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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! In her Free time, she loves to craft, test out hew recipes,
and talk camP!A

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
gecko, ﬁr‘oe} couple turtles, and a pet skunk, named Stinkerbell

Email: chr‘is+opher‘ka|lal@yahoo.com
Download Packet: StedThisstuff.com
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Peck a Who

* Large tarp or blanket

How to Play:

® Split into 2 teams

® Teams wil line up at opposite ends of room

e Raoaise the blanket between them so they cannot see the opposing team

® | person wil come up from each side.

® Drop the blanket.

e  Whoever says the other persons name First wins and goes back to
team Loser joins the winhers team

Variations:

e Use after an Icebreaker game that +he\/ all shared their favorite
‘something’, so instead of saying the other person's name, they would
have to say that Favorite “gome+hing"!

Wewer Have | Ever

® Everyone is sitting in a circle of chairs except For the person in the

middle. The person in the middle calls out something they have never
done.

® For Example 'Never have | ever been to New York.' or 'I have never
been Sky Diving." The people who are sitting in the chairs who have DONE
what this person has NEVER done must get up and switch seats. How-
ever, +he\/ cannhot switch seats with the person siH-ing dir‘ec’rly next to
them.

® The object is For the person in the middle is to quickl\/ take a seat From
those that are swi+chin3 seats before +hey become occupied again. This
is a 3r‘ea+ way to learn about people.



Bunk Mates Forever

Materials
Pen
Blank Index Cards

How to Play:

* Everyone in the cobin receives 5 blark index cards in order to
write one question on each card. The purpose of the question
is to get to know each camper better.

° Examp|e Questions:

- What's your Favorite movie?

- What's your Fav food?

- What do you do during your Free time?

-k you had on extra 4500, what would you spend it on?

-k you could give 41000 to any charity, which one would it be?

° Ever‘yone sits in a circle in the cabin and Pu+9 the stack of
questions in the middie of the circle.

* The First camper, Susie, picks a card and reads it doud. Al the
campers write down the answer +hey think. Susie will ﬁive. Susie
writes down her answer without 9harin9 it. Whenhever everyone
Finishes guegginf} Susie shows her answer. An\/one who ﬁuegged
correcﬂy, ge*rs a point.

e The ac+ivi+\/ continues until everyone 9e+<; a chance to reod out
a question or you are out of questions.

. Why do people ask questions? Can people get to khow one anh-
other without asking a single question? Why or why not?

* Ingeneradl, do people enjoy answering personal questions? Why
or why not?

* s there an important question we should ask our cabin mates?
Friends? Family? (do you know the way to heaven)

e Share that now



Quick Sort

Con be used as a fun way to line up campers. ExPIain that you are
going to call out categories, and they will need to sort themselves as
quickly as possible into a line in the order you have suageded.

Here some ideas:

® Sort by height From shortest to tallest

Sort by shoe size

Sort by number of states visited

Sort by number of times you've moved

Sort by number of siblings you have

flead Shoulders, Rnegs, & Cu

Materials:

o | Pla«;ﬂc cup For each Pair' of students

Hmu_-tcLEIa¥

e Have dll the students pair up with another person and stand about
arms-length away from each other.

e Ploce a Plagﬁc cup on the ﬁround between them

e When everyore is ready, start yeling out where they need to put
their hands (oh their head, oh their shoulders, on their knees or
grabbing the cup).

e The leader should yell out the commands pretty quickly in what-
ever order they choose, ie. - "HEAD! KNEES! sHOULDER ! KNEES!
SHouLDERS! HEAD! sHouLDERS! KNEES! HEAD! CuP!'

e  When 'CUP" is f—inal\y said, both students will quickly try to be the
First to grob the plostic cup ofk the ground before their part-
ner does.

e Whichever student wins, wil then pair up with ohe of the winners
From the other pairs. The students who lost are now out.

e To madke it more challenging moke sure the students are 9+anding
up and not crouching down close to the cup when they are play-

Il’la.
]



Blobs & Lines

In this icebreaker, students are prompted to either line up in some particular or-
der (Io\/ birthday, For example) or gather in "blobs" based on something they have
in common (similar shoes, for example) What's great about this game is that

it helps students quickly discover things they have in common. it's also ridiculou«;ly
easy: Students don't have to come up with anything clever, and they can respond
to every guestion without thinking too hard about it.

Here are some sample Promp’r; you can use For this game:

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

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

® Line up in order of your bir'-l-hdays, Lrom Jonuary | through December 3l
® |ine up in order of how many Ianauaﬂes 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.

® A tennis ball

How to Play-.

® Everyone stands in a circle. One person wil begin throwing an underhand
pass to someone at least 2 People away Lrom them And then continue
-Hnr'owing.

o | someone drops a bal, each time there are the Fo\\owing conhsequences.
- First Down oh one knee
- Second: Down oh 2 knees
- Third: Down on | elbow
- Forth: Down on 2 elbows
- Fifth: Down on chin
- Sixth: Out
® Winner is the person who is on the jeast Iood\/ parts.



Looking For

Players must Follow instructions for form groups as
quickly as they can. Explain that you wil be calling out
categories 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 ron-
clomly until you call out a ca’regory. Alter you call out a
category, dlow 20 seconds and call fime. Then stop and

see how People 3r‘oupecl themselves. Then start over
Here some examples:

e Same hair color

Same birthday month

Same color shoes

Same color eyes

Same Favorite Food

Same Favorite drink

Live in same color house

Save Favorite..

Alphabet Soup

° SPIH' your group into several teams.

® (@Give each team a PIaH-er‘ and a Few cans of alpha—
bet soup, or For aless messy option, a box of AL-
PHABITS cereal.

e Each team must sift +hr'ou3h the go0 to spell their
names.

. Kandomly Call out a word and give a point to the
First team to come up with the word once or any
amount of times the Fastest



One Minute Frenzy

Par‘+icipan+9 move around the room to ﬁree+ as many Peop|e as possilole
in ohe minute.

Say:

"Fo)\/' the next minute I'm going to challenge you to saﬁely greet as many
people in this room as you con. For a greeting to be ofFicial, you wil
need to shoke hands with another person and exchange names with each
other. Also, do your best not to count anyone more than once during
the Prenzy - even +houa|n you miz_;jh+ gree+ them again And, Pleage be
careful of one another as you move about the room Il give you a Five
second countdown before | cal TIME! Are there any guestions? On your
mark, get set, Go'

Notes:

Not much hame retention takes P|ace, so there should be no expec+a-
tions of learnina names. Deliver this with energy ond clear expec+a+ion9.
Make sure to give a loud countdown since the room will burst with en-
ergy once you start.

Since the movement wil be energetic, be sure to stress caution as play-
ers move around. IF you have a concern that your group miah+ not be
able to manoge their movement, you could require them to walk heal-toe
around the room or stiff |eﬂged (ho Ioendina the knees). You could dlso
avoid this one all together it youre worried!

Discussiot:

IF we discuss this one at all we usually just ask - How many people did
you greet? Who lost track? IS you didn't keep track, what was more
important to you?

ritions:
Ihstead of handshakes you could ask them to collect high Fives or low
toes or Fist bumps. Players could move around giving High Fives, Hip-to-
Hip Bumps, Low Toes (careful with this one), or any other type of
3ree+in6.



€ Menona

Materials
® Small pieces of paper For each player
e Hoat or bowl

® 4 chairs

How to Play

® Everyone writes their name on a piece of paper and folds
it up.

e Put al the pieces of paper in a hat or bowl.

® Everyone takes a hew paper out of the hat. Now that is
their new name, and +hey cah hot show it to anyone.

® Everyone is sitting in a circle with part of this circle con-
taining a couch or 4 seat de;ianai-ed as the couch.

® The couch must have 2 girls ‘or 2 From one team' and 2
boys ‘or 2 From another team' seated on it in the begin-
ning,

® The object of the game is to get all girls or all looy; on the
couch.

® Inyour circle of chairs there should be an emp+\/ one.

® The person oh the rialn-r of the emp+y chair attempts to
cal offF a boy or a girl dependina on what they are. I they
are a looy they will want to call ofF a grl so a looy could
replace them on the couch.

® They call a hame of someone in the group but remember
no one knows anyone's name yet. Who gets caled goes ond
sits in the emP+y chair

o Now the one onh the r‘igh-f of the new emp+y chair calls
someohne. t continues this way until you have all gir‘ls or all
laoyg on the couch.

e No one should be gving clues to the person whose turn it
is. a



Construction ofe

Materials:
Per Team

50 sheets of laser print (white) paper

I0 sheets of construction paper (an\/ color)
a small handful of toothpicks (around 40)

a roll of scotch +aPe or duct +ape

3 pages of newspaper

4 wire coat hangers

HMCLM

Divide your group into groups of 4 t0 G, and try to
mix them where some of the Playere who don't
know each other wil be mixed together.

Give each team the items:

On the GO whistle, each team must to buid a struc-
ture that is at least one Foot high

The idea, you tell the players, is for your structure
to hold as many shoes as possible.

To qualify, the structure must be at least one oot
high and hold at least two shoes.

One by one, go around the room and see how many
shoes each structure can hold without collapsina.
Start with your shoes and your other adult leader’'s
shoes, then work your way +hrough the Players
shoes i the structure holds up.

The construction that can suPPor+ the most shoes
without being helped wins points or a prize.

?



Chair Switch

® Everyone geJrn; a chair and forms a circle, everyone 9i++inﬁ in
their chair ond facing the center of the circle except for 5
guys and 5 girls who start the gome. (They are in the middie,
standing).

o At a whistle, all Players in the center of the circle run o the
people sitting in the chairs and ‘pull-up’ a person of the oppo-
site sex, by toking their hands and pulling them out of their
chair. so A Guy would pull up a girl.

® The girl then runs to the other side of the circle, Pullg a guy
out of his chair, and takes his seat, and so on.

® This continues for one minute, the whistle blows, and every-
body stops where they are.

® The students left standing are counted £ there are 2 more
girls than quys, the guys ae+ 2 Poin+9, ond the gome goes on.

® The idea is sort of a random "musical chairs,' boys against the
girla

®  The team with the least lef+ 9+andina each time wins.

Back 2 Back

e Have each team start off with 2 teammates sitting on the
Floor back. to back.

® On Go, Have each team stand up 9+r'ai3h+ without using their

hands on the Floor.

o After they have stood up succe«;sﬂully, have they sit back
dowhn on the Floor where the third team mermber wil join
them.

e Have them continue to add team members as they success-
Pu\ly stand up.
e The first team to 9e+ their whole team 9+anc|ina wins!
10



Get to the Point

This ac+ivi+y is suited For a group of 10 o 100 Par'+ici|9an+9.
All participants Form a circle about elbows to elbows apart
and are told to extend their right index Finaer.

Par+icipan+9 are then told to move their left hand "Palm up
I:ingers Fat' in Front of the person on their left.
Participants then place their right index Finer into the palim of
the person on their rithr.

When the Facilitator says an agreed upon word (e@. count of
three or reac(y set 30) Parﬁciparﬂ-s a++emp+ to catch their
neighbor‘s righ’r index Pinger in their Palm while 9imu|+aneou9|y
trying to avoid having their left index P‘lnaer From being
caught Iay their other neighloor.

After a Few tridls have taken place, switch left P‘lnaer and
riahi' Palm

Spot Stealer

Everyone stands in a circle with one person (Thief) in the

middle.
The goal of the Thief is to steal a Players when +|ney leave it.

Players must attempt to switch Plac;ee without losina a 9|90+
in the circle to the thief.

To switch Places, a Par+icipan+ of the outside makes eye
contact with another member of the circle and then both
members run across the circle No talking or additional ges-
tures can be used to signal the move.

Additional rule: you must switch with someone at least two
spaces away, not the person next to you

1



Let's Find Out

A ge+ to khow you game

Materials:
Everyone wil need

® Poaper with below topics

° Wri+in3 utensil

Gome Play-.
® Pass out the papers with the below +opic9 written on them

o Exp\ain to Player‘9 that +Iney must ge+ other Players to sign on
the line of the +opic9 that apply to them.

