


1B KALLAL'S

8 T N

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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Death Ball

Instructions:

One person holds each end. Swing the ball back ond Forth trying to
hit the other person with it and not your‘;eIP.
s you let go of your handle, you are out the next 2 rounds!

Materials to make:

| Basketball Net

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

8 inches of Foam insulation for handies




Peteca/Feather Ball

Buy

set of 3

Ebay: https://goo.gl/uMw6AX
Cost: %45

Make Your Owh
Teomwork and Teamplay
https://goo.gl/Z7mjmw

How to Play

o (G2 PeoPIe

o Hit the Peteca with pams up as a Flat hond

* The group should try to reach 21 consecutive (or A-Z instead of
counting) without the Peteca hitting the Hoor

e Coannot hit twice in a row

ariah

* Use your non-dominant hand

e Use both hands, while balancina only oh one Foot

* Using both hands and with both Feet touching the Hoor, clop 3
times after each hit before being allowed to hit the peteca again

o Alter hi++ing, each Player must spin 360 cleﬂr'ees

o Alter hitting, each player yells their own name

o Alter H|++ina, each Player must move to a new location



[luman Foosball

Materials:

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

o 22 11/2 &+ long fun noodles pieces

Setup:

e Put the fun noodies on the rope accor'ding to the dia-
gram below (or add more if you have more campers)

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

» Assign campers to each hoodle

e Create some +ype of aoal. A tdble works 3r'ea+!

Table Goal
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Assault & Battery

You wil need:

e 1/2 of a fun noode For everyone (this is the 'sword"
e A linch sliced circle from a fun noodle for each person (this
is the "Iaa-l-+ery")

To Play:

¢ Everyone must balance their battery on the back of their
non-dominate hand

o Using their fun noodie sword, they are attempting o knock
other's batteries ofF.

e Once your ba++ery Falls ofF, you are out.
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Lillypad RPS

You wil need:
e alot of hula hoop«; or Poly f—;-PoJrs

To Playz

e Set up hula hoops or Poly spo+9 to Form the spokes of a
circle (with only | middle spot)

e Divide group equally into teams and have them stand in a relay
line at end of spokes

s On 'go’, they must hop or Wedding Walk (i Foot, together,
other foot, together, etc) until they are blocked by another
Pla\/er.

e Then they must Rock Paper Scissors. Winner keeps going,
Loser exits the circle and runs back to taq next player in
rela\/ line

e The ﬂoal is to z_;]e+ From your relay line, +hrouz_;]h the midpoint
and out another teams end to get a point.

See video here: shorturl.at/qGLUV




uito Tag

You wil heed:
Enough £unh noodies For about IV/4 to I/3 of the group to
have them

To Pla\/:

Pass out the Fun Noodles. These People are the mosqui-
toes. They must put the noodie on their head (not nose
because it could hurt) and run around attempting to
'Sting’ other with their noodle

When ‘stung’, a person must stand in place while pre-
-I-ehding to scratch

2 other people can "un—9+inﬁ" that person by Porminz_;] a
circle around them, holdina hands and Jjumping up and
down while saying ‘Deep Woods OFF' 3 times. Once 3
times have been done, the "5+ung" guy is Free

The mosquitoes can +aa those helping +hou3h S0 you
much be quick!

The goal is to have everyone "9+ung" or uhtil it's ho
longer £un to play!




Flip Cup Tac Toe

Materials

20 Red Solo Cups (2 different colors, 10 of each)
Mac:.kinﬂ Tape
Table

To Playz

Use masking tape to tope ofF a Tic Tac Toe Board (big
enough For the cups to be the Xs and Os)

Have players line up side by side in 2 difFerent team lines
Each player wil Fiip the cup From the table edae. When it
does and complete ?Iip and lands correctly, they may place it
oh the tic tac toe board.

Alter they place the cup, they go to the back ofF the line and
it becomes the next players turn.

Go until 1 feam wins




Materials:
e 4 RC cars ($50 From Wamart are gr‘ea+ carsl Con
run up to 8 at a time: https://bit.ly/2N26gOM)

Rat Traps

Balloons
Cardboard
skewers

. Masking Tape
e Markers

To Pla\/:
e First take ofF all cheop plos- |
tic From the cars
o Tel Campers rules:
- Gooal is to pop other
teams balloon
- I Fall on side, you have

10 sec to get back up
- ho cardpoard on back
end of car where balloon goes
- Time limit to make
o Let campers add cardpboard and skewers to cars and
decorate
e You blow up all the balloon and tie on the back bumper
of car
e Set up arink of tdbles (to keep the cars confined)
e Place rat traps around as hazards
e Optional: Create a romp to go on
o Let campers attack each other. £ balloons do not pop
or they don't get eliminated For being on side, set a time
limit and choose best f—igh:er.



