paper Scissors 
 Play Ultimate Champion version 
 
Sample Debrief Questions 
 What was fun about this game? 
 What was challenging? 
 Did you have a last minute win? Loss? 
 If we were to play again, would you have different strategies? 
 How does this help you today? 



 

Materials 
 Giant tangram set made from paneling or cardboard. 

Use this site for measurements: https://rb.gy/8gpn51 
 Tangram puzzles downloaded from internet https://rb.gy/

yhwn4s 
 
Activity 
 Team will choose a puzzle and attempt to make it 
 Everyone must be involved 
 
Variations 
 No talking 
 Only 1 person with eyes open 
 
Sample Debrief Questions 
 What were some things that made it easier? Harder? 
 What sorts of communication did you use? Should have 

used? 
 Does anyone feel responsible for success? Failure? 
 
 



 

Materials 
 Tetris pieces made from cardboard or paneling. Each block 

or the piece is 6”x6” (about 30 pieces per board) 
 Tetris shapes found here: https://tetris.wiki/Tetromino 
 Masking tape to tape off floor area 7ft x 4ft 
 
Activity 
 Choose a leader to blindly hand out pieces 
 Once they get a piece, players run down and place it on the 

board. They have 3 seconds to set it down or the moderator 
gets to put it where they want 

 Play until each team places a piece that overlaps the top of 
the board.  

 Points for every “completed” line 
 
Variations 
 Instead of running, could have all players surround board 
 Play like Team 3 or Team Lego-ing where you have a player 

who can see the piece and talk hand it to player who can see 
but cannot talk hand to player to cannot see, but can talk 
who must place it on board 

 
Sample Debrief Questions 
 What were some things that made it easier? Harder? 
 Did you start with a plan? 
 Did you feel rushed? What good/bad decisions did you make 

because of that? 
 



 

Materials 
 Block with 12 strings coming off of it and 1 hook per 

side of block (6 hooks of variety) 
 Multiple objects that can be “hooked” 
 Rope or tape to section off “no-man’s land” where  

objects are, but players not allowed to enter 
 
Activity 
 Each Team member must hold the string at the very end (put 

a knot about 6in from end to help with this) 
 Get as many items “hooked” and brought to designated area in 

time limit provided 
 
Variations 
 No talking 
 Only 1 person with eyes open 
 Use non-dominate hand 
 
Sample Debrief Questions 
 What were some things that made it easier? Harder? 
 Did you feel you were in a spot that helped or did you feel 

your rope position was worthless? 
 Was there a leader? 
 Did you start with a plan? 
 
 



 

Putting together an escape room can be a lot of work, especially for a 
single use experience. But they can be a great activity for young people. 
Besides being a lot of fun, here are 5 more reasons to offer an escape 
room to kids. 

DEVELOPS PROBLEM-SOLVING SKILLS 
- Players are solving a variety of puzzles, from cryptic messages to rid-
dles to physical puzzles and more. 
- Finding solutions to these problems helps build a player’s problem-solving 
skill set. 

DEVELOPS CRITICAL THINKING SKILLS 
- Often players must take the answers from different puzzles and com-
bine them to solve a mystery. 
- Analyzing and interpreting clues in an escape room game will help players 
think critically in an enjoyable format. 

DEVELOPS INFERENCE SKILLS 
- Google the word ‘inference’ and you’ll find the definition to be “a conclu-
sion reached on the basis of evidence and reasoning”. In short, you could 
say it’s “reading between the lines’. 
- Players will use clues from the game and combine that with their own 
experience to come to a logical solution. 
- Inference skills are important for children. It is a high-order skill that 
gives them greater comprehension. 

PROMOTES CREATIVE THINKING 
- Not only do escape rooms help develop problem solving skills, they also 
promote creativity as many puzzles and clues found in these games are not 
as straight forward as putting together a jigsaw puzzle. 
- Players will often need to think creatively, think outside 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 makes strategic 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 finishing an escape 
room game on time. 