Topics:
® Get ten different people's autographs on the back of +his
sheet (First, middie, and last hames)

® Unlace someone's shoe, then lace it aﬁair\ and tie it. Have the
person sign here:

® (et a hair over six inches Ionﬁ From someone's head (let them
remove it) Have them sign here:

® Get a Girl to roe a somersault and gign her name here:
® Have a quy do 5 push-ups ond sign his name here:

® Play “Kinﬁ Around the Kosy" with 3 other people ond have
them siﬁn here:

e Do 25 Jumpinﬁ jacks and have someone count for you. Have
them c;ign their name here:

® sSay the "Pleclge of Allegiance" as Iouaﬂy as you can with 2
other peop|e. Have them sigrl their name here:

(] I_eap f-r'og over someone wearing white shoes. Have that per-
son «;iﬁn their name here:

® Find someone who uses mouth wash. Have them «;ign here:

12



Find someone

Find someone

with 3 bathrooms in their house & Sign here:

who has gotten more than 2 troffic tickets & have

them siﬁn here

Find someone

Find someone

with red hair. Have them sign here:

who gets yelled at For ';Pendina too much time in the

bathroom and have them sign here:

Find someone

Find someone
initial here:

Find someone
Sign here

Find someone
Find someone

Find someone
here:

Find someone
here

Find someone

Find someone
here:

Find someone

Find someone
here:

Find someone
sign here:
Find someone
here:

Find someone
Find someone
Find someone
Find someone
Etc

who has been in an airp|ane and have them initial here:

who has been to Hawaii or Jamaica and have them
who uses the same brand of toothpaste that you do:

who is on a diet (and will admit it). Sign here:
who has used an outhouse. Sign here:

who has a Punny last name and have them write it
who has been to another camp and have them sign

who has ridden in a limo and have them sign here:

who has been outside the USA and have them sign

who has slept in a tent and have them sign here:

who has been to Disney World and have them sign
who has been to more than | Six Flaag ond have them
who has seen a bear in the wid and have them sign

who has eaten gquid and have them sign here:
who currently has Strait As ond have them sign here:
with 2 middle hames and have them sign here:

who has won a +rophy ond have them eian here:

13



Intention: Gte++in3 to khow others, Iear‘ning hames, have fun, Iaeing
crazy!

Action: Individual players, Lrom small groups, wil be moving around
From circle to circle after PH--Hng into a certain criterio.

Prep: You are going to need one welobing circle (a 15 to 20 Foot
piece of tubular webbing tied at the ends), For every 4 to 5
Players. Set out the open circles in a random Fashion +hr'ou3|nou+
the playing area ot least 10 feet From any other circle.

Script: 'First we're going to need 4 or 5 players standing in each
circle. When you have the correct number please toke some time
to introduce your;el? and share a little bit about the day you had
yesterday.. Okay, it looks like we're ready to play. Look around
your small group, count how many People are in your circle. I+ will
be important to remember how many people (4 or 5) go with the
circle youre ;+anding in - you will always want no more ond no
less in your circle. Great! Now, before we start moving oround |
need to teach you a couple skills. Alter you hear me say, ‘READY"
we are adll going to say together, 'SEE YAI' Let's proctice,
“Keady?" ‘see Ydl' Let's try it one more time with aus’ro!". ‘READY?"
'SEE YA!' Good. The second skil: when someone leaves your group
you will want to attract another person to your clrcle - so you
have the right number of players in your circle. When someohe
leaves your group, the remainina Playerg will all raise their hands
up into the air and yell "OVER HERE, OVER HERE." until a new
player joins the group - you continue to yell "OVER HERE.." until
you get a new player. Let's put the two skils fogether: 'READY?"
'SEE YAI' 'OVER HERE, OVER HERE.." wonderful"

Now for some action. | wil be ca\ling out a quali+y. The persoh, in
each small group, most ke this quality wil be the ‘chosen one'

1%



dont do anything just yet. | will ask Lor your attention so | can
Lirst give you a topic of discussion (more oh this ih a moment).
Alter | give you dll a discussion topic and the chosen one is deter-
mined, 'm going to say, '‘READY." then what happens? Yes, we say
'SET YA!" After See Yo, the chosen one is going to leave the
group he or she is in and find a difFferent group to join - looking
For another group saying 'Over here, over here..' After each
group aCc‘uirec; a hew Player introduce each other to this new
person and make them feel welcome. Then discuss the topic
question until | ask For your attention again

Let me give you an example. After | ae+ your attention | migh’r
say, the chosenh one will be the Player with the Iongesi' hoir After
each group has a chosen onhe (f'm not go’lnﬁ to aive you too much
time on this), | will say, Your topic is, discuss your Favorite place
to hang out" - keep this question in mind. Then | will say, ‘READY?"
You say, 'SEE YA" The chosen one goes ofF to a new group while
the rest of you say, ‘Over here, over here' unti someone else
joins your group. Each group then discusses the given topic. Are
there any questions. Let's +ry a sample round.. Ready?

Facilitator Notes: See Ya is a bit complex, but it's lots of fun.
Keep the energy up as you go thirough the introduction and the
skill development. We've included a sample list of discussion topics
and qguadlities below.

The onhe situation you migh‘r encounter is that the only group left
i5 the group the player came From I the player needs some
assistance asking someone to switch with them, help out. How-
ever, encourage Players to help each other out iF +hey see some-
one in need. The idea is that everyone who leaves a group must
join a new group.

Make sure you give enouﬁh time for each group to discuss the
topic in question. Watch and listen for a Il in the energy, give a I5
second warring, and then ask For the group's attention for the
next quality and discussion topic. Approximately 5 or & rounds
keeps the enerqy dlive.

15



Here are some somple discussion topics:

Where is one of your Favorite places to vacation?

Share any I5 seconds of fame you have had in your like.
Share on award you would like to receive in your ifetime?
What was the last book you read and how was it?

What was the last movie you saw ond how was it?

Where is your favorite place to dine out?

What was the craziest thing you ever ate?

What is the best f]iH you have ever received?

Here are some qudliities:

oldest pla\/er‘, the younaegt darkest eyes, Iongngr hails, most accesso-
ries, closest Iair'+hday to +oday, most pets in their liFetime, who lives the
Furthest away From here, tollest, largest shoe size, smallest shoe size,
dirtiest nails, most siblings, add up the digi‘rg in your phone number - larg-
est number (IF there is a tie, play Rock Paper scissors for the one

who moves.)

SaFe+y Notes: Let the Player9 know that there is no need to run; there
wil be a place for everyone. However, be mindful of the possibility of
nervous running - wanting to "Find a placel

Discussion/Questions: What was it like being ginaled out? What Peeling«s
did you have around this? How did you feel when you went off to Find
another a_:]roup? What was it like Ieavinzj gomeJrhinz_:J you were comkfort-
able with and searching For something new? Did you Feel welcomed into
your new group? What did they do to make you welcome? Did anyone
Feel a little crozy? Is this okay? Wheh is it okay and not okay? Do you
remember anything interesting you Found out about another person?

Variation: As an Ending ac+ivi+\/, have the chosen one s+ay with the cir-
cle (remembering the number of players For that circle), and welcome
new pha\/ers to join the group. This is a hice closing mixer for P|ayer'c:-
to connect with a variety of others before they leave. Ask the play-
ers to discuss things related to the program day - "What was your
Favorite part of the day?" "What was your most challenging part of
the day?" "What will you remember most about this day?'

16



* Begn in a circle of 7 people.

e One person beg‘m; the count and says aloud, ‘one." The
next person says, “two," and the next, “three' and so
on. The count continues like this, up to ‘six."

Instead of the next person sa\/inf] seven, +hey clop
(which 9i3ni£ies the number seven and reverses the
direction). The person who said 'six' is now the next
person in the sequence, and says, "eight,’ and the activ-
ity continues until the next multiple of seven
(Fourteen) or the next number with a seven in it
(seventeen) is reached.

Anyone that mokes a mistake (on saying the name of
multiple of seven or a number with seven in it instead
of clapping) turns a 360 revolution while singing the
'm Sorr'y" sohg,

And then the gome resumes From the beginnin@ start-
ing with ‘one.

I'm Sor'r'y Song

e Imsorry, | blew it. 'm sorry, | knew it. Im r‘eally, really,
really very sorry!

17



Birdie on a Perch

way to Play music so adll can hear
2-3 Large circles Pain+ed on grouncl (oPJrionaD

How to Play

Players get in teams of 2 or 3.
The First player wil be in the inner circle walking clock-
wise in a circle with the other inner circle Playere.
The second Player will be walking ina larger circle
COUNTER clockwise around the inner circle with the other
second players.
s you have a large group, then this is where you can add
the 3rd circle and the 3rd player in the group of 3 would
be walking in a circle around the other two circles.
Al the players walk in their degignai-ecl direction whie music
plays. When the music stops, the eader" of the gome, wil
yell out a pose and all the players have to rush to Find the
other members of their team and recreate the pose that
wos yelled out.
The last group to do it is elminated. The game ond elimina-
tions continue until there is only one group left.
Poses:
Birdie on a perch:
- Player I the ‘perch’ = drop down to one knee
with the other knee up r'eady to be a ‘perch’
- Player 2: the 'birdie" = needs to Find the perch,
or knee, of their teammate and sit on it.
- Player 3: pretend to be a person scattering
seeds for the birds.
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Prom Picture:

Canoe:

- players | & 2. posing For a prom picture
- Player 3 PreJrenc(s to be the Pho+ogr'apher

- Players | & 2: Both sit down, Paciﬂa each other
with their legs slightly spreod out and their Feet

touching to make the shape of a diamond of the
canoe.

- Player 3: Stands in the middle of their legs ond

acts like they are Padd\ing the canoce

Roller Coaster:

- All Players: Sit in a row and Pre+end to be on a
Roller Coaster (hands up and act like they are
riding the roller coaster)

Weddina:

- Players | & 2 They Face each other and hold
hands as if they are getting married.

- Player 3. Pretends to have a Bible and acts
ike the ofFiciant.

Charlie’s Anﬁelsz

Digney

- All Players: stand with backs to each other
and ?inﬁer guns Poin+ed upward

Movie:
- Player I Put chin in hands and smiles

- Players 2 % 3 They are the Parerﬁ-s. They are
dead
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Scattered Chairs

®  Chairs (I per player minus 1)

° Way to play music so all can hear

How to Play:

* Al the players get in a circle huddle with their arms around each other
and their heads down, going clockwise around in a circle.

* The music is playing and while the players are in their huddie, the leaders
hide chairs, in plain sight, around the room using at least | less chair than
players in the huddie. The goal is to make them hord to access but not
impossible to Find

o  When the music goes off, the players scramble to Find a chair to sit in.

e  Whoever doesnt have a chair, is eliminated.

e the eliminated players wil help hide chairs the next round

Guy, Gun, Gorilla

A Rock, Paper, Scissors type gome
How to Play:
e Players pair up ond stand back. to back
* The leader then says, I 2, 3' and the Kids all quickly turn and
Face their partner and they need to immediately do a gesture:
- Guy: extend your hand out as i you are shaking honds
- Gun: point your Finger at your partner
- Gorilla: both hands in armpits like a monkey
- Guy beats Gun
- Gun Beats Gorilla
- Gorila beats Guy
e Whoever wins the round, chooses another winner From another
pair to pair up with.
e  Whoever loses is elminated.
o IF both players used the same gesture, they stay in For the next
round and remain partners in that round

e Continue playing unti you are down to | person lef+
20
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e Foke money or Monopoly Mone\/ (everyone 3e+9 10 %ibills

How to Play:
s Give everyone IO of the 4 bils
e They must go around and challenge others and will win 41 if
they win and lose %1 if they lose
. They canhnot challenge the some person twice in a row
. Pla\/er's must accep+ any challenge From another Player.
e Sudden Death (ho 2 out of 3)
. Sample Challenger;:
- Thumb V\lregﬂina
- RPs
- Coin Toss
- Finger Fenc;ing
- Slap Hands

Body Spelling

How to Play:

Players walk around mingling

Leader wil shout out a word

Players must then form a group of the same number of
letters as the word and then use their body to spell out
that word.

Last team to spell the word is out.
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Bun Shuffle

Minimum of 12 Playere

Each player wil need one chair

How to Play:

Have dll the Players sit in a chair in a circle.

The chairs should all be r'igh+ hext to each other so that
there ish't a Ioig gop between them.

Select one player to stand in the middle of the circle so
that there is one emp+y chair.

The Playere in the chairs wil alway; have to move clock-
wise to Fil in the empty chair.

Whoever is c;-i++ing to the riglrﬁ- of the original emp+y chair
will have to slide over to their left, whoever was c;-i++in@
next to them on their right wil immediately have to slide
over to the chair that's now vacant next to them.

Al the Players will continue to move in that direction until
the person in the middle can beat one of them into the
empty seat.

The Player that was too slow to slide over to the emp+y
chair will then go in the middle.

To speed things up and moke it a little more intense, you
con add 2 empty chairs into the circle so there wil be
more chances for the person in the middle to get into on
emp+y chair.






About Face

Objecﬁve:
To ae+ 1o a new spo+ in the circle without 3e++ing cauglvﬂ-
in +he middle

How to Play:

e 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 Pacing into the cir-
cle and half are -Pacing out. Have adll the players in the
circle hold hands

o Tel the person in the center to yell out a color. Tell
the players -Pacing into the circle who are wearing
that color to drop hands, run to a vacant spot in the
circle, and join hands again. The vacant spots are
marked by the players Facing outward who don't run
Tell Players that it's the goal of the person in the cen-
ter to jump into a vacant spot, Ieaving another Pla\/er
in the center.