Whip Cracking

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

business handshake.

2. Put the whip in s+ar+in3 position.
The whip itself should be un+an3led
and unbunched, preferably traiing
straight back behind you, perpen-
dicular to your hips. 1t doesnt need

to be Per‘?ecﬂy straight, but make
sure it's hot going to catch on
your Iea or hip as you brir\g it up into the t;napping Pogiﬁon
Alwa\/e‘- start From this Posi+ion, with the whip saPeI\/ behind
and to the side of your laody.

3. Practice smoothly lor'inﬁing the whip
9+r'aigh+ up in the air.
All other whip crack moves are
based on the basic Forward whip
crack. With the whip held I:irmly in
your dominant or writing hand, bring
your arm up c,:-h’aighi- up to the 12
o'clock position, as it you were
pointing at the sk\/‘ Keep your el-
bow locked on the up motion,

keepinﬁ your arm straight. To
crack the whip, let your elbow
bend naturally and snap your arm down Pirmly in front of
you, keeping the whip clearlgl: your body. Practice bringing



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

. Create the "“loop.'

The reason the whip cracks is

because one part of the whip is

traveling in one direction along a

straight plane whie the other end

of the whip is traveling in the op-

posite direction This is called the

loop. When you bring the handie of the whip straight up, at
the apex, the end of the whip will il Pr‘obabl\/ be close to
the ground and traveling up. As you bring the handle down,
the end of the whip moves toward the point where the han-
de used to be, and wil ‘crack' as you abruptly change direc-
ton. Main+air\ina this looP is essential to makina 300& wlnip
crocks. It helps to moke sure you've got the whip in the
righ+ 9+ar+ing position.

. Keep a 9+r'ai3h+ plane.

It's important to remember
that the whip won't crack it
you dont maintain a straight
plone. Whether vertical or \
horizontal, your arm and the

whip need to be in a straight line to get that distinctive
cracking sound From the whip. I you're having trouble get-
fing the whip to crack, make sure youre Ior‘ingina the whip

up hiah er\ouah on the initial up motion.

1



Porehead Bashetball

Materials:
* enhough over the door basketball hoops For everyone

s Twice as many Loom basketballs as people
e Headbands

To Playz

e attach hoops to headbands

¢ Have everyone put on a headband hoop

» Give everyone a boall aond then scatter the rest around

e On "30" everyone attempts to make basketball shots on each
other's heads.

o Keep your owh score

12



Giant Air Hockey

Materials:

e One IO' piece of 2x4 For everyone

e | softbal or non-bouncy ball for each gome area
e Tables or benches to make boundaries

To Play-.
. Ever\/one ge+«; a 2xX4 Piece
e Give one team the bal and start the gome

£ ball goes out of bounds, other team ge+9 point

£ ball goes Pa9+ Player, other team ae‘rs Poin+

13



Dots and Boxes

Materials:
. Poly SPo+9
o 2 Foot pieces of fun noodes (several heeded)

To Pla\/-.

e Set out poly spots in a pattern (ke the dots and boxes game)

e Put noode in a bucket at starting line

e One Player From each team wil run out and Place their noo-
die between the dots, then run back and tag the next team
member to do the same

e Once a square has been made, the player that made the
square wil stay G-I-andinﬁ in it until end of gome.

e To win all player must be in a square (or the most player it
out of room)

See Video at https://bit.ly/20EQe TW

1%



Floor 9 Square

Materials:
o Ma«;king tape to tape of £ Floor sections
. Playgrounc{ ball

To P|ay:

. Play in pairs

. Play ke normal 4 square excePJr you can Ioump pass to your
partner before hitting it in someone else’s square

. Rotate similar to hormal 9 square in the air

15



Water Blaster War

Materials:

e Water Blasters (enough For each player‘)
e (iant Beach Ball
o Bucket of Water (I For each team)

To Playz

» Have alarge bucket of water as a Fil station

* Players wil Fil blasters and then shoot at the beach ball to
try and get it over the opposing teams line

e When their blaster is out, they need to return to their
bucket

16



Three Ball

Materials:

To

Bucket
Frisbee
Football
Kickball
Ball Diamond to play in

Play:

All >+lhe items are in the bucket on homepla+e

As the First offensive Player comes up to bat, the outfield
must stand in place motionless

Player I will hrow all three items separ‘a’rely. Once the last
item leaves his hand, he start running bases

Outkield must wait £or the last item to hit the ground 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 and then switch

Hint: Throw the Frisbee last as it will slowly Lloat to the 3r'ound

giving you more running time

17




Water Jug Ball

Materials:

e  Water Jug

e PVC Pipe Handle

e Duct Tape

o Solt ball (ike the kind you Find at Walmart)

To Playz
. Pla\/ ke normal baseball, Just a new, Fun, load, bat!