CHALLENGES PLAYERS TO PERSEVERE 
- Escape room games are challenging in nature. It is the challenge that 
makes finishing them so rewarding. But, puzzles have a way of being a 
bit frustrating at times. 
- They test your perseverance, a good 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 Camp or Retreat 
Center. If you’re still not so sure, Grab a group of friends and go play 
a commercial one. I guarantee you will be talking about it for weeks 
after. The same can be true of the Escape Room at your location. 
Campers will love and be talking about for quite some time! 

 

See complete walkthroughs of both my rooms, the 
mystery trail, my crates, boxes, and table top 

game at stealthisstuff.com 



 

 This is like cramming an entire room into a small portable 
trunk! 

 Usually linear as you can only 
get so much in the trunk 

 Usually a shorter game ex-
perience too. Around 30 min 

 See my DIY Crates at iheart-
camp.org/stealthis 

 These are great for cabins 
to check out or families to 
“rent” from your camp 

 
 
 
 
 
 
 
 Great for Large Groups 
 Each table group has Escape Games of their own and eve-

ryone has same games 
 This could be used as competition to see which table gets 

done faster 
 Everyone has all their own supplies or could come up to 

main table and share certain, more expensive supplies. 
 Instead of competition, it could be used where this is a 

Lockout Tagout Hasp that has multiple locks that each 
team has their own code for only 1 of the locks 



 

 This is an Escape Room on a Hike 
 There are several different ways to do this. 
 One way is putting escape puzzles in ammo boxes and placing 

them along a trail. The players will get a booklet to take with 
them telling where each box is as well as adding some puzzles 
along the way. The solution of each box, opens the next. It 
would be a VERY linear game 

 Another way is more like a Scavenger Hunt. Player will run 
around camp answering questions in the booklet to try and re-
veal the hidden message. 

 
Choose Your Own Adventure 
 Can be downloaded here: https://rb.gy/t7ypv3 

 Object of game is to work your way through trail and choose 
the correct items to defeat villain at the end 

 
Camp Good News Mystery Trail 
 Uses several puzzles from my rooms in ammo boxes. Campers 

solve each box to open next box 
 Can be downloaded here: https://rb.gy/bbshwn 



 



 



 



 



 



 



 



 



 



 



 

 A Tiny little Escape Room in a Bag! 
 Great for dropping off at cabins on rainy days or leaving 

lying around for groups to complete 
 Around 15-30 min game 
 I am currently working on several different plans for 

these: School Backpack, Diaper Bag, Purse, Fanny Pack, 
Briefcase, Sports Duffle Bag, and more! 

 Check out EscapeLlama.com for these when they become 
available 

 
 
 



 

Activity 
 Another name game similar to Duck 
 Put everyone in a tight circle 
 Make sure everyone knows everyone’s name. Have nametags AND 

also go around and quickly state names so pronunciation is  
correct 

 One person (most likely you) goes to the center to be the leader  
 The leader will point to someone and say one of the following: You, 

Me, Left, or Right. And then count out loud from 5 to 0. 
 The player who was pointed at has 5 seconds to shout the name 

of whichever direction the leader said.  
 If the player cannot do that in the 5 seconds given, he must 

switch spots with the leader and become the new leader 
 Play for as long as it continues to be fun 
 
Variations 
 after few rounds start another leader so that 2 leaders are 

going 
 Continue adding leaders if possible 
 Have participants hide nametags after several rounds 
 Change the trio to 4 people and 2 people in the middle have to 

duck 
 
Sample Debrief Questions 
 Did anyone have a goal of “tricking” others? 
 Did anyone help out others in the circle? 
 Was their anything that made the activity harder? 
 Of all the positions, leader, ducker, name shouter, which did you 

prefer and why? 
 Did anyone come up with any plans or strategies during the  

activity? 
 Did you have to adapt or change those strategies? 
 