* Explain that every time a new Player‘ enters the cen-
ter, he will say ‘About-Facel' as a signoal For all the
Player‘s in the circle to turn to face the oPPosiJre di-
rection. Then, instruct the new center person to yell
out a color, and play wil begin again

* The person in the center coan use any humber of
categories, such as birth months, states they've vis-
ited, years in school, eye color, etc
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Objective: To cotch players in the act of moving From a

9+anding position to lying down

Pescription

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

e Explain that the ﬁoal of the Players in the circle is to lie
down oh the Hoor without the person in the middie
ca+chinﬂ them as +Iney move

* Have the players in each circle spreod out so each has
enough room to lie down in his spot without touching or
kicking another player. Give them the hint to lie down
gradually and silently

e Explain that the aoal o the person in the center is to
spo‘r a Player' in motion. Tell them +|ney’r'e to point and
yell ‘Gotchdl' whenever they see motion. Any player
who's caught in motion has to return to a 9+anclina posi-
tion and begjn again. I a player makes it to the Hoor
without beina caught, that person becomes the hew
Player in the center

Acromym Company

e Each group is as«;igned a three-letter acronym at
random.

* The group must Pigure out what they woant the ac-
ronym to stand For and decide what that company

does.
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Mm@

Players begin ~;+anding in a circle, standing at arms-length.

The goal ofF Ninja is to be the last ninja 9+andinf]: to eliminate other
players by ;IaPping their hands. On a given turn, a player can at-
tack or move in one Fluid motion.

Everyone says, '3, 2, I. NINJA!" and then all players guickly hold a ninja
pose.

Choose one player to begin play.

On a Player‘"; turn, he or she may do one swift ninja attock - one
motion that attempts to touch another Player"s hand. Once makinﬂ
this motion, the player must Freeze and hold the motion they just
made.

Immeclia+ely after the player moves, it is the next player's turn and
they con immediately do an attack.

Any time a player is attacked, they may dodge as a reaction by
moving their hand or arm, but +hey cannot move their Feet.

£ a Player ge+<; their hand struck, +hey must leave the circle, as
they are eliminated.

Play continues unti all ninjos are eliminated. The winner is the ninja
left standing

Dragien & Spider

The entire group (Dragon), with the exception of one person

(Spider), lines up in a single File, each one lightly holding on with both
hands to the waist (or the shoulders) of the person in front.

The entire line tries to ensnare the "spider’, who is the lone individual
not in the line.

To catch the spider, the head and tail of the line must surround the
spider and enclose that person in the circle.

Twist: Divide the group into teams of eight to 10 ond have several
spiders to catch
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Fast Math

Objective: to be the First person in a pair to add up the number

of Ilinﬁere

Description: similar to Rock. paper scissors, but instead of
+hr‘owing out rock. or paper, you throw out a number on your
hand.

The First person to shout the total of the combine Pinger‘f—; wins
that round.

You can mix this up Iay doina multiplication or subtraction too.
With addition or subtraction, you are never dlowed to throw out
a Zero

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

Older kids could do both hands

Everyena s [t

o Tel everyore what the p/ay/'nﬁ area is and that i- fhey g0 out-
side the playing area, they wil be ‘out”

o Let everyone know that everyone is it'

* On the signal they are to attempt to Tag as mary other play-
ers as possible

o When players are tagged they should drop to their knees,
but are stil in the game attempting to tag others

o Last person 9+ancﬁh§ wins.

27



14ip 1Zeom Lewie
Form two teams of equal numbers. Have them form two
sinﬂle—-ﬁle lines oh one side of the room and place an object
at the opposite side.

The is a relay of crea+ivi+y. Group members wil each se-
lect their own way of getting to the chair and back, but
each one must move in a way that hasn't been used before.

They can hope oh onhe Foot, InoP oh 2 feet, run walk back-
ward, ete, as long as non one else has done it before.

Explain to your cabin that +|ney are ﬁoir\a attempt to photo-
bomb as many Pic+ur'es as +hey can without People knowinﬂ.

Champion RPS

« This is a fun, light-hearted, competitive (and noisy) activ-
i+y.

« Ask everyone to Find a partner ond play Rock, Paper,
Scissors.

e The person who wins the match advances,

» the person who lost joins the winner's "team’ as an en-
thusiastic £an and cheerleader.

« Winners continue to play by Plnding another undefeated
participant to Play aaainst while their ﬂr‘owing Fon bases

cheers them on.
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Objecﬁve: to get Player #2 fo echo Player #is one—syllaHe word

How to Play

e Have the group 3e+ into Pair; and then select one Par+ner of each

pair to g0 Lirst.
* Explain that Player # wil say words of two or more syllables,
which Player #2 says ke an echol However, if Player # says a one
—syllalole word, the proper response For P|ayer #2 is to replay Iay
saying ‘Echo". IF Player #2 remains silent or repeats Iay the one-
sylloble word, this is victory For Player #
e Give the Players some examples:
#. Computer  #2. Computer
#1. Airplone #2. Airplane
. Hymn #2: Echo

o Alter dbout a minute, switch.

Counting Came

Get into pairs to count to 3 at least 5 times

First Round

e Going back and Forth, count to 3 (First Player: "One', Second
Player: '"Two', First Player: "Three' Second Player, "One’, ete).

Second Round

e Now instead of saying ‘One", players wil clop their hands

Third Round

e Now instead of saying "Two', players will jump

Fourth Round

e Now instead of saying "Three', players will say their hometown

Fifth Round

* add a third person into the group

e Add the number '4" into the counting

Sixth Round

e Now instead of saying 'Four", players wil clap, jump, or say their
hometown. it is a random choice Iay whatever player has ‘Lour"
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Similar to Echo, except in Double Echoes, Player # gives only
one-syllable words and Player #2 echoes with a word of two
or more ex/nalales that has a meaning similar to the or‘igincﬂ
word.
Give the Players some Examples

#. Duck

#2.. Mallard

#: Stove

#2: Burner

#}: Dog

#2. Canine

#: Shoe

#2. .. (no answer for roughl\/ 3 secohds-Player # wins this

round)

Threw Yeur Action

Players begin 9+ana|inﬂ in a circle, 9+anclin3 at arms-length with
one person who is ‘it' in the middie

Everyone has an action that is theirs for the whole gome

The object For the middie person to guess who has the "ball
The way to throw the ball is to Per‘Por‘m your personal action
and then another person's action They catch the ball Io\/ per-
Forming their own action

Al of this "throwing' and ‘catching’ must be done discretely so
the person in the middie doesn't guess who has the 'ball'

£ he guesses correcﬂy, he switches places ond the new per-
soh is 'it"
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Cress Your Palms

Objective: To build group cooperation and personal concentration loy tapping
hands on the Floor in a particular order

Haﬂaﬂ@@

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
persoh to his r‘igh’r. KeePing all palms on the Floor. Al the P|a\/er~; 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 Floor in order of the hands around
the circle. Have the person to your righ’r Iaeain. Many Playerc; will lose
track of which hands are their own-this is part of the Furl

Rev up the gome b\/ reversing the direction or on/ +e||ina Pla\/er to tap
only every other Pahm.

Alter a while, tell players that any player can reverse the direction of
the taps by tapping the Lloor twice

Bobsled Team

Begin with teams of Four people standing in a line (ke a train), hands on
the shoulders of the person in Lront of you. The introduce the —(:ollowina

three commands:
1. Change - the person in the Front of the bobsled team
moves to the rear of the some bobsled.
2. Switch - the person in front and the person in back trade
places.
3. Rotate - everyone individually turns 180 degrees.

In round one, invite teams to listen and Follow your commands. Then give
teams two minutes to Pr'ac-l-ice the chanae, switch, and rotate commands
oh their own.

Ih round two, stack more commands together (chanﬁe—change—ewi-fch—
rotate).

In round three add one more command (Loose Cdboose - where every-
one scatters and must quicld\/ become part of a new bobsled team of
Four).
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Pirate Ship

Everyone spreads out. They wil Follow the directions below

Captain's Orders

‘The captain i aomhg'— Everyone stands at attention and salutes the captain
‘At Ease' - stond at ease

Swab the deck’- everyone acts like they are quickly mopping the Hoor
Lighthouse" - Everyone gets into pairs. They stand Pacina each other, and then
turn in a circle whie saying ‘boop, boop, boop" -

‘Man overboard' - Everyone gets into groups of three. Two people hold hands
to Form a circle around a third person that stands looking for the mon over-
board

Row ashore' - Everyone gets into groups of Four. They line up singe Fie, foc-
ing the same direction and act as i they are rowing a boat together.

‘Grub time" - Everyone gets into groups of Five They stand in a tight huddie
and act as i they are spooning Food into their mouths while making eating
sounds.

Release the Kraken' - Group of G where everyone puts their right hands in
the middle and they walk in a circle while waving their left hond like and octo-
pus

For people who cannot ge‘r into a group durina the game, +hey must ‘walk the
Plank’ These people walk. over to a desiﬁnahed area and wait

Al Hards on Deck - Everyone who is out is back in

Mutiny” - Those out switch places with those still in

Facilitator Notes:

As with any large group activity of this type, Feel free to exaggerate your
presentation as the captain.

For larger‘ groups you will want to have some First mates to help you send
people to walk. the plank.

Vary the orders and give the players a Few seconds to Find a group.

Show no mercy for sending people to walk the plank it they cannot get into
the right size group before you blow the whistle.

Keep the action moving, Toke just enough time For people walkiﬂg the plank to
be identified then call out another order.

Alter playing this activity you can use it as a tool to divide people into groups.
For example, it you need teams of Five, Just say, ‘Get into grulo time groupr;,"
and everyone will quickly gather into teams of Five.
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Snap Crackie

Participants stand in a circle and all Foce in, towards the center. The
leader selects one member to begin ofter demonstration. Participants
say: ‘Shap" aond make the appropriate arm motion either left or right
(shap. hold arm over head pointing in one direction or another), The
person who is Poin+ed to must say: ‘Crackle' and moke the appropriate
orm motion either left or righ’r (crackle: hold arm chest high Poinﬁng in
one direction or the other). The participant who was pointed to must
say: 'Pop" ond moke the appropriate arm motion towards someone
across the circle Form them (Popt hold both hands together, pams
touching, pointed away From your body ond pointing to a particular
person).

Par+icipan+9 may shap or crackle to their immediote left or riﬁhf The
participant can Pop anywhere else in the circle, but not to their imme-
diate left or right (except when there are less than Five people in the
circle). A player is ‘out’ i they say the wrong word or do the wrong
action, or don't do anything when it's their turn.

The group then puts their thumbs in the circle and says: "you’r'e out of
here' (as an umpire would throw a player out of a baseball 6ame). The
players who are how ‘out' must walk about the circle and call out to
the active players, trying to distract them No touching is dlowed.

Variations:

Add a 'Block' (Fold arms across chest) o the gome. The block occurs
after the pop. IF a block occurs, the sequence goes right back to the
person who popped He/she must start the sequence all over.

A set amount of time is aﬂreed upon by the leader and/or group as
the maximum time alowed to make the "right' Formation. IF the time is
exceeded by a participant in making their Formation, they are dlso
ejected
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Simen Says leadning

Hmu_tqela*

Have the participonts stand in the middle of the room with at least
an arm's length away From other participants. Stand at the Front
of the room «Cacing the chidren.

Ensure you are in a place where everyone wil be able to see you
and hear you, this is very important.

This game is difFerent than the regular game of simon Says you
may have played before. some of the Foundations are the same,
but there are a few new rules.

First ask the group it there is anyone who does not know how to
play the game of simon says.

Simon will ﬁi\/e commands, only Lollow the commands iF the statement
is prefaced by 'Simon Says..! Ensure that everyone understonds this
basic principle.
Explain that there are a few new rules.
- New Rule #: No one is out, i you moke a mistake just give
\/our';elqc a point. Everyone wil keep track of their own points
in their head. In the old gome of simon Says, i you mode a mis-
take you were out and you didn't have an opportunity to learn
From your mistake. Flinchina counts as a point.
- New Rule #2: The game Ioeainc:- when you say, ‘The game of
Simon Says has oﬁlicially bequn' and ends when you say, ‘The
gome of simon Says is oﬂlician)/ over!' The game wil continue
the entire time between those two statements. This is a very
important rule to remember.

Before you start the game, demonstrate the commands/positions
Y 9 P
you wil do in the gome, ke put your lef+ hand up, ete.

Basic Motions

Both hands Up - Right hand up/Right hand down - Left hand up/Lef+
hand down

Start movement before you say motion. [Your hands are movinz_:, as
you start to say "Left hand up. Simon Says put your left hand up]

Be an encouraging Simon.
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Example commands:

¢ Example: 'OK, let's get started Both hands up! (u;ua!ly there is at
least one person that wil moke this First mistake) Not yet, that's
OK. It's early in the game.

¢ Lets try that again. Both hands uP! (if ho one makes the mistake

again, say ‘Good job! That's called learning)

Simon says put both hands up.

Both hands down.

Simon Says both hands down..It's okay, youtre not out. Keep playing

Ki@hi‘ hand up.

Simon says right hand up.

Right hand down.

SS r‘igh+ hand down.

Left hand up.

ss left hond up

Left hand down.

ss Left hand down.