18



Marble Coasters

Materials:

e 4 tubes of Foam Pipe Insulation
e | Marble

e Rol of Masking Tape

e Cardboard Boxes

Rules:
o Teams wil be making a roller coaster For their marble that
contains:
- | upside down loop
- 1 turn that is at least 90 dear-ees
- 2 conhsecutive hils
e Use the boxes to get height
e Cannot tape to tables or Hoors
¢ Tubing can be cut in hal& long-ways Ffor more track

19



Trangle

Materials: ‘;-;-;mg,

e Tronge Bal Pyramid (buid or buy :
one From trangleballcom)

e Rocquetball

* Rope to mark off playing area

To Play:

Play occurs between the long line
(outside circle), short line (inside cir-
cle) and the (3) sidelines. One player
Lrom each team stands in their own
sector alonz_:j with an opponent. The player must stay within the desig-
nated boundary lines of their sector.

Standing stationary on either the left or right side of their sector, the
server begins play by rebounding the ball off the Trangle. The boall must
hit the side of the Trangle that Faces that sector. The rebound must
be caught or touched by the opponent, or lond within sector bounda-
ries, to be considered a Fair serve.

After a rebound, the opposing Pla\/er in that sector must catch the ball
or deflect it to a teammate who must make the catch in their own
sector. A player catching the ball has the option to either rebound or
pass the ball clir'ecﬂy to a teammate. The Player' may pass or rebound
the ball before or after they run A player carrying the ball is permit-
ted to run only in one direction and head towards the Kithr-OP-Way
lane. Pla\/ers not in possession of the ball may move ?reely within their
sector.

A maximum of three passes are permitted between rebounds. After a
rebound passing may resume. A teammate in one sector may Pla\/ a
rebound From another sector providing their feet remain in their sec-
tor whie in possession of the ball



Run in one direction
with the ball

Rebound off Trangle
or pass to tcammate

A

No Rebounding Zone
Both feet can not be in this arca
while rebounding the ball

Scor‘inﬂ occurs when the opponen+
either: Scoring occurs when the op-
ponent either:

I Fais to catch the ball within the
sector boundaries.

2. Steps outside the sector bounda-
ries with possession of the ball.

3. Is responsible for the ball faling
outside of the sector boundaries.

4. Misses a rebound.

5. official gome is played to Il points.

IMPORTANT:

- A P\ayer in possession of the ball
and his teammates must be dllowed the
Right-OF-Way. The Right-OF-Way is the
immediate running lane paralel to the
short line. The opponents have the
right to the rest of the sector.

- Any inFraction during play results in
the loss of that volley.

- The ball may not touch the ground
during the course of play.

- A player may not rebound the ball
ofF the Trangle when that player is
directly in the center of their sector
and in the Right-OF-Way lane. This is
considered a block.

- When a player Fails +o0 catch two
consecutive serves, the Following
serve moves to the clockwise sector.
The same serving team continues.

21



Tchoukball

See Video here: https://bit.ly/2Wsiegy

Tchoukball is Pla\/ed on two hine-player teams on a team handball
court, measuring Por+y by twenty meters. (A smaller version of
the game calls For seven-player teams on a basketball court) A
meter-square metal LFrome, 9+r'unf] with a spr‘inax/ net, is Placed
ot the center of each baseline at an angle of 55 degrees to the
Floor. The areas on the court within three meters of each
Frome are. marked off as the "Forbidden zones', which players
are generaly (\/ou guessed it) Forbidden From entering . .

40m

Forbidden zone

radius 3m
q : 20m

The game ball is a regulation team handpall, the size of a small
contaloupe. A team attempts to score b\/ bouncing the ball ofF
one of the Frames. IF the ball rebounds ofF the net and onto the
Floor before the defense can catch it, the offense scores a
point. IF the defense catches the ball on the rebound, there is no
point, the defense tokes possession and play continues. The
shooter must be careful, however; a bad shot - one that lands in
the Forbidden zone, for example - wil result in a point for the
defending team. (incidentally, it is the distinctive sound of the ball
rebounding From the net that gives tchoukball its name.)



The offFense may move the ball around the court according to
the Rule of Threes: - The Player‘ with the ball has only three
seconds before he must pass to a teammate or shoot. - The
player with the ball is dlowed to run with the ball, but she may
put only three ‘Footprints' on the Hoor before she must pass
to a teammate or shoot. - The team with possession is dlowed a
maximum of three passes before shooting, - Either team may
shoot at either Frame (one of the unique Features of tchouk-
bal), but the two teams combined may not shoot at the same
Frome more than three times in a row.