 
 



 

Materials 
 3 feet of 1 inch diameter PVC pipe that 

has a 3ft rope tied in the middle with an 
S hook on it (1 per pair) 

 10 plastic cups with eye bolts out the 
bottom (1 set per pair) 

 
Activity 
 The goal is for each partner group to build a tower with the 

cups 
 Have each pair press the crane between them at a  

comfortable level above the waist line 
 They can wrap the rope around the pipe so that the S hook 

is just above the height of the cups 
 Once they start, the cannot touch the cranes with their 

hands (unless needed for stability) 
 They must maneuver themselves so that they pick up the 

cups and create a tower with 4 at the base, 3 above, 2 
above, and 1 at the top 

 
Variations 
 Blindfold 1 crane operator 
 
Sample Debrief Questions 
 What was your thought process? 
 At what point did you finally “figure it out”? 
 Was there something your team did that made it easier? 

Harder? 
 Did you have any roles on your team? 
 



 

Materials 
 4-8 tennis balls 
 4-8 soft objects of random sizes participants can toss to 

each other 
 
Activity 
 Form a circle 
 Choose one to start. They will say another person’s name 

(cannot be right next to them) and then toss the 1st tennis ball 
to them. 

 That person will choose another person (not next to them), 
say their name, and toss the ball to them 

 Continue until everyone has it. 
 Now start over and have the EXACT same order 
 After success, add a tennis ball every couple seconds 
 After success, add random objects every couple seconds 
 
Variations 
 Try one round backwards 
 Do tennis balls forward and objects backward 
 Have the team members rotate spots, but still follow same 

order 
 
Sample Debrief Questions 
 Were there any mistakes? 
 What were some of the responses when someone made a 

mistake? 
 What caused the mistake? How was it corrected? 
 Did you team improve? Why? 
 



 

 Get a Plain Soccer ball    https://rebrand.ly/1letqa5 

 Either use the Curses Board game or search online for curses 
ideas 

 Write different curses on each of the hexagons 
 When you toss the ball to players, wherever their right thumb 

touches, they must obey that curse for the remainder of the  
activity 

 Buy a Sci-fi tube   https://rebrand.ly/8ca90f 
 The tube must have a complete connection for it to light up and 

make sound 
 Invite your group to stand or sit in a circle. 
 Conduct a brief discussion on the value of connection. Why is it 

important? What are the benefits of being connection to a group 
or an individual? 

 As the facilitator, hold the Sci-Fi Tube in your left hand, making 
sure you are grasping the metal plate. Ask ‘Bob’, the person on 
your left, if he will demonstrate the activity with you. Invite him to 
grab the other end of the Sci-Fi Tube with his right hand without 
physically touching you (meaning, no skin to skin contact between 
the two of you). 

 Have everyone hold hands and put the tube between 2 hands 
 Show how the tube must have a complete connection to work 
 Debrief with this:   
 - If everyone is connected to the mission, vision or values of 
 the group, surprising things can happen. If someone  
 disconnects from these it has an effect on everyone else in 
 the group 



 

Materials 
 Everyone will need a pen and paper 
 You will need the list below 
 
Activity 
 Instruct participants that they need to listen to a list of words, 

then try and recall every word that is said. Read off the following 
list of 17 words in order, do not change the sequence. One word is 
repeated 3 times 

. 
 
 
 
 
 
 Do NOT go over all the words yet. Ask them how many they ended 

up with. Then ask the questions below 
 
1st and Last Word:  
- Ask participants if the got Dream and Pillow. They are the first and 
last things you said. Participants will remember the first thing you say 
and the last thing you say 
 
Surprise effect: 
-  Artichoke. Almost everyone will get this. People remember surprise. 
Throw in something different here and there. It could be the way you 
say something (change your tone, enunciate a key word, throw in a 
joke) 
 
Repetition effect: 
- Ask if they got the word “Night”. It was repeated three times. Repeat 
really important directions multiple times. 
 
False-memory effect: 
- Ask if they got the word “bed”. It was not a word. People will fill in the 
gaps with associated things. If someone is uncertain of a rule or direc-
tion, they will fill in with something similar. 

1. Dream 
2. Sleep 
3. Night 
4. Mattress 
5. Snooze 
6. Sheet 

7. Nod 
8. Tired 
9. Night 
10. Artichoke 
11. Insomnia 
12. Blanket 

13. Night 
14. Alarm 
15. Nap  
16. Snore 
17. Pillow 



 

Pinterest - www.pinterest.com/chriskallal 
Free to set up. Pin great ideas to your own boards. Follow me at:  
 

Summer Camp Programming - summercamppro.com 
All about summer Camp Programming. Some ideas are free, some cost. 
You can get involved in Round Tables and then get all the info from 
them free. 
 