(Then start over with both hands up)

® & & ¢ ¢ ¢ ¢ o 00

Don't attack. or eingle ohe Par‘+ici|9an+ out. Let them succeed.
Play Lor 8 minutes mixing up your commands. Don't Por‘ae’r to end the
game with the statement, ‘The gome of simon Says is OP«CicialIy over'

Facilitator script:

'‘Please come and stand in the center of the room to hear the direc-
tions For our First game. You heed to be at least an arm's lengﬂw away
From the person s+andina next to you. We're going to play a game caled
Simon Says. s there anyone here who has not Played the gome of simon
Says? (Wait For a response, give bosic rules if someone hasnt played
before) Well this is going to be a NEW version of simon Says. The
some basic principles stil aPPI\/, but there are a few new rules. For
example, i say ‘Left Hand uP!' you wouldn't do that, you would wait unti
you hear me say, 'Simon Says Left hand up.’ So those basic rules are
stil the same. In the old version of Simon Says, what haPPened it you
made a mistake? (Wait For a response) You were out, riﬁhi-?! And then
you had to take the walk of shame and you had to leave the gome. Well
in the old version, it didn't allow you to try and learn From your mistake
and then try not fo make the same mistoke again. Well in the new ver-
sion of simon Says, we have changed to rules to help with that. Here is
new rule # Nobody gets out, even it you make a mistake. What | want
you to do +hough, is 6ive \/ourselﬁ a point For every mistake that you
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maoke. Please be honest, no onhe real!y cares how many Poirﬂ-s you ge’r.
Everyone will keep track of their own points in their own mind.  And
Plinchinﬂ counts as a point. For example, if | say ‘Right hand uP!’ and you
Linch a litte bit with your righi- hand, that counts as a Poin-t Does any-
one have any questions on New Rule #? (Wait For responseg,) OK, here
is Rule #2: In a minute I'm 3oing to start the gome and 'm ﬂoinﬁ to say,
The gome of Simon Says has ofFicidlly begun’ The gome will continue
until you hear me say, The gome of simon Says is ofFicidlly over' The
gome will Play the entire time in between those two statements. This is a
very important rule to remember. Here is what I'm going to ask you to
do dur‘inﬂ the gome. (Demonstrate this) 'Both hands up, both hands
down, right hand up, right hand down, lef+ hand up, left hand down’ Are
there any questions before we loeﬂin?"

Sample Debriefing Topics/Questions:

L What did you like about this version of simon Says compoared to the
old version?

2. IF you made a mistake, did you try and learn From it and then try
not to make it agaiﬂ?

3. Dd anyone make a mistake because someone near you Flinched or
put their hand up when they shouldn't have? How is this like every-
da\/ ife? This is an example of when you hanﬁ out with people who
are routinely makina mistakes, it can be easy to make mistakes right
a!ona with them.

4. Assumptions when li;+ening

5. An+icipa+in6 what someone wil say

G. I_ear'ning «;+er9, Communhication c;+ylee, Leadership 9+ylec;

7. What happens when you dont do what you say? Woalk the talk?
In+egr‘i+y - Do what you say

8. Why is something so simple and basic so difficut?

9. Keepina score - distracts People, adds to confusion, it's reaH\/ not
impor+an+, But are you making improvemen+«;?

Simon Says Training Video - https://rb.gy/sugbrut
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Wah §

Wah is a gome of the samurai, So when you say, "Wak!" you can't say
it with a Midwestern Accent, you need ‘o say it ke a samurai "WAH!"
There are three basic movements to this game.

° Beﬁin with mul+iple circles of dbout 8 People in Wah Posiﬁon -
Leet slightly spread, hands together, pointed out From the body

® |n each circle, one person will volunteer to loegin the game. This
First person 9ain~; eye contact with another person, Poin‘re to
them with both hands and says, "Wohl"

® The second person now raises both of their hands straight up
over their head, and says "Wah!"

® The third move involves the two people 9+anding oh each side of
person two, who make non-contact Iumberjack choPPinﬁ motions
towards person number two, and dlso say "Wah!"

e (feach person completes their task and says "Wah!" with gusto
and on time, the game continues.

e But, i anyone is early or late in the performance of their duty,
or +hey ju<;+ mess up, +hey are ‘out of the gome. But the aood
news is, +hey are not Permanenﬂy out of the gome. They can
quickly move to another circle and immediately get back into the
game.

o After the third movement is completed, person number two
(whose hands are stil raoised high obove their head) become the
First person in the next round, points to one of the their group
members and evokes the command, "Wahl' And the gome contin-
ues.
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Partner Up Tag

« Choose 2 people (one is the chaser the other is the
chasee)

e Al other players wil partner up and link elbows

e The choser is a++em|9+inﬂ to +ag the chasee

e The chasee can, at an\/-l-ime, link. up with a Pla\/er.
When +hey do, the other partner of that team now
becomes the chasee.

e IF the chaser +aae<s the chasee, +|ney immedia+ely
switch roles.

e For |ar'ae groups, have muI-HPle chasers and chasees

Head er Tails Tag

. Spread the group out in a wide open space

e On the count of three everyone wil choose to place
one hand on their head or bottom

e This choice wil determine the team +hey ini+ially belonﬁ
to

e The Heads team must tog the Toails team and Tails
must tag Heads.

e  When someone ae’rs +aaaed, +hey switch to the other
team and move their hand

e  Goame continues until everyone is on the same team

« For larger groups, add a belly Button team or more
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Farthemale & Eiction

* Divide group into teams of 3

e At the start, the group must make a house with 2 people oh out-
side Porminﬁ the sides with their bodies and the roof by stretch-
ing their arms out and touching hands. The 3rd person is the hu-
man |ivin9 in the house

e Then the leader will call other either Earthquake or Eviction

* For Earthquake, the 2 house players must leave and Find a new
human

e For Eviction the human must Find a new house
Last House Formed is eliminated

WhosmCharge

Have everyone Por‘m a circle.

Choose a "Guesser' who then leaves the room.

Within the remaining circle, choose a ‘Leader," who will remain
leader For the that round

The remaining players in the circle are the ‘Followers.'

The ‘Leader’s" job is to make fun motions (9+omP in place, clap
hands, windmill arms) that the rest of the "Followers' will begin
imitating the ‘Leader" as quickly as possible.

The 'Leader" con change motions as often as they like within the
round.

The 'Leader" should try to conceal their identity From the
‘Guesser” and avoid changing motions while the ‘Guesser” is look-
ing in their direction.

‘Followers" adlso need to avoid giving up the ‘Leader's’ identity.
For example, 'Followers' should avoid staring at the ‘Leader,
which would be an obvious giveaway.

The 'Guesser' returns to the room and stands in the middie

The 'Guesser's' job is to determine who the 'Leader” is.

The ‘Guesser' has three attempts to guess correctly

IF the ‘Guesser' cannot make a decision and is toking a long time,
someone in charge should tell them they have 10 seconds to

make a guess in order to Keep the gome moving,
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Wink Murder

Gather everyone in a circle aond have them look. down and
close their eyes

Tap one Player to be the kiler. That person should not re-
veal they are the Kiler..

Gome Ioegins as each player looks ohe ahother in the eye,
searching for 'The Kiler'

The Kiler's |ob is to attempt to take out as many players
as possible loy winkinﬁ at a player.

The Kiler should avoid being detected as much as possible
and wink discreeﬂy at other players.

The Kiler does hot have to wink at a Player every time
+|ney look: at them and can wait For the r‘iﬂhi- opporJrunH-\/
to do so.

I£ The Kiler looks at a player and winks, that player must
silently count to 5 before "Dying" either by PreJrendina to
pass out or 9+epping away From the group.

IS any player suspects that they know The Kiler, they
must raise their hand, at which point ﬂameplay stops.
Alter raising their hand, that player says, I accuse' and
waits For another Pla\/er to also raise their hand to Joil’l
them in accusation.

After both have raised their hand, both players immedia+ely
point at how they believe to be The Kiler.

£ each player points to different people, both are elimi-
hated From that round.

£ both Players Poin+ to the same person as The Kiler, that
person must immediately odmit or deny honestly that they
are the Kiler

The game continues as \onﬂ os Possilale, until The Kiler is

identified.
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impulse Relay

Chair for each player

Random items such as a rubber chicken, Fish, pig etc

How to Play-.

Participants are split into 2 groups ond seated in a line on benches or
chairs facing each other (approximately a Foot apart).

At the end of the line, a random item is put oh a chair equidistant be-
tween the two rows.

The players at the end of each line must rest their free hands on their
khees.

The participant at the head of each line keeps their eyes open and
locks at the Facilitator. All of the other participants have their eyes
closed

One of the participants at the head of the line is ﬁiven the choice to call
'heads or tails' during the coin toss by the Facilitator.

Instructions are ﬂiven, that only if the coin lands on the option chosen,
are both teams to send an 'impulse’ (hand squeeze) down the line of
their feam The last person in the line ar‘abg the object, once they re-
ceive the impulse From the team member next to them

The person who grobs the object first after a correct impulse was
received from their team is awarded a point for that team

I the impulse was passed incorrectly (the coin did not land on the
choice called) a point is deducted From the team who recovered the
object.

After each round of the gome, participants rotate so that all of the
participants have a chance to be both at the head and at the end of
their line. The c;igh-l-ed person at the head of the line rotates to the end
of the line and all other participants move up ohe spot. Play continues
until the initial sighted person is again at the head of the line.
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Materials:
5 to 40 sheets of 84 x I paper to each small group

How to Play:

Divide your group Par‘+icipan+«; in small groups ofF 3+t0 G
people. Give each group their stack of paper. The
amount of sheets of paper you give them depends ofF
what type of challenge you want to give your group.
Group participants arc to create the tallest tower +hey
cah as a group usinﬂ the sheets of paper and all partici-
pants in your group must participate in the process, The
tower needs to remain standing for 2-5vminutes.

Variatioh:

Put a time limit on the activity, say For example 5 min-
utes.

Wall Twister

e Ihstead of using a Twister board, use pieces of con-

struction paper in the same colors.

® Tape them on a wadl, in rows, ust ike onh the Twister
board.

® Then play just like regular Twister!

® They must use all their team to help that one person

stay in the agomel
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Jumping Monkeys

A simple ’mg game with surpri«;ing moments. P\ayer9 se-
queh’rially share the role of being It. Players are a«;«;ianed
humbers and +ry to +ag others when it's their turn. Play—
ers must jump in order to tog and avoid being +aﬁﬁeal.

Setup:

Gather your group into a circle and assign numbers
Lrom one to however many Peop\e Plan to Play. A group
of twelve would be humbered one to twelve. Ask every-

one to remember their numbers.

;\s/\a%mkeyez 't was once thought that monkeys, such as the
Gibbon ond Spider

Monkeys, played a game of tog that helped them to de-
veIoP the skills hecessary to Jump From tree to tree. 'm
hot sure if it's true, but imagine if it is. Imagjne it you
could jump like one of these morkeys'

How to Play:

e Play begins with the group in a standard circle. The
group counts to three and ail players yell, "Jump"
as they jump back as Far as they con. Once
they've londed, they remain in place until play begins.

* The person whose number is one beglns the gome
by cadlling out the number, ‘One,’ and then “Jump!“
and immediately jumps once in any direction at-
tempting to tag another person When "Jump!“ is
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called, everyone in the group must jumP ohce. They
may jump in any direction to avoid the tag of the
current +aager‘, 9+r'a+eaically set themselves up
For a Future tag, or simply enjoy a carefree and
Fun jump ik they believe they are not close to a
potential +agf]er‘ Note: Jumping is the only way to
move in this gome and +aﬁs may occur in the air
or on the g\’ound upon lancﬁnﬁ

Alter everyone has landed, player number two im-
mediately calls his or her number, ‘Two," then
"Jump!" and jumps attempting to tag another player-
Agoin, everyone jumps to avoid being +agged when
"Jump" is called

Continue playing thirough the consecutive order
and role of being I

i a player is tagged, he or she steps out of the
action, yet continues to call his or her assiﬂned
humbers Followed by "Jumpl." When a tagged player
calls "Jump,* since no tag attempts con be made, it
essentidlly provides an opportunity For strategic
placement toward an anticipated tag, avoiclina a tag,
or just funl

Play until one person remains.

Sculpture Race

Give each team Five large 9arbage baﬁs ond as mahy balloons
as possible.

Have them create a huge human ?igur'e loy lolowina up the bal-
loons and the bags and attaching the bags together within a
definite time limit.

The best sculpture wins.
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Silly Salmon Squared

Best in a group of 20 or more but can be done with smaller

Humbers. More small groupings work better

To have the whole group end up doing the some hand motion.

set Up:

Have the group split into smaller groups of ot least 4
or 5 people.

Each small group spreads itselt around the outside
edge of the Play area so that +hey can see each other.
Try to have the groups not too close to each other so
that when +he\/ discuss in their small groups that can-
not be easily heard by the other groups.

How to Play

Once small groups are established and set up around
the Pla\/ areo, each small group must come up with a
simple and appropriate hand motion/gesture that they
can all agree on. Works better iF the motion is some-
thing that can be done continuously such as waving
your hand wiggling your fingers, etfc. (Usually just a
couple minutes needed For this). This should be done in
secret From the other small groups.