Al ‘active' defense is actually prohibited The defense is not al-
lowed to block the path or the view of opposing players or to
intercept or deflect the offense's passes. Al of defense con-
sists of an+icipa+ing the offense’'s shot and being in the riﬁhi-
spot to catch it on the rebound. These basic rules For offense
and defense define the character of tchoukball: A Fluid, low-
contact game, Full oF high—speed Fokeouts and rapid possession
chanﬂes, in which Physical abili-l-y, olertness, and teamwork are
equally rewarded.




Spikeball

Step I About

The first thing to know about Spikeball is the basic equipment ond
background dbout the game. Spikeball is a typically a Four player game
with two teams of two P|ayer'9 each, however it can be Played with six
players as wel. The ball used in Spikeball is a yellow, lightweight, plastic
bouncy badll. It is only a little larger than a softball, so it is siﬁniﬁicanﬂy
smaller than a real vo||eyloall. The net used looks like a miniature trampo-
line that is raised up about eight inches ofk the ground. As the pictures
of the net and ball show, the equipment used is the biggest difFerence
that Spikeball has From volleyball. To start a gome, the Four players
should stand around the net, and players on the same team should be
9+andim_;j next to each other. This way, players wil dlways be 9+andin3
across the net From their oppohents to make serving the ball possible.

Step 2: Pla\/ina Basics

The rules of playing Spikeball are adapted From voleybal, just like so
many other agpec+9 of the game. Goames start with ser‘ving the little
yellow ball. One team serves to the other team, and when doing so the
ball must bounce ofk the net The opposing team then receives the ball
and as 3 hits to keep the ball in play and 'spike’ it back offF the net to
the other team. This continues until the ball bounces on the net twice,
goes out of play, until someone carries the ball or double hits it, etc.
When the ball goes out of play is when a team is rewarded a point. IF
the team currenﬂy gervinﬂ the ball loses a Poin+ then the serve goes to
the other team, as seen in vol|ey|aall as well.

Step 3: Volleying

After the ball is served, the opposing team has three hits o voley and
spike it back. Contrary to volleyloall, to hit it to the opposing team, the
ball is bounced or 'spiked' off the trampoline net, and not hit over a
net. Another difference between Spikeball and volleyball is that all hits
must be only one-handed. You can set or bump the ball to your team-
mate, however the ball may only be touched by one hand. Each team

has a total of three hits to return the ball to the opposinﬁ team, but
24



the same Player may not hit the ball twice. It is not requir‘ed that Play—

ers use all three hits to spike the ball back to their opponents, one or
only two hits are acceptoble as well. Punching, hitting setting ond bump-
ing are all dlowed hits in Spikeball however carrying the ball is hot.

Step 4 Scoring

Points are rewarded in Spikeball the same was as volleyball. Gomes are
Played to 21 points with the rule ofF having to win on two points. For a
team to get a point they do not have to be serving the bal, therefore
points are awarded on every serve. Points are awarded when the ball
hits the ground, as stated above, and For other reasons as wel. For
example, it the ball hits the outside of the net on the circular plastic it
is considered hitting the ‘rim' or the ‘pipe." In this instance a point is
rewarded to the other team Another way fo give points to the other
team is to hit the ball on the edge of the net and pipe, in the part
called the ‘pocket.’

Step 5: Mayine Techhiques
Here are a Few tips and techniques to add to the intensity and skill of
the game. Some things players do not know when playing Spikeball is
that they are dlowed to move around the net once the ball is in play.
When a point is scored +hey must return back. to their position
across From their opponert but are not requireol to 9+a\/ there once
the ball is served again. This is advan’rageous because it opponents try
to spike the ball in a direction away From you, then you are able to
move to +r'y and keep the volle\/ diive. It is also he|P4:u| to note where
your opponents are posi-
tioned. I they are posi-
tioned far From the net,
then spike it softly so they
might not be able to get to
it. IF they are close to the
net then +ry the opposite,
spiking the ball harder in an
attempt to get the ball
over them to win a point.

Cheap Version:

https://amzn.to/2ptHhna




Kan Jam

You and a partner stond at opposite kans (which are
placed 50 Feet apart in regulation Play) and adlternate
throwing and cle?lec’ring the disc. Essentially, you and a part-
ner work together to get the disc o do one of three
things: hit the kan, go inside of the kan through the top
opening or, best ofF al, go through the kan's slot opening
For an Instant Win. One player throws the disc toward the
kan and the other can redirect it.