Camp Group on Facebook – 
https://www.facebook.com/groups/camppros/ 
Over 9,000 members. Great for questions or ideas. Can post a  
question or search the page. Also has lots of files to download 
 

Patchwork Marketplace – patchworkmarketplace.com 
Essentially a teachers pay teachers site. You can upload your own ideas 
or download others for a cost. Every Tuesday they upload 3 new 
“free Ideas for the week” 
 

Youth Group Games – www.campgames.org 
Gobs of games listed alphabetically. Also each game is rated to help de-
termine if you want to check it out or not 
 

Youth Work Practice – www.youthwork-practice.com 
Huge amount of Youth Resources, games, crafts, and ideas for Youth 
Workers 
 

Playmeo – www.playmeo.com 
Search games based on who you are and what you want your group to 
do. Easy to use and activities are rated to help determine awesomeness. 
 

Solution Revolution – goo.gl/N1fFzU 
A Google Drive collection of Camp “How-to” Files 
 

Blabberize – blabberize.com 
Make Pictures Talk 
 

Fiverr – fiverr.com 
Pay someone to do computer stuff for you. $5 - $10 
 

Fun Doing – www.fundoing.com 
Huge collection of games and resources for teambuilding 
 
 
 
 



 

Games of Yesteryear – jeusdautrefois.free.fr 
Page is in French so make sure you use Google Chrome so it will 
translate. This page has tons of cool games for Gamerooms that some-
one handy can look at and build for your camp 
 

Praise Charts – www.praisecharts.com/themes 
Search songs based on their theme. I have used this a ton when looking 
for a song to match my message 
 

Parent Resources - www.campgideon.com/parent-resources.html 
Camp Gideon has collected lots of good resources for Parents 
 

King of Random - thekingofrandom.com 
Youtube video instructions on how to make some pretty awesome 
things for your camp 
 

Download Youth Ministry - www.downloadyouthministry.com 
Powerpoint games and lessons for youth 
 

Camp Good News - iheartcamp.org 
Created by going to every CCCA camp site and taking what I liked and 
learning from what I didn’t like 
 

Chinese Amazon/Ebay - alibaba.com   or   aliexpress.com 
Cheap stuff from China that is very similar to Amazon or Ebay 
 

Wish - wish.com 
Another Chinese site with cheap stuff. Also has an app. (Always scroll 
farther down for cheaper stuff) 
 

Overnight Prints - www.overnightprints.com 
Great for Brochures and letters (double check accuracy and count 
upon arrival) 
 

Got Print - gotprint.com 
Cheap and well-made postcards 
 

Camp Books - http://a.co/avpqUgB 
A large collection of camping books that I have found on Amazon 
 
 



 

Leafsnap - Columbia University, University of Maryland, and Smithsonian 
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 take a picture of a leaf to help identify it 
 

Skyview Free Explore the Universe - Terminal Eleven LLC 
Cost: Free 
AR app to identify stars, constellations, satellites, and planets. 
 

Merlin Bird ID by Cornell Lab - 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 
 

Color Hunt - Cody Mace 
Cost: Free 
Go on a Scavenger Hunt for Colors 
 

Group Games Database - Connected  
Cost: Free 
Easy reference guide for teambuilding 
 

Icebreakers - Business Success Pty  
Cost: Free 
Ton of Icebreaker ideas 
 
Wacki - Fun Games - COEO 
Cost: Free 
Games Database 
 
Grow Games - Stuff You can Use 
Cost: Free 
Games Database 
 

Ripl Social Media Marketing - Ripl, Inc  
Cost: Free to download and use, but more options cost monthly fee of $8 
Create really nice looking slideshows/marketing shows for social media 
 
 



 

Scamp Life The Programming Side 
Mine! Programming ideas every Tuesday! 
 
Camp Code -  
4 seasons worth of Staff Training Ideas! 
 