Alter every group has Figured out their motion, toke
turns going around the whole group where each small
group can demonstrate their motion. (mithr heed to do
this twice)

After each small group has done their demonstration
the small groups huddie up and decide which motion
they will do From the ones demonstrated
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* Al the groups Face the middie, and on the count of
three, all the small groups will perform the motion they
picked at the same time.

o IF the groups did not all do the same motion, then they
re-huddle and pick again. Repeat the process unti all
the small groups demonstrate the same motion at the
same time.

® The activity needs to be done without the small groups
communicating with each other (ho noddinﬂ, speaking,
pointing ot themselves, etc.).

ssible £ o Questions:

o What was the process of creaﬂng your motion in your
small group?

e How did your small group decide which motion to dem-
ohstrate each round? Did the decision making process
change? I so, what Factors led to the change?

e How did it Feel when not every group picked the same
motion? Did that Feeling play a part in determining which
motion your small group picked next?

o Are there times when you do what everyone else
does? How can that be a negative thing? A positive
+hil"|ﬁ?

e How do you think the group as a whole mode came to-
gether to pick the same motion?

17



Toll Booth Boogie

What-

Poarticipants, or teams of participants, seek eﬁliciency as
they travel From point A to Point B through a series of hula
hoops. This versatie activity has a myriad of potential learnina
outcomes and a host of variations.

setp
| Establish a start and Finish line using play rope or webbing

2. Create Five rows of six hula hoops, a total of 30 hoops,
between the start and Finish lines. Place the hoops in each
row in a 9+r'aigh+ line. The hoops represent toll booths.

3, Place a humbered spot marker, a total of 30 spot moark-
ers, face down inside each hoop.

4. Be sure that each row has at least one odd-numbered spot
marker ond at least one even-numbered spot marker.

i?\fv many of you have ever been in a car headil’lg toward a
toll booth on a weekend or vacation week? Have you hoticed
how the cars seem Yo criss-cross the lanes «;eekina either
the open lane, lane with the shortest line, or the desired pay-
ment method? it seems problematic. Envision yourselll as indi-
vidual cars, yet a colective group of people hoping Lor are-
Iaxing vacation. Your task is to Find the most efFicient way to
get everyone through the tol booths, From Point A to Point B,
and on to your well-deserved vacationl'

Flay:
° Wor‘kina as a teom, participants attempt to move From
Point A, the s’rarﬂnﬁ line, to Point B, the Finish line, loy
passing -I-hrough even-numbered hoops, or toll booths, as
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quickly as they can Everyone must pass through at
least one hoop in each row and may only advance to
the next row after passing +hr'ough an appropriate
hoop ih the previous row.

To 'pass’ thirough a toll booth, each participant must
Physically move their Iaody +|nrough the hoop, which re-
quires the hoop to be passed from head to toe, toe to
head, or a par-ticipant 9+eppina +hrou3h a hoop that is
lited and held vertically ofF the ground. Participants
may hot pass +hr'oug|n a hoop while it remains on the
ground.

A hoop, after being used by everyone needing it, must
be placed back on the ground around its original spot
marker.

Participants may not pass through an odd-numbered toll
booth. IF an odd- humbered spot marker is discovered,
the participant who discovered it, as well as anyone
else who nhotices it, must move |a+er‘a||\/ to another toll-
booth, hoop, in that row seeking on even-numbered spot
marker.

Spot markers, whether odd or even may remoin Face
up once ?Iipped.

The event is timed. Time starts when the First person
crosses the 9+ar+inﬁ line and stops when the last per-
son crosses the Finish line.

Provide an opportunity to plan and prepare after the
First round and before each seguential round. Play
three to Five rounds.
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Baseball Pice Game

Gome Board (onh next Page)

Dice

How to Play-.

Start with a marble on zero outs, the top of the I in-
ning, and 4 marbles each in both the Home and Visitor
dugouiﬂ;.

Roll +he dice to determine who goes Lirst. Player one
is the "Visitor" team.

The team at bat places a marble at home plate aond
rolls the dice. The results of your rol wil determine
the results of that ‘at bat' I the result was a walk,
single, double, triple, or home run move your marble
around the bases accordingly. £ the result was any
type of out move the marble that tracks "outs' For-
woard one space. IF the result was a 'sacrifice Fly'
both move one marble forward one space around the
bases and move the outs counter forward one out.
Once a marble mokes it all the way around the bases
back to home record a point on the arched point
tracker in the middie of the board.

Once a team has 3 outs their turn is over. Return all
of their marbles to their dugout and you switch to the
next halk inning (top of the First' "bottom of the First!
"top of the second' etc)

Repeat until all 9 innings are comple+eo|. The team with
the most points wins!
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Hot Balloon

Pap&SpeII

Come up with a long word and spell it out with scrabble
pieces.

Put these pieces in balloons and blow them up (Make a set
For each team Playing makina sure you color code them so
each team has the same amount of balloons that have the
same letters in them)

Blow up a few extra with no pieces in them

Put dl the different colored balloon in the middle of the room
ond make sure each team knows their color

On Go, each team sends up | person to 9e+ a balloon. They
come back and pop it.

As soon as it's popped, the next runner goes out ond grabs
the next balloon and brings it back to pop it.

As this is happening, teams should be Pindinﬁ the scrabble
pieces inside the balloons (or hot)

The team that cor'r'ecﬂy spe“s out the word First wins.

Materials:

e | ots of Water Balloons

. Way to Pla\/ and stop music that dll can hear

How to Play:

® Played just like Hot Potatol Campers get in a circle ond start
passing the water balloon around when the music beains. When
the music stops they get to bredk the water balloon on the
person’s head to their left!

°

Each time we started a new baloon we changed the song to

keep it fun and in+ere~;+ing|.
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Tanks

BlindFolds
soft Throwing Olajech (Nerf ball or even a water ball)

Hoyy_tQEIa)e

Split the group into groups of two. One of the partners
gets blindfFolded, and is given a soft throwing object. This
play is the Toank..

The partner with sight is the tank driver. Walking with
the tank, but not touching the driver must guide the
tank, help the tank aim and tell them when to Fire.

The tank then has to pick up their own ammunition. The
driver cannot touch the ammunition at al, so +hey have
to go Pick up the ball when +he\/ miss. - Pla\/inﬁ the wao-
ter ball version, the driver can carry a bucket of wa-
ter to reload

The driver can step in front of an incoming shots, but
i they get hit, just they are out and the tank must drive
alone.

£ the tank gets hit then that tank and driver must sit
out.

Also if two tanks colide they both go out.
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ﬁiabc Can Can

Thick rope or pool hoodlies cut approximately 18'-
24" (one For every 2 Players)
Plastic Trash Can, ‘/oga Ball or Inner Tube (one per

ﬂY'OUP)

How to Play-.

Each group ofF players wil Form a circle and hold onto
rope pieces between themselves (ke holding hands, but
holding onto rope instead)

In the middle, put a plastic trash con, yoga ball or inner
tube.

When the whistle blows, the goal is to get your someone
to touch the object in the middie.

s you touch the object you are out.

When someone gets out, the circle becomes that much
smaller and rounds continue unti it's down to one person
remaining,

IS you acciderﬁally lose ﬂrip on the rope, you are out.
Pla\/ers are alowed to Pull on the ropes, but you can't
attempt to yank -Porcibl\/ out of your oppohent's hand in
order for them to lose their grip.

do NoT play this on a hard surface. Instead, make sure
you play it on sand or grass.

Split gquys ond girls ofF in diffFerent rounds so that they
aren't compe-l-ing with each other.

Other versions involve a kiddie pool Filed with water,
slime, whatever!
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Dltimate ot Potato

Materidls:
e 2 different stuffed animals,
e | plastic basket or small trash can

e Music

How to Play:

« Have adll the players stand in a Pairly large circle
(but close ehough to reach the person next to
them).

¢ In the midde of the circle, place a plastic basket.

« Toke two animals and give one of them to 2 play-
ers on opposite ends of the circle frrom each
other.

e  When the music starts playing, have the players
start passing the items clockwise as quickly as
they can (without dropping them).

e  When the music stops, whoever has an item in their
hands needs to run to the middle of the circle to
be the First person to put their item in the basket.

o IF +hey attempt to throw their item into the basket
ond it goes in but pops out, it doesn't count. The
item needs to stay in there.

«  Whoever loses, is eliminated When it gets down to
just 2 people, move the basket o a further place
in the room. They will have to pass the items back.
and Forth to each other until the music stops and
then run to put whichever item +Iney have into the
basket.
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Bonkers

Materials

2-5 Pool Noodles
2 mik crates

HMEIQ}&

players stand in a circle and the mik crates are placed
side by side in the middle with a noodie set on top.

The person who is it (The Borker-er) wil take the noo-
die, hit someone (The Bonkee) below the waist and then
run to the center of the circle o Place the noode onto
the mik crates.

The Borker-er wil attempt to run back and steal the
Place where the Bonkee was 9+anc(ing.

At the same time, the Bonkee wil Follow to the center
of the circle and grab the hoodle after it has been set
down and attempt to hit the Bonkerer before their
spot in the circle is taken

I£ the Bonkee hits the Bonker-er, he gets his spot back
in the circle. Otherwise the Bonkee becomes the Bon-
ker-er!

Also, if the noodle Falls ofF the crate, the Bonkee can
call Bonker-er back to put it back properly ("Hark! The
Bonker has Fallen)).
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Three Ball

Bucket
Frisbee
Football
Kickball
Ball Diamond +o play in

Hmela*

Al the items are in the bucket on home Pla+e

As the First offensive Pla\/er' comes up to bat, the out-
Field must stand in place motionless

Player I will throw all three items separ‘aJreI\/. Once the
lost item leaves his hand, he start running bases
outfield must wait For the last item to hit the around
before moving Once it does, the goal is to get all 3
items back. in the bucket.

IS player I is between bases when the last item goes in
the bucket, he is out, iF not he is safe

Play with 3 outs aond then switch

Hint: Throw the Frisbee last as it wil elowly Lloat to the

ground giving you more running time

57



- Oprpesiies

o  ball that is easy to catch

How to Play:

*  Gather your group in a circle and stand in the middie with the ball

® Explain that the objeci- is to do the OPPOSITE of what you say

* 50 ik you say 'CATCHAT" they DROPAT, and i you say 'DROPAT" they
CATCHAT.

* Start slow and get faster each round

e  Wheh someohe messes up, -I-hey sit down in the circle.

o IF they try to catch it on a 'Catch-it" and touch the ball they are out,
but if they amost drop it on a DROP-T but stil manage to catch it,

1to 100

Materials:

e 2 dice per group
o | Pencil per group

® | piece of paper per player-.

Hmauto_Ela;a

e Divide groups to 4-8 players.

* Have groups sit around a table (or hard Floor) with their paper in
Front of them and the pencil in the middie of the table.

® The dice can start with any player and will rotate around the toble.

e The first Player rolls the dice to start the gome. I8 +he\/ roll doubles,
they drop the dice, pick up the pencil and starts writing numerically |
-100.

® The second person immeditely picks up the dice and attempts to
roll doubles, When they do, they drop the dice, steal the pencil From
Pla\/er onhe and starts wri+ing numerically IHOO.

e This continues around the circle, As soon as someone rolls doubles,
they take the penci From the current player using it and loegin; on
their own paper.

o  Whichever Pla\/er writes to 100 First, wins!
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3 Monkeys

Materials:

e | badl (or item that can easily be Picked up to be your Treasure)
e 2 BlindFolds

*  Way to make a large rectangle on the Field

How to Play:

e Divide group in halk

® Each group wil have 3 roles: Hear No Evi Monkey (HearNEM), Speok.
No Evil Monkey (SpeakNEM), and see No Evil Monkey (SeeNEM)

e Have each group select | HearNEM and | seeNEM, everyore else is a
SpedkNEM

* SeeNEM pick a spot near the boundary line and put on blindFolds

*  SpedkNEMs, lined up on the boundary line, are Pacinﬂ the playing area
and not adllowed to talk or make any noise with their mouth, but can
use other forms of communication to tell the cdller where o send
the searcher.