Video to maoke your own: https://bit.ly/325CC8r

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




Floating Cups

Materials:

+ 2 Red solo Cups
. Maekinﬂ Tape

e Rubber bands

Instructions:

L Tape cups together at bottom

2. Attach the rubber bands together to moke one long
rubberband

3. Wrop the rubberband around the cup so that when
you sling it, it wil Force the cup to spin

4. Slingsho‘l' the cup

Video Instructions: https://bit.ly/2N4f0fZ
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Wind Racers

Materials:

. Leﬁos

« Lego Car base

. PaPer'

e Skewer or small Dowel Rod
. Masking Tope

e Fan

e Markers or Colored Pencils

Ac+ivi+y-.

. Buid a car out of the Legos

2. Color the paper For your sail

3. Put 2 holes in the paper on opposite ends to attach
skewer to

4. Tape skewer to car

5. Use the fan and see whose car is the fastest

o
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Air Rockets

Materials:

cardstock paper
- 1/2 sheet cut Ionﬁ way
- /4 sheet (2 needed)
2 Liter Bottle
/2 inch PVC Pipe
- 3 Foot For bottle end
- 3 foot For louncher
- several | foot pieces to use
as a guide For rockets
45 De@ree anale PVC connector
2 Foot long 2x6 board
2 metal pipe straps

To Buid: Rockets:

.

Use the spare PVC pieces to roll up I/2 sheet of cardstock and
then tope. (\/ou do not need the PVC pipe anymore)

Use | oF the I/4 sheets to moke a nose cone and +aPing to one
end of rocket

Use the other I/4 sheet and cut to moke Right Triangle Fins and
tape to opposite end (4 Lins is best)

To Launch Rockets:

l.

connect and glue both of the 3 oot long PVC pipes together
with 45 degree connector

Using the pipe straps, attach one of the 3 foot pipes to the
board For stability

Set the board down and put the 2 litter bottle on the overlapping
PVC attached to board

Place the rocket on the pvc 9+icl<ing up

Step on bottle hard to launch rocket!

9



Mini Rockets

Materials:
e Fim Canister
e  Woater

o Alka-Seltzer Tablets

Ac+ivi+y-.

L Half Fil the Canister with Water

2. Drop one tablet in the canister and quickly put the lid on

3. Set it on the table upside down

4. Step back and wait

Optional:

 odd paper rocket Ioody and nosecone and Fins for a
better ‘Pliﬁh’r

30



oy liee Bulbibles

Materials:

Large Glass Mixing bowl 3/4 full of warm water
Food Coloring

Dr'\/ lce

Small cup

Liquid Dish Soap

Long piece of cotton Fabric

How to do it

l.

Gopowow

Put a few droplets of Food coloring in water

Put a piece of Dry ice in the bowl

Then in a small cup mix liguid soap and a bit of water

Place the piece of Fobric in the soapy water

Run it over the top of the Dry Ice mixture to create a bubble
Fim that will then Fil with dry ice "smoke'

n



Marble Run

Materials:

s Peg board

s Several Pegs (small dowel rod to Fit in peg board)
e Several Rubber bands

e Marble

Ac+ivi+y:

s Put the pegs in spots on the peg board and stretch the
rubber bands between them to create a track

¢ Roace your marble down the track

TiP-.
e Dont Por'ae’r to add rubber band walls on side to pro-
tect the marble From escoping




Solar Owen Simores

Materials:

e Cardboord Pizza Box

e Scissors or Box Cutter

o Aluminum Foil

e Clear Tape

e Black Construction Paper

e Plastic Warp

e (Glue

e Pie Plate

* Smores Ingredients (Groham Cracker,
Chocolate, Marshmallow)

Instructions:

I Open up the Pizza box and glue the black paper to the bottom

2. With the Pizza Box together and closed, cut a 'door' out of the
top lid. About I' From sides

3. Make a crease adlong top Llap, 50 that the 'door' can stay open

4. Attach Aluminum Foil to the top Hap so it wil reflect down onto
the pizza box

5. Set pie plate and Smores Ingredients inside

6. Cover them Iay Wwrapping Plastic wrap over (Ine|P9 Keep hot air
inside)

7. Set in the sun (moke sure the Foil is reflecting the sun down
onto the Marshmallows)

8. Tokes dbout 2 hours For marshmallows to become gooey
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Bulsble Machine

Materials

50 Gallon Plastic Trashcan
Towel

Straps

Leaf Blower

Vacuum Tube

Woater

Dawn Dish Soap

Se+up

Tape vacuum tube to end of leaf blower

Cut hole towards +oP of trashcan Iarge enouz_;]h For
tube to Fit in

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

Fil 3/4 with water

Dump in entire dish soap bottle

Wet towel and use
os lid For trashcon.
Be sure to tape or
strap down so it
won't Ply ofF