CampHacker  
Podcast for Directors. Lots of Marketing 
 

Rec Heads and Camp Nerds 
Fun Camp Ideas. Great for Program Directors 
 

Summer Camp Leadership Podcast 
Lots on Marketing and Branding 
 

CampWire 
ACA Podcast 
 

Because of Summer Camp 
Travis Allison podcast. Interviews with former campers and staff to find out 
how camp impacted their lives 
 
Camp Vibes Podcast 
Christian Camping Ministry podcasts that discusses Christian Camping 
 
Ask Chris and Michelle 
All about Teambuilding from 2 famous Team Builders 
 
On Team Building 
A ton of Teambuilding Ideas from Chris Cavert 
 
Vertical Playpen 
Teambuilding Ideas from High 5  
Adventures 
 
Team Building Saves the World 
Teambuilding Activiteis 



 

CampFession 

I hear a word or Phrase 

and break into song. Real 

World People stare at me! 

CampFession 
I have a very refined and precise marshmallow 

roasting process 

CampFession 
We compete to see who has the best 

Watch tan 



 

CampFession 

The longer you work at 

Camp, the more “forbidden” 

Things you get to do 



 

         Side by Side Carpetball 

        Giant Games 



 

         Side by Side Carpetball 

        Giant Games 

          Multiples Ping Pong 

Funny Signs to Hang around Camp 



 

          Human Foosball 

         Bankshot Basketball 



 

          Human Foosball 

         Bankshot Basketball 

     Twig Chair      Wood Xylophone 

   Frisbee Golf   SkeeBall 



 

Steal This Books 
 

Steal This: Ideas of Awesomeness 
(Updated: December 2018) 

 

Steal This: Ideas for Outdoor Ed & STEMiness 
(Updated: Oct 2019) 

 

Steal This: 50 Ways to Be Awesome 
(Updated: November 2019) 

 

Steal This: Ideas of Portableness 
(Updated: October 2019) 

 

Steal This: Ideas of Contemporary Craftiness 
(Updated: February 2020) 

 

Steal This: Ideas of Virtualness 
(Updated: May 2020) 

 

Steal This: Ideas for Time Fillers & Brain Breakiness 
(Updated: August 2020) 

 

Steal This: Ideas of Camp Boxiness 
(Updated: April 2021) 

 

Steal This: Ideas During Covidness 
(Updated: April 2021) 

 

Steal This: Ideas of Social Distancedness 
(Updated: May 2021) 

 

Steal This: Ideas for Escape Rooms & Puzzleness 
(Updated: October 2021) 

 

Steal This: Ideas of Teambuildingness 
(Updated: October 2022) 

 

Steal This: The BIG Book of Awesomeness 
(Updated: Feb 2023) 

 

Steal This: Ideas of Games & Funness 
(Updated: October 2023) 

 

Steal This: Ideas CAFÉ Bagginess 
(Updated: October 2023) 

 

Steal This: 25 Rules for Unparalleled Hospitality 
(Updated: Feb 2025) 



 

More from Chris 
 

Good News Candy Co Virtual Escape Adventure 
(Updated: March 2021) 

 

Time Quest Virtual Escape Adventure 
(Updated: February 2019) 

 

Trivia Nights 
(new ones added often) 

 

Camp Coloring Pages 
(Updated: June 2020) 

 

DIY Escape Crates & Boxes 
(new ones added often 

 

Table Top Adventures 
(new ones added often)  

 

Escape Bags 
(new ones added often)  

 

Escape Room Walkthroughs 
(new ones added often)  

 

Princess Diary 
(Updated: October 2021) 

 

Man Book 
(Updated: October 2021) 

 

Church Notes 
(Updated: October 2022) 

 

CAFE Bags 
(new ones added often)  

 

Coming Soon 
 Steal This: Ideas of Staff Trainingness 
 Steal This: Experiments of Wackiness 

 Steal This: Ideas of PVCness 
 Steal This: Ideas for Escape Rooms & Puzzleness Vol. 2 

 Steal This: Ideas of Contemporary Craftiness Vol. 2 
 Steal This: Ideas of Teambuildiingness Vol. 2 

 Steal This: Ideas of Fun Fundraisingness 



 