*  HearNEM, right inside the Iooundary line, is ?acing the SpeakNEMs and
canhnot look. at the SeeNEM or the treasure

e  Place the Treasure somewhere in the Field

e Tell the group to bealn

e The HearNEM must use the directions given to them on the Speak-
NEMs 1o tell the SeeNEM where to find the treasure

® gGive points to whatever team Find the treasure First, take away
points For any group that doesn't Follow their rules

*  Switch positions each round




Follow the Line

Materials:

e VERY Iona rope

e Hula hoop

o Large area to work with to build an obstacle
course

How to Play:

o Before players arrive, unwind the rope all through-
out the area. Be sure to go through area and loop
around stulF, but make sure that the hula hoop and
coampers con stil Fit through whatever obstacle

» When players arrive, put the starting end of the
rope through the hoop and tell players they must
get it ofF on the other side

o Al Playerg have to touch the hoop at dl times.

e Voariations:

- Using playing cards, pass out punishments:
- Clubs: not dble to use one leg
- Spades: not able to use one hand
- Hearts: not able to speak
- Diamonds: Not able to see
- Have another group start at the opposite side
and see who gets out First. (make sure one of
the hula hoop«; will Fit +hr‘ouah the other)
- Get smaller hoops (The clivinﬁ pool hoops work
areaﬂ
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Cheledavanger

Materiadls:

®  Marnila Envelope full of Pics of various spots around camp

° Clipboard with humbered paper to be the answer sheet

How to Play:

e Before the game, have someone go around and take pictures of
various spots oround comp. Be sure fo 3e+ some obscure spots as
well as close (but discernible) spots. Then put a letter of the alpha-
bet there, this is the answer.

e  Number the back of the pictures and then put them in manila enve-
lopes. Be sure each of the same pics are i each envelope so teams
has same pics

¢ Tell players to stay together as a team and Find all the spots and
write down the letter +he\/ see there on their answer sheet.

* Play For a certain amount of time and then call them back.

e  Winner has the most correct answers.

Protect the Pin

Materiads
e Bowling Pins (i per player)

®  Hula Hoop (i per Player)
e soft dodgeball;

How to Play:

. ac;sian each Player‘ to a hoop

* Players objective is to knock down other players pins, whie protect-
ina their own

® Players can leave their hoop to get a bal, but must be in their hoop
to throw it

e Fa players pin is knocked down they must step out of the area

® Lost person standing wins!

® OR when their pin is knocked down, they must exit the Field and com-
Ple+e on exercise of the leaders choice to return to game.
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Slip N Slide N Grab

Materials:
e slpN Slide set up
e  Assortment of olajeci's varyinﬂ in size

Setup:

e How To Mdoke A slip N Slide: You can purchase plastic sheet-
ing (heavy duty) at most home improvement stores. Roll out
the sheeting on a grassy surface Free From rocks or de-
bris. Use Flat head spikes to tack the sides ofF the plastic into
the 6r‘ound Be sure to tape down these spots to prevent
campers from sliding over top of them. (You can dlso line the
sides with swim hoodles to hold more of the water on the
plastic) Coat the plastic with water and spread half a bottle
of balay shampoo on the plastic. Continue to spray with wa-
ter.

How to Play:

e Divide into teams (usinﬂ separate slides it available)

e (Get everyone wet with the hose

° Spread the assortment of olajechf; out on the Plagﬂc gheeﬁna
and be sure the mix up the sizes.

. Assiﬁn point values to each size of objects (small=100 pts,
Medum=50 pts, Large=25 pts).

* As campers slide down the slip 'n' slide, they must grab as
many objects as possible to acquire points.

* The objects that they are ho|dina as they exit the slide are the
only points that will count for their team

* Touching objects or holding them for a moment and then
dr‘oppinﬁ does not count For points.
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Go Big or Go Home

Materials:

e 0ish Poly Spots
e Tennis Ball

e Cone

HMEIQ)@

« Set out several poly spots in a line, each about 3-4
Feet away From each other

« Put a cone at the beginning of the line about 3-4
Feet in Front of the First poly spot

« Going From the cone out, assign point values For
eoch spot with the closest being the least amount of
points and the Farthest being the most points

+ Coampers wil pair offF and one camper at the cone
will be given a ball

o The other camper must start and the least spot and
catch the bal from there.

e Now +hey can choose to stop and Keep that point
amount or go out Further For higher points.

e They must go | spot at a time (+hey cannot just jump
to the highest number)

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

o After done, switch roles and start again
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Scavaganza

One camera per teom
The list of items

How to Play:

Complete as many of the ?ollowina tasks as possible with your team.

Hem List:

Toke a photo with something zebra striped

Find a penny £rom 1999

Do the mannequin challenge

Build a human pyramid

Toke a picture with a dog

Take a photo with a bird

Take a photo with a Jogger

High Five the camp director

Do a funny dance with the Progrom Director
Make a Friendship bracelet with the Craft Leader
Spell out CAMP with your bodies

Toke photo in Front of a brick wall

Toke a photo in Front of a port-a-potty

Take a photo with a letter ‘Q"

Run around a baseball diomond as a group

Wear sily hats

Create wacky hair £or the whole group

A teammate eating Food without using their hands
Help clean a room

A teammate eating something whie blindfolded

A teammate doina a cartwheel

As a group do ring around the rosy around a tree
Throw a Football over 20 Feet

Everyone do 'downward facing dog'

Do jumping Jocks For a minute

Everyone do hiﬁh knees for 30 seconds

The entire team Playing hopscotch (you must create the course)
Toke a photo with an inspirational quote

Tell a joke to the Associate Dir‘ec’g r



Take a photo in front of water

Moke a Free throw

The whole team sings a famous song From a famous movie

The whole team needs to act out an earthquake in the middle of camp
(extra points to whoever mokes the earthquake look real on video)

A teammate hanging upside-down on the monkey bars while making mon-
key sounds For at least 10 seconds

a teammate puts a tiara or crown on their head and says "Hello, I'm the
Queen of England' in an English accent

Team members playing leaptrog

All the Kids doing the Macarena dance together

Your whole tfeam humming the Mission Impos;ila!e song while everyone
acts like a Spy

Everybody Chicken Dancel

Everyone collect litter and throw away

Get another team to do 5 push ups

Group hug

March in unison For 15 seconds

Everyone act like animals For 10 seconds

Ask. an adult, 't you had advice For a kid, what would it be?'

Say 10 +hinf)9 that are awesome about someone else

Group spins in a circle I5 seconds, and then tries to walk a straight line
Recite the alphabet backwards

Mime that you are trapped inside of an invisible box

Sing *Happy loir+hday" to whoever's lair-l-hday is the closest

Teach each other a secret handshoke

Plank!

Sit around a toble and pretend it's Thanksgjiving

Have a rop ofF between two or more team members

Secr'eﬂy video+ape another group without them seeing you

Act out a popular chidren's story

Make up a 20 second dance and have everyone perform it

Have one teammate hula hoop For 20 seconds

Entire team.| can't believe we all it in herel” (be creative)

Challenge another teom to 'Rock-Paper-scissors' and wirl

Enact a dramatic Finish to a running race between team members
Have a team member do an Elvis impersonation

Juggle three items

etc
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Roofball

e Rocquet ball
e Roof

HMCLEIQ)&

. Pla\/er's line up in a single File line.

e The First person in the line throws the ball on the roof
they may throw it anywhere on the roof as long as it
comes back down off the Front side of the roof.

e The next person in line must catch the badll before it hits
the ground.

e Once he/she catches the badl, he/she throws it up on
the roof and the person behind them in line must catch
it, and so on and so Forth.

e IF the bal hits the 3r'ound before the person next in line
(Person +rying to catch it) catches it, he/she is out.

o IF the person throwing the ball on the rool throws it
over the roof or off of one of the sides of the roof,
he/she is out

e Roofbal is Pla\/ed until there is | person left, and he/she
is the winner.
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War ef 176

Materials:

As many water badloons as you can Fil up.
Two tubs

Water balloon launcher per team

How to Play:

® Split your you+h group into two even teams.

® sSet them up 100 Feet apart From each other.

® Have each team line up side to side in the Formation they would
like. (This is a water balloon Fignt but the old-Fashioned way. Think
Revolutionary war style ﬁighﬁr\ﬂ.)

® FEach team wil ﬁe+ the oppor+uni+y to throw water badlloons at
the opposing team, one team at a time.

® For each team you will have onhe water balloon launcher and you
should designate a couple people to be your 'reloaders'

® Once everyone is in line, you cannot break Formation until the
gome is over.

o Alter each team as thrown, everyone wil take on step for-
ward-this will be after every round of throwing and the teams
will get closer and closer-

® Both of your Feet have to stay planted on the ground. I you
get hit with a water balloon you are out, but you cannot jump
out of the way of on incoming balloon. X a balloon splashes on
you, you are stil in the gome. You are only out i you 6e+ hit di-
recﬂy.

°

The team with the last person 9+anding is the winning team.
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Feur (Cermers

Materials:

Pool hoodles

Kope

How to P/ay:

N a |arae Field or Parkinﬁ lot, create a |arge rec+an3le Iay roping
off Four corners with the rope you have.

Also create one large circle in the middle of the playing Field.

Label each corner lay a color or a number and assign each per-
son in your group a color or a humber-this is their «;+ar+ing posi-
tion. Make the corners Iarge enough so that everyone has
enough space in them,

the circle in the middle of the Field is the holding circle.

You can use adult leaders or student volunteers to be your
guards, but they will be equipped with pool noodles o be able to
tag students out.

One person is the caller and will yell out a certain corner to 9o
(color or humber). Example: The caller will yell corner number |,
and everyone in corner number one has 30 seconds to moke it
to a difFerent corner. IF their corner is called, they have to go
to one difFerent than the one that they were in

IF the students get -I-agged or are not in a difFferent corner at
the end of 30 seconds, they must go to the hold‘mg circle.

Students cannot leave the holdina circle unless there is a jail
break. caled.

The goal of the gome is to be the last person not in the holdina
circle.
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Dragen s Tel

Materials:
o | Handkerchief per team

How +o Play:

divide into groups of 8-10 people
Each group must line up in a line with there hands on
the person's shoulders in Front of them
The person in the back has a handkerchiet in their
back pocket.
The object is to have the person in the front of line
catch the back person's handkerchiet of other
teams.
When your handkerchief is gone, your team is out
Keep switching the person in the Front of the line.
Variotions:
- Give players pool noodes to Fend ofF others
- BlindFold every other player
- Using playing cards, assign punishments:
- Clubs: not dble to use one leg
- Spades: not able to use one hand
- Hearts: not able to speak
- Diamonds: Not able to see
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Hanks§SnakiesyCoyet

Materials:
® Open Game Field
® Way to section ofF the area into two equal parts. Mark the back
boundaries of the two parts about 50 Feet behind, and pardlel to, the
center.
How to Play:
® Divide the troop into two teams
® Eoch team huddles, and members decide whether they will all be hawks,
shakes, or coyotes.
® The teams Face each other across the center line. At the gome
leader's signal, members of each team assume the sign of the animal
decided upon by their team:
Hawks - Arms outstretched as wings
Coyotes - Hands cupped against the head as ears
Shokes - Pams held +oge+her and makinﬂ a sli-l'herinﬂ motion
® The ke\/ to the gome is this:
Hawks 6e+ shokes.
Snokes ge*r coyo+ec;.
Coyotes ﬁe+ hawks.
® Thus, if team A has chosen to be hawks and team B shows the siﬁn For
shakes, the shakes must run to the 9a£e+y of their back line before
being +agged by the hawks. Likewise, it team A shows the sign For
coyo+e«; and team B shows the c:-ian Lor shakes, the coyo+e«; must run
Lor c:-a?e*ry or be +agﬂed by the snakes.
® FEoch person who is +aaf]ed becomes a member of the other team For
the next round of the gome.
® The gome continues For eight to 10 rounds.
°

At the end of 10 rounds, whichever side has the most players wins!
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Saueitheaawhale’s

This game is a variation on Capture the ?laﬂ

Like Capture the Flag, Save the Whales can be played oh alarge
open Field but is better over a larger area with varied terrain ond
obstacles. Unlike, Capture the Flag there is no need to establish a mid
-ine and there is ho need For a jail. Just set the outer boundaries
aond send one team to one end and the other to the other end.

e You wil use of two differently colored, blow-up whales instead
of Hags

* 15 Flag Football P\agg per player. (it there are 10 players on the
team, you will need I5 Flagg) Each player will get one to wear and
the extras wil stay with the president

e FEach team is adlso aPPoin+ed a team captain, el Presidente, a mo-
ture counselor who manages organlzaﬁor\, «;+r'a+eay, rule en-
Forcement and distribution of the team Flags. El Presidente does
not need a belt or personadl Llag because (s)he stays with the
whale the whole time and cannot be eliminated From the gome.

HOAAL‘tO_ElQ)&

e The oIoJechive of the gome is simple: ae+ the other team's whale
and return it to your President. You can only be ‘in-play" i you
are wearing a personal Flag

o I your Plag is token, you must return to your president to get
a spare Plaa to get back ‘in-play"

e FEach team is given about 15 minutes ‘o ﬁe+ to their end of the
gome zone, distribute their belts and ﬁlaﬁs, thirow together a
strategy, and place their whale. El Presidente, will heed to use
this time wieely and be comPIe+el\/ Fomiliar with the rules. For
example, the whales must be Placed in an open visible area (the
gome is not called Hide the Whale For a reason), and once it is
p\aced neither he nor any other of his team can move it. He can
provide instruction and give guidance, but el Presidente stays
with the whdle. IF the other team moves the whale he must stay
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with it.

Alter the personal Hags are distributed there will be extra Fags
that the president has to hold onto.