Turn on leak blower
and wait as the bub-
bles star+t coming
out of +op,

Refil water when

bubbles slow down
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Slack Line

Materials

Slack Line - Buy Here: h++P9://rla.gy/nOGe+J
2 trees

Se+u|9

Attach Slack line and tighten between 2
trees
Attach optional hand line it desired

Play

Practice Tight rope walking
Jump like a trampoline

Do somersaults

Sit on

Lay oh

Tons of cool ideas online
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Scatterball

Materials

« Several Gatorskin ball (you will need more
with the more people you have) - Buy here:
h++P9=//rla.ay/9Beqr9

Play

« Have everyone pick a spot and sit down

« Chuck gatorballs around Field randomly

« Upon Go, everyone gets up and goes ofter
a ball.

. IF you have a ball, you cont walk/move, you
must remain in your spot

« The goal is to hit everyone and get them out

« Like dodgebal, it you catch it, the thrower
is out

« When you are out, you sit down but keep
and eye on the person who got you out, be-

couse onhce +Iney are out, you are back. in
e The only way to win is to ge’r EVERYONE

out







using No Prop Games succeggf—uny is similar to being dble to tell a aood
story: you need to know your audience, delivery is everything and
good stories build up intensity as they go along And props never hurt
i you have them.

A gener‘al rule of thumb is a start with activities with
limited movement, minimoal Physioal contact, and mos+ simple of rules,
ond Proar'esgively increase each of those Factors. For example, start
with a simple name gome, then a common ground activity, and then a
more
active game that has some physical contact (ie, "Inigh Fives' or holdinﬂ
hands), and possibly an activity that has lots of motion. Generally, with
\/ou+h you can move PreHy quickly into hie_:,hly octive, or gilly gomes
that 3e+ everyone laughing. You can alwayg tell how +hings are goina loy
the level of conversation and laughter.

The whole point of name gomes ond ice
breakers is o help participonts break down barriers, learn something
about the others in the group, and most of dll. have fun Be sure to
Play an active role in the gome, os it is impor+ar|+ that the campers
learn gome-l-hing about you as well. This goes equally os well For corpo-
rate or you+h groups, tool

Buy rubber chickens, sily rubber Faces, Fun stuffed
animals, or other objects that create laughter or interest Iay them-
selves. Whenever possible, use these props in place of tennis balls, or
whatever standard objects you might use. s you don't have any, don't
wortry, the activities are fun enough fun props are just a borus!

For ex-
ample, you may hot always have a tennis ball hand for a name toss. So,
instead of a tossing on object, use high Fives, or winks, etc. You might
only have a tennis ball rattiing around in your trunk, so learn Five or so
games that you can use with just a ball.
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Descr‘ipﬁon

This is a 'rock-paper-scissors' themed gome.
Have the group in a circle.
Everyone starts out as an egg by squatting down low and
wodding like an egq 'Eggs’ Find another egq and play a
gome ofF rock—PaPer—sci«ssors. The winners turn into a
chicken.
Chickens move on to find other chickens, and eggs con-
tinue to Play agains-f other eggs.
Each time a player wins a r-p-s bout, they move into the
hext stage. = they lose, they move back down a stage
The gome ends when someone makes it o Superman
The ‘stages’ and actions are:

- Egg squatting down low near ground

- Chicken: putting thumbs under armpits and Plapping

elbows

- Eagle: Plapping arms by sides

- Dinosaur - Little +iny T-Rex Arms

- Nerdy humoan: act nervous, hike up shorts, etc.

- Captain America: One hand on waist and one hand in

LFront holding shield

- Supermon: Stand as Superman would
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Ninja

e Players beﬁin 9+ana|inﬁ in a circle, 9+andinﬁ at arms-length.

Descripﬁon

o The goal of Ninja is to be the last hinja 9+andir\3: to elimi-
hate other Playere lay slapping their hands. On a 3iven
turn, a Player can attack or move in one Fluid motion.

e Everyone says, '3, 2, I. NINJAI" and then all players
quickly hold a ninja pose.

* Choose one player fo loeain play.

* On a player's turn, he or she may do one swikt hinja at-
tack - one motion that attempts o touch another
Player’9 hand. Once makina this motion, the Player must
Freeze and hold the motion they just made.

° Immeclia+ely ofter the Player‘ moves, it is the next
player's turn and they can immedia+ely do an attack.

e Any time a player is ottacked, they may dodge 0s a re-
action by moving their hand or arm, but they cannot
move their feet.

e Fa Player 3e+9 their hand struck, +|ney must leave the
circle, as they are eliminated.

e Play continues until all ninjos are eliminated. The winner is
the ninja left standing
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Objective: to be the First person in a pair to add up the

number of Fingers

Description: simior to Rock paper scissors, but instead of
throwing out rock or paper,, you throw out a humber on
your hand

The First person to shout the total of the combine Fingers
wins that round.

You can mix this up by doinﬁ multiplication or subtraction
too.

With addition or subtraction, you are never allowed to
throw out a Zero

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

Older kids could do both hands




Objective: To cotch players in the act of moving From a

s-l'anclinﬁ position to lying down

Description

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

e Explain that the 3oal of the Pla\/ers in the circle is to lie
down oh the Hoor without the person in the middie
ca+ching them as +hey move

e Have the Playerg in each circle spread out so each has
enouﬂh room to lie down in his spot without +ouchina or
kicking another player. Give them the hint to lie down
graclually and silently

e Explain that the 3oa\ o the person in the center is to
spot a Pla\/er' in motion. Tell them Jrhezy’re to point ond
yell ‘Gotchdl' whenever they see motion. Any player
who's cauthr in motion has to return to a 9+andinﬂ posi-
tion and begin again £ a player makes it to the Floor
without being caught, that person becomes the new
Player in the center
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Cirele

Have everyone Lorm a circle and hold hands

Leader is in the circle giving commands.

First Round-: Say What | Say and Do What | Say

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

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

What | Say
Example:
Leader Says Everyone Says | Everyone Does
“Jump Right” “Jump Left” (Jump Right)
“Jump In” “Jump Out” (Jump In)

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

What | Say
Example
Leader Says Everyone Says | Everyone Does
“Jump Right” “Jump Right” (Jump Left)
“Jump In” “Jump In” (Jump Out)

13




Simen Says Vime Nerp

Objective: Just like Simon says except one action behind

De;cr‘{pﬁon:

e Remind everyone of the rules For the Traditional
Simon Says. Tell them that in that gome, the leader will
give directions such as 'Simon says, put your hands
oh your head" "Simon says touch your toes" etc

° Explain that in this version, the Pla\/ers wil only Follow
the leader's instructions after he has given the next
instruction.

e Give the Pollowing example:

Leader: Simon says put your hanhds on your head
(Players do no+h'|na)

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

Leader: Pat your stomach (Players should touch
their toes

Leader: Simon says run in place (player should
keep touching their toes)
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Objective: To build group cooperation ond personal concentra-

tion la\/ +0PPinf] hands on the Floor in a Parﬂcu\ar order

De;cr'gbﬁon.

Have everyone get in a circle on their hands and knees
Instruct each person to cross his ri3h+ hand over the left
hond of the person to his riﬁhf Keeping al pams on the
Floor. Al the players should now 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 right be-
gin. Many Players wil lose track of which hands are their
own-this is part of the furl

Rev up the game by reversing the direction or by teling
Player to tap only every other palm.

Alter a whie, tell Players that any Pla\/er' cah reverse the

direction of the taps by tapping the Lloor twice

Have participants pair up and start the gome Ioeing toe to
toe with one another.
Play one round of RPs, whoever wins takes their front
Foot and puts it directly behind their back Foot
Whoever loses that round must slide their Front foot For-
ward to meet toe to toe with their opponent again.
Another round of RPS is played and it continues until some-
one losses their balance and Falls over or ends up in the
splits
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146N 146WIIE

Form two teams of equal numbers. Have them Form two

sinﬂle—ﬁﬂe 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 ofF getting to the chair and back, but
each one must move in a way that hasn't been used before.
They can hope on one Foot, hop on 2 Feet, run, walk back-
ward, etc, as long as non one else has done it before.

Explain to your cabin that +|ney are ﬂoing attempt o photo-
bomb as many pictures as +Iney can without People Knowing.

e This is a fun Iigh+—hear+ed, competitive (ond noisy) activ-

i+y.
« Ask everyone to £find a partner and 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 Finding another undefeated
participant to play against, while their growing Fon bases

cheers them on.
T3



Objective: to get Player #2 to echo Player #Is one—sy\lalale

word

Descriptior:

e Have the group ge‘r into pairs and then select one part-
her of each pair to g0 First.

* Explain that Player # wil say words of +wo or more
Gyllables, which Player #2 says ke an echol However, if
Player # says a one—syllable word, the proper response
For player #2 is to replay by saying 'Echo" = Player #2
remains sient or repeats loy the one—sy\lable word, this
is victory For Player #,

* Give the players some examples:

#. ComPquer‘
#2: Computer
#}: Airplane
#2: Airplane
. Hymr\

#2. Echo

. Tiger

#2 Tiﬁer

#. Cat

#2: Cat.Arghl

o Alter about a minute, yell ‘switchl' Now Player #l has to
echo what Player #) says.
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Objective: To guess the unusual Pamily Posed Iay the other

team

Desc q‘pﬁon.