When play begjins, everyone with a Plaﬁ is active, 'in-play". £ a
Player tokes a Plaﬁ From another Player‘, the person becomes
inactive but the P\ag remains active until it is given to el Presi-
dente. For example, Yelow-player A gets in a showdown with Red
-player A and Yellow-player ends up with a red Qlag in his hand
(Be sure to explain that there is no intentional contact dlowed to
get a Fag and there is no hiding or holding your own flog to
keep it From being taken). Red-player A must immediately drop
anything he has aond begin returning to his president For another
red Flaa Yellow-player A can take the red Plag to Yelow Presi-
dent to have it taken out of the gome.

I a player has his personal Plag token while carrying other
ﬂag‘s, he must surrender the carried Llags to the ohe who took
his Llaﬂ. In this way a person con ac+ually end—up with both col-
ors of active Plagg A corrier con serve as a 'medic' and pro-
vide a teammate with an appropriate colored P\ag (but not his
own Flaa). This Plaa system eliminates the need for a jail

When an active Player From on opposing teom gr'alas the whale
the game is not yet over. The whale must maoke it back to the
other Presiclen-l'. The same rules aPply For carrying the whale as
carrying extra Plag«;. it can be Passed to other active team-
mates, but it the carrier's Hag is taken, the whale must be left
g] Place.

However, unlke a surrendered 90@ a dropped whale does not
get to go back to its original location. t must be auarded where
it Falls.

Ohce the whdle makes it to the oPPogina Pregiderﬁ-, that team
wins!
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IwinkiciRace

Materials:
e Box of Twinkies per team
e Obstacle Course Kelay Raoce

Hmu_-tgel%a
e The team wil be cloina a huge camp-wide relay race with a
box of twinkies that they wil have to eat at the end. First
team to eat dll their twinkies, wins!
e @Give each team a list of the tasks and locations and have
team leaders assign Players to each 9P0+
¢ Send the players to their agf;ianed spots
e Moake sure the team leaders know that they must stay
with the box of twinkies to ensure the tasks are per-
Lormed correctly and no cheating is happening
e Use a loud siren or camp-wide PA system to let everyone
know that the game has started
e Ideas For tasks:
- Moke a basket at the BBadll court
- Kick a soccer geal
- conoe across the lake
- swim Frrom one side of the pool to the other
- play catch For a certain number of catches
- send it down the slide by itsell
- hike it to another player
- play over/under with it
- Frisbee Throw it in the Frisbee Golf Hole
- Use it to propose to the Camp Director
- Slide it under a car and out the opposite side
- Have a Duct Tape Station about haH:way through to
Fix the box
- Knock down bowling pins
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HungedGaines

+ Varying sized dodf]eloalls

. Way to mark the Corhucopia circle in the center
+ 35 hula hoops outside

+ pool noodes.

How to Play:

o+ Students can only hold one ball or noode.

o Objective is to be the last player in the gome.

e Students start gome on baselines on signal.

e Each item has dif-Ferent reguirements to eliminate
playersz

- Noodles must hit on legs

- Small cloclﬂelaalle must be held and +aﬁﬁecl
anywhere on body

- Large dodgeballs are thrown and hit shoulders to
Feet, thrower out i ball is caught or hits a
players head.

e Eliminated players idenJriPy themselves by droppina
equipment, placing hands on head and going to desig—
hated area.

+ No helping From sideline.

e When 2 Player‘s remain, start 9+opwa+ch For | minute
to speed up gome.
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%@@@@@UH

e I0ish Dodgelaans (i prefer the soft-skin rhino balls)
e Cones (or a way to clesighaJre a gym size Playing area)

Hmu_-tgel%a

e In this gome, there are no teams, all Pla\/ers are on their
ownh.

e Simiar to dodgeloall, your goal is to hit everyone else.

o Players are Free to move around anywher‘e in the area of
play; however, when they have a dodgeloall in their hand,
+|ney can only take a maximum of 2 9+e|99.

e When a Player A is hit with a dodgeball From Player B, in-
stead of being "out" they need to sit down and they can't
move From their spot.

e  When Player B gets ‘out’, Player A is back. inl

e IF a bal comes to them and +|ney can reach it (hot crawl
over to ae+ it), +hey can throw it from their seated 9Po+.

o IF +Iney hit someone who is still ~;+anclin@ then the person
they hit is out and the player who threw it is dlowed to
stand back up and rejoin the gome.

e In order to end the gome, you coan either wait until you only
have one student lef+ 9+andin@ or aofter a certain amount
of time you can say that anyone who is c;i-H-ina will be out
while the rest still Play.

¢ Another option is to simply do a timed gome where who-
ever is stil standing at the end of that time Frame wins.

e You cah adlso shrink the play area to maoke it go a little
Faoster if it's taking too long
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ProtecinclRresident

Materials:

at least | Dodgelaall per team (I Pre?er the soft-skin rhino
balis)
Cones (or a way to degignaJre a gym size Playina area)

ngela)@

Playerg are in groups of at least 3 and have to protect
the 'President' which is usually an adult leaders.

Each team wil start with at least | dodgeloa\l.

The students will surround the President like Secret ser-
vice and try to avoid having themselves or the President
get hit by a dodgeball whie, at the same time, trying to hit
another team's President with a clodgeball.

Standard dodgelaa" rules apply where it someone is hit by
a dodgeloall, they are out.

I£ the President gets hit by a dodaeball, the entire team is
out.

I£ someone catches the alodﬁeball, the person who threw it
is out (the President is not dlowed o catch a bal).

When only | President is left, that entire team wins (even
those secret service aﬁerﬁs who were Previouc;l\/
knhocked out).

This game goes PreHy quickly, SO you can Play a few
rounds.
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GoldiDigsset;

Buckets or Paper Plates @ per teom)

Flag Footbadll Flogs

Way to divide area into 4 guadrants plus a ‘jail" area

Candy (inclividually wrapped) enough to put at least 10 in each
team's buckets

How to Pla\/:

Divide the playing area into 4 quadrants

Each team has a ‘Gold Depot" (candy in a bucket or on a plate).
Each team needs to have the exact same omount of candy in
their Gold Depot.

Each player needs a Qlag Football belt

This game is similar to capture the f—lag in that you are +ryinﬁ to
go into another teom's section/quadrant to steal their "Gold' and
run back to put it into your own Gold Depot.

Once you leave the safety of your own section/quadrant, other
teams can grob your Fag I they successkuly grab your Fag,
you have to go to ‘Jail".

The person that grobs the Fag shows the rek that they have
grabbed a Plag and they get a point For that (+hey also give the
student their Flog back after theyve shown the rel that they
grabbed it).

Periodicall\/, have "jail breaks" where anyone in jail gets back. in
the game.

At the end of a timed amount, the gome is over and the points
are added up.

You get a point For all the Plagf; you pulled and for every piece
of candy you have in your Gold Depot. The team with the most
points at the end of the game wins.
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ChalkiotRaces

Materials:
o | Dodgelaall per team (i prefer the soft-skin rhino balis)
* Awayto de;iana’re start and Finish lines

* Sleeping Bags - | per team (PrePer‘ably polyester shel ones)

How to Play:

° Dependinﬁ on your group's size, this game can be broken up into 2 or
more teams. t works best i you have around 5-2 people per teom.

e  Each team wil need a sleeping bog, unzipped and unkolded so that it's like
a giant blanket with the slick side down.

* Every team wil need at least 2 'horses' who will be puling the sleeping
bag and the rider. It's aood to select a couple people that can swap with
the 'horses' periodically since they wil get fired pretty quickly.

® The two horses each grab a corner on the Front of the sleeping bog,
The rest of the team lines up, rela\/ 9+\/Ie, behind the 9+ar+ing line

e  When the whistle blows, a rider wil Jump on the ‘chariot (aka sleeping
baﬁ)" and the horses will pull them across the Floor on the sleeping bag
until +hey reach the Finish line.

® The distance can be as long as your room permits, but it's usually Fun if
it is ot least 25" between the start and Finish lines. The rider needs to
moke sure to hold on because it can be easy to Fall off the back when
the horses take off.

o  Whie ridina, the rider con throw a dodgeloa" at the other chariot to try
and hit the rider on the opposing team

e IFf arider is hit, he is "out' and must go back to starting line and get in
the end of the relay line.

® As soon as the horses get a rider across the Finish line, they need ‘o
immedia+ely run back to the starting line to pick up the next rider.

® The rider that just crossed the Finish line stays there. This is a timed
game so whoever has the most points at the end wins. You can make
the time shorter and do multiple rounds i youd like.

e Points are awarded for each rider that makes it across the Finish line
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Redempticnisland

Materidls:

Several Dodgeballs (Piﬁur‘e | per every 3-4 Player‘;)
Way to designaJre a quaclran+ area

How to Play-.

Section offF a gont 4 square area ond number the
squares |, 2, 3 ond 4.

SPIH the Player‘; into 3 equal teams, each teom Pillin@
up squares |, 2 and 3. The 4th square wil remain
emp+y.

The gome is Played with standard cloclgeloall rules; how-
ever, it you ge+ hit, you enter into the 4th square.

i you are in square 4 you are sil playing, but the
only way For you to get out of that square is to hit
someone i square’s |, 2 or 3 and ik you do, you swap
places with them.

Set a timer for how Iong you want the gome to go
and when that time runs out, anyone in the 4th square
is out.

The game continues until it's either down to only |
player left or your time runs out.



Camper [umt

Materidls:

I Dodgelaall per counselor (I Preﬁer the soft-skin rhino
balls)

Multi-colored 3x5 cards (I color per team, 2 cards per
humber of players on a teom)

Paint or cones (V\/ay to de;ignaJre a home base per teom)

How to Play-.

Split your group into at least 2 teams and hand out a col-
ored card to each player. For example, hand out a blue
card to one team and a red card to another team

Give the extra cards to the leader of that team

Let campers know the boundaries of where they can hide
Give the compers approximately 3 min to go and hide.
Alter the time is up, the leaders try and hunt the compers
down with dodaeballs.

I a leader is able to hit a camper with a dodaeloall, the
coamper must give their team card to the leader and go
back to their team's 'home base'.

When the round is up, the students who haven't been
cought con come back to home base aond the leaders turn
in al the feam cards they got. Whichever team had the
most cards turned in loses.

Be very speciﬁic with the boundaries in this game because
campers will hide in pretty ridiculous places - ie. way too
high up in trees, dumpsters, etc. IF there are places you
don't think. they should go or saPe-fy concerns, be very
explicit on where they can ond cant go inside and outside.
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Nt Seramsie

Tons of Glow sticks

Pool hoodles (i per leader)

| Bucket Per Team

De;ignaﬁed Home Base and Jail Area

How to Play-.

Divide into teams and give each team a bucket and location
For home base

While you are explaining the rules of the gome, have your
leaders hide a TON of gow sticks thiroughout the camp
area (obviougly, break and shake them so they are glow-
ing).

Have the players go out and Find the gow sticks and bring
them back to their team's bucket.

Players can only bring I glow stick back at a time,

They keep going out and collecting them and putting them in
their team's bucket over and over for a specific amount
of time.

Leaders have pool noodles and when they 'hit" players, that
player must go to Jail"

Players can rescue their teammates From Jail b\/ +aﬁginﬂ
them

The team with the most glow sticks in their bucket when
the time is up wins.



Willclball

A combination of basketball, ruglay, soccer and Football.

e 5 bdls of different colors and sizes
e 2 chadirs spreacl out with a 10 Foot box Pain+ed around it

Hmm

e The camp is divided into two teams made up of staff and
campers. The goadl is to carry the ball down the Field and
score in the opposing basket to 3e+ as many aoal'; as pos-
sible.

e There are five badlls in play, so it's ike there are Five
gomes aoing oh at the same time.

e There are bals for each of guy campers, girl campers,
guy staff, gir’ staf £ and an all ball

e Each group concentrates on their ball and not runnina into
PeoPIe smoaller than +Iney are.

e When a player has a bal, they may only toke 2 steps, then
+hey must pass to another teammate to ﬁe+ the ball down
to the 9corin3 areo.

» Ornly one person cah go into the square to be the hoop.
They must climb up on the chair and make a circle with
their arms to be the hoop

* No one else can go into the circle whether to defend or
to score. The bal needs to be shot from outside the
square and can only be blocked from outside

¢ Players cannot be touched/tackled by other team, but
passes and shots may be blocked

s The game continues for about 40 minutes at which time
the horn is sounded and the gome is over.
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BondedBall

This gome is a simplified version of Capture the Flag
o 101G smoall balls
* Way fo clesiﬂnoﬁe joils and territories

HmL-tCLEIa)a

e Like a soccer Field each team has it's own territory with a
back line, sidelines and a center dividing line.

e Behind each team place an equal amount of any type of small
balls (5-8). This area wil dlso serve as a Jail For the opposite
teom The object is to steal all the balls ond get them in your own
team's end zone.

o IF you are tagged while in the opposing team's Field, you must go
to their jai, and stand with a hand on top of your head to siﬂni‘(:\/
you are a prisoner. You may only be freed by a teammate who
has made it across without being +agﬂed,~ you both get a Free
wadlk back to your team's side. The free-er may choose to ei-
ther try and take a ball OR Free a teammate, cannot do both.

o IF tagged whie in possession of the ball befFore reaching your
own territory, the ball is dropped and left at the location of the
+againg.

o IF the ball is successhully stolen across the centerline it should
be placed behind the stedler's end line.

8 —
5-8 3 Ol 5-8
Balls | X O 0 | Badlls
C . .
and | Territory Territory — *| ond
X jail | % L | o i
«— o




SHocdles

This gome is a hybrid between four corners and capture the Flag

Materials:

e Several pool noodes cut in 2-3in pieces, these will be the ‘$Noodles" (you
could also use anything that you con £it one hand and you have a lot oP),

*  Way to section ofF 4 corners and jail area.

How to Play:

®  Mark the Four outside corners of the playing Field (dbout a 4-G sq £+
area) the rest of the space is neutral This area is the team's Home
Base

e (Create on area somewhere off center to be your “Jail'

* Divide your group into Four teams, one For each corner.

® Generadl rules are that of capture the ﬁlag:

o if youre in the other teams’ Base and get +agged you must go to jail

Round One:

e Place the $Noodes in the center of your playing Field.

® Teams start Iay trying to get as many 4Noodles back to their corner
until all the $Noodies are out of the center

e one token at a time, one team member at a time, etc.

e Count tokens and award the round to the winning team

Round Two:

e Once round one has taken place, each team should have tokens in their
corners, now +he\/ can steal From other teams, again +hey want the
most.

® They can choose ONE ‘guard' to defend their corners ond send the
rest out to scavenge.

e  This round is best to time. Count tokens, award round.

Round Three:

o  Now that everyone is experienced with +r\/inﬁ to 3a+her the most, it's
fime to unload their corners. There are two options to this round:

e Option I have a roce to move all their tokens back to the center
(implemen‘rirlg the same restrictions as round one)

e Option 2 Try to put their tokens in other teams’ corners.
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GreatesHGame

This is an organized mass chaos type game.

e 4 envelopes

e 8 ice cream buckets

e 4 sets of “tasks' fFor campers to complete: We have our
summer staff spend adbout 30 minutes coming up with
these tasks c(ur'ing +r'ainina. tis a gooﬁy way for them to
get to know each other as well as be creative and con-
tribute to the camp experience. Give counselors a list of
the items available in the Game Shed that will be put in the
center of the circle and have them come up with 91||\/
tasks For campers to compleJre u;ing the listed items. Bal-
ance how many tasks involve using water balloons (most
popular), other items in the center circle, and the help of
others. Example tasks: ‘Grab a partner and wheelbarrow
around the center circle 3 times., 'Receive a shaving
cream beard’, 'Throw a water balloon with a partner I5
Leet away For 3 successful throws." Tasks can be as sily
or simple as you would ke We had them come up with
about 90.

e Hems needed from above tasks (Examples: Lootball, yoga
bal, bandanas, coolers £ull of water balloons, cheese
Puf—Pc;, shavina cream, slash balls, hola hoops, etc.

e Way to section ofF area

e 4 Cones

Sejup
e make a 05 £t circle in the middie of the field
. Place al items laeinﬂ used to comp|e+e tasks in the center

.



Create 4 home bases in a square ealuidi9+an+ From the
center circle (at least 50 Feet it possible)

Each base needs a cone, bucket, and envelope of tasks
(tasks will need to be in the Form of individual slips of po-
per)

Mark 4 buckets as 'Discard Bucket' and 4 as 'Task
Bucket"

How to Play-.

The ﬁoal of this game is to individually comple+e tasks to
help your teom comPIeJre the most tasks to win

Each comPIei'eci task is worth | Poir‘H'.

The gome begins and ends on a siren

Players will start at home bases with 10 minutes to com-
plete as many tasks as Pogeible.

Players toke a task out of the Task Bucket, and when it
is completed, hand the task to the base leader who will put
it in the Discard Bucket

For comPIeJring the tasks and Playing in the game there are
3 rules:

. Do hot come inside the middie circle. (A few staff mem-
bers wil be inside the circle, hanaling out any items needed
to complete tasks, so the campers wil heed to ask for
items to be handed to them.)

2. Ik you use any items From the middie circle, you have to
bring them back to the middle circle before you can move
oh to the next task.

3. IF someone asks you For help, you have to say

Yes." (This is where compers can strategize to distract
the other members of teams by asking For their help
completing tasks in their Folder)

Play For an adlotted amount of time and then blow the si-
ren and have leaders count the tasks in the Discard
Bucket. Most tasks wins!
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ﬁ@@m Ball

10-20 Dodgeballs (i prefer the soft-skin rhino balls)

Beach ball

Way to designcﬁe 10-20F o0t (depenc(ing on humber of play-
ers) square Field

How to Play-.

Separate the group into Four teams.

Have the team's line up on the different sides of the
square without en+er‘ing.

You will give out all the balls except For the beach bal, and
tell them that the beach ball is the poison ball

The object of the game is to knock. the poison ball into an
opposing teom's side.

The Player‘; cannot use their bodies in any way to touch
the poison ball

They can enter the square to retrieve a ball but they must
return to the outside of the sgquare to throw the ball
They have to throw the other balls at the poison ball to
knock it across opposing team's lines.

The First team to 3e+ the poison ball three times loses.



Remix

Materials:

10-20 Doc(ﬁelaalls (i Preﬁer the soft-skin rhino balls)

3-0 Foam Yoga rolers of different sizes- https://rb.gy/il8ti
Way to designate 10-20Foot (depending on humber of play-
ers) square Field

write different Poir\+c;- on the rollers with the most Poin+9
being on the smallest ore. Have one of them be negative
points. (Example: Largest is | point, middle size is -2 points,
and smallest is 4 points)

Separ‘a‘re the group into Four teams.

Have the team's line up on the difFerent sides of the
square without en+ering. This is Ju9+ their 9+ar+ing line, On
'Go’, they can run to whatever side they would like to get
the rollers to roll over their 9+ar+in3 line.

Put the rolers in the dead center of the court

Pass out the balls equa\\\/ to each team

The object of the gome is to knock the rollers with points
over your own 9+ar+ir\a line and the one with neaaﬁve
Poin’rc; over another team’s line.

The Playerg cannot use their bodies in any way to touch
the rollers

They can enter the square fo retrieve a ball but they must
return to the outside of the sgquare to throw the bal.
They have to throw the other balls at the rollers to knock
them across lines.

The First team to get to 21 points, wins. .

a9



StealjthiiBacen

Large ttems to ‘steal' (inner tubes, bunk mattresses, some-
thing that won't break when Iaeinﬂ ar'alalaed Iay multiple peo-
Ple)

small items to 'steal' (Footbal, tennis bal, etc)

Way to designcﬁe 10-20F o0t (depenc(ing on humber of play-
ers) square Field

How to Play-.

Divide players into 4 teoms and have those teams line up
shortest to tallest on each of the 4 sides of the square.
With a marker, Number each player Lrom Hhowever many
there is

The object of the gome is to grob an object i your num-
ber is caled and bring it back across your team's line.
Begin the gome by caling a random number. IF the person
brinﬁs the object back to their side, the person gets a
point For their team

Variations:

- Along with caliing random numbers, you coh say ‘all even
numbers' or 'al odd numbers"

-k you waht to have an educational twist, you can call
numbers that can be divided by the players’ numbers (For
example: it you call ‘2, the humbers |, 2, 3, 4, G, and 12 can
try grabbing the object)

- Add tagging into the game. A person may be +a.aged only
one they have touched an object. - tagged, the object be-
comes 'dead"' and will not give any points.
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Baszlicigba

Materiadls:

o 4 Full court basketball court with some open space on one end
° Kickball

o  Basketball

o 3 bases For Ist, 2nd and 3rd base.

How to Play

® Divide your compers into two teams. One team is in the Field whie the
other is at bat.

* Home plate is under | hoop on the basketball court - Ist base is on the
right corner where half court meets out of bounds. - 2nd base is at
the opposite Foul line From where the batter is standing - 3rd base is on
the left corner where half court meets out of bounds. So the bases
are set up like a diamond.

® The pitcher rolis the ball towards the batter who kicks it. IF the Field
team catches the ball in the air the batter is out.

e IFitlands on the ground, the l:o!lowina happens simultanecusly to both
batter ond Fielder.

- The batter runs to First base where a basketball is sitting

next to First base

- The batter picks up the basketball and dribbles towards 2nd
base at the Free throw line and shoots the ball until they moke it.
(after missing the Lree throw, they can shoot From wherever)

- Then they dribble towards 3rd base, tog the base, then dribbles
towards home but stops at the Free throw line and shoots the ball
until +hey make it. (after misr;ing the Free throw, +hey can shoot
From wherever)

- +hey score here before the other team, +he\/ ae’r a point

o Whie this is going on, the other team does the same with the kickball.

- They must Lirst throw it 1o First base. The First baseman tags
the base and then throws it to the 2nd basemon who shoots a Free
throw until they make it. (after missing the Free throw, they can
shoot From wherever)

Then throw it to the 3rd basemoan. The 3rd baseman togs the base
ond then throws it to the catcher who shoots a Free throw unti
+he\/ make it. (after missinf] the Free throw, +hey con shoot From
wherever)

e No one stays on base between kicks. They either score or are out.
k41



e Nest

Materials

Hula hoops (one per team, + one extra - keep teams under 8 Players)
Bean Bags (These are ‘eqgs’ and you will want about half as moany of
these as you have Pla\/ers.)

How to Play-.

Arrange the number of nests you need in a circular Formation with one
extra nest in the middle. The outer nests should be a decent distance
away From the center nest, dll at an equal distance.
Put all your eggs in the center nest to start with
Each team has their own nest that +hey want to Fil with eggs!
One player From a team coan run at any
The player runs to the center nest, fakes an egq and runs back to
their group, and puts the egqqin their nest. Eggs cahhot be thrown or
they wil break.
Al teams do this until there are ho eqgs left in the center.
Once the center is emp’ry, teams start r;+ealin3 from each others nests.
Groups cannhot prevent their nest From laeinﬂ robbed.
Goame Play goes For a certain amount of fime, (usually ot the Focilita-
tor's discretion) and at the end of that time (usually eigni?ied with a
whistle) groups stop and count up the eqgs that are in their nest.
(Playe\’g with an egq still on the Lield do not count) The group with the
most egqgs wins!
Variations:
- \/ar\/ the number of people that can run at once,
- \/ar\/ the way that +he\/ must run, eq Cartwheels, run lke a
monkey, crab wak etc.
- Vary the scoring system, eq by having different colored egq9s
and a++aching a points amount to each color.
- Groups either khow how many points each color is worth OR you
could keep the points amount a secret and reveal it to them at the
end, and they count up their points.
- Vary the playing Field Make it a huge, comp-wide gome (best with
lots of Players) where teams hide their nests, or send groups into
a Forested area and have them make a Fort or tent in the trees
that will be their base before you start the gome.
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Eliossoues

®  10-20 Dodgeballs (i prefer the soft-skin rhino balls)
*  Way to divide the playing area in half&

How to Play:

* Have two teams line up against the back. walls, place balls on the center
dividing line.

e 0On Gd both teams qo get the balls and try to hit the other players on
the other side

e fa player get hits, they just change teams/sides and continue to play.
e fa Player catches a ball, the P!ayer who threw it change«; teams/sides.
e No ore is eliminated and everyone is active.

® Continue to play unti everyone is on one side

Doedgeballi&

Materials:
o Lots of Dodaeballs

How to Play:
® This is a simple game of cloclﬁelaall, just doubled.

® Create a square with Four different quaolran+9 inside and
play regular dodgeban rules.

o Al badlls start in the middle, if you cross a line you are out,
head shots count, and any other house rules you Play by.
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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
(uPda+ecl-. November 2.019)

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

ST: Ideas ofF Contemporary Croftiness
(uPda+ed: February 202.0)

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

ST: Ideas For Time Filers & Brain Breakiness
(uPda+ed: Au9u9+ 202.0)

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

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

ST: Ideas of Social Distancedness
(uPda+ed: May 2021)

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

ST: Ideas of Teamlauildinﬂness
(uPda+ed~. October 2022)




ST: The BIG Book of Awesomeness
(uPda+ed-. February 2023)

ST: ldeas of Games & Funness
(uPda+ecl-. October 2023)

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

ST: 25 Rules for Urlparalleled Hospitalitiness
(uPda+ec(: February 2025 )

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

ST: Ideas of Parenting Awesomeness
(uPda+ed: Augus’r 2025)

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

ST: Ideas of staff Training Greatness
(uPda+ed: January 2020)

Princess Diary: Devos For Girls
(uPcla+ecl-. October 2021)

Man Book: Devos for Boys
(uPcla+ecl-. October 2021)

Church Notes Vol -4
(uPda+ec|: October 2022)

Steal This: ldeas +or Fun Fundraisingness
Steal This: ldeas of Successtul Marketingness
Steal This: Ideas for Waterfront Awesomeness
J Steal This: ideas +or Nighttime Funness
Steal This: ldeas of Rainy-Pay Campiness
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