Have two groups Face each other and then choose a
group to close its eyes. Encourage the group members
to keep their eyes shut because it enhances the ef-
Fects of this gome.

Ask the group with its eyes open to pose as an unhusuadl
Pamily (see list below For suggesﬁon‘;) to have a Pamily
portrait taken

Once the group is in position, ask. the other group to
look. at the 'photograph’ ond guess who the Fomily is.
Switch after a correct guess happens

Ideas:
Hillbilly Family Cannibal Family
Pro Wrestler Family Cheerlead Family
Pirate Family Caveman Family
Underwater Forrily surfer Fomily
Star Wars Family Superhero Family
Gorila Family Alien Family
Halloween Family Olympic. Family

Camp Stakf Farrily

1]



Descr'ipﬁon

Players begin 9+andin3 in a circle, 9+andin3 at arms-length with
one person who is 'it" in the middle

Everyone has an action that is theirs for the whole game

The object For the midde person to guess who has the 'ball
The way to throw the badll is to Per?orm your personal action
and then another person's action They catch the ball by per-
—por‘mihg their own action.

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

£ he guesses correcH\/, he switches places ond the new per-
sohn is it

Similar to Echo, except in Double Echoes, Player * gives only
one-syllable words and Player #2 echoes with a word of two
or more 9\/||ables that has a meaning similar to the original
word.
Give the Players some Examples

#. Duck

#2: Mallard

#. Stove

#2: Burner

. Dog

#2. Canine

#. Shoe

#2. . (no answer for rouﬂlnly 3 seconds—Player # wins this

round)
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Objecﬁve: To ae+ to a new ;Po+ in the circle without aeH'ina cauglrﬁ
in the middle
Descr'//'pﬁon

® Have the players stand in a circle, with a player or leader in the
center. Instruct every other player to face outward so halt the
group is Facing into the circle and halk are facing out. Have all
the players in the circle hold hands

® Tell the person in the center to yell out a color. Tell the Player9
Facing into the circle who are wearing that color to drop hands,
run to a vacant spot in the circle, and join hands again. The va-
cant spots are marked by the players Pacing outward who dont
run. Tell Player's that it's the ﬂoa| of the person in the center to
Jump into a vacant spot, |eavinﬁ another player in the center.

® Explain that every fime a new player enters the center, he will
say '"Moout-Facel' as a signal for all the players in the circle to
turn to Face the opposite direction Then instruct the new cen-
ter person to yell out a color, and play wil begjn agoin.

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

Otherliclea’s

Other Great Ideas from Rec Heads & Camp Nerds Podcasts

* Grog Gome (Episocle 44 Slump Busters Part D)

e Stump the Counselor Game (Episode 30: Time Filers)
e Black Magic Game (Episode 30: Time Fillers)

* Four is the Magic Number (Episode 30: Time Fillers)
\Secr'eJr Society Gomes (Episode 30: Time Fillers)







You wil heed:

« G cups: Cup size is up to you. | use Red Solo
Cups (but in all the Fun different colors)

« Cup Carryinﬁ Device. -
it's a rubber band hair
tie with multiple 9+rin39
comina out. (see pic-
ture on righﬂ

To Play:

. Everyone onh team
holj)s one string (ad+ the F’
end) with one han

A /D

cups, only the CuP Car‘r‘ying Device.

R e Level I Unstack the

Cups - Al G cups wil be
stacked together (ke how

e No one can touch the

they come in a Iaaa) and
e your group must get each
ohe unstacked
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« Leven 2: Flip
Over - Now
that +hey are
unstacked,
you much @Iip
them each
over (like a

normal cup) :
e Level 3: Moke " i

a Pyr‘amid - Cups must now be stacked with 3 on

bottom, 2 in middie, and | on top
e Level 4 Tal
Tower - stack your

cups into | sinﬂle tall
tower.

e Level 5: - Trans-
o 2 port - Flip a cup so
that it's upside down,
have | person use

their hand to put a
ping pong ball on top
(which is ac+ua||y the bottom of the cuP), and now
the whole team must use the contraption to Pick
up the cup and walk around the room before
dumpina it into one of the emp+y cups on the table.
(the more obstacles you con make them climb
over, the more fun it is)
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Team Legoing

You wil need:

e 2 exact sets of legos per team. | set will be put
together in some Fashion in a box, or paperbog
(somewhere it can be hidden From other) while
the other is dll separate pieces on the table

To Pla\/-.

« 3 people per team

« | person ae+~; the bag ond caon see the assem-
bled lego, but has his back to everyone else.

« Middle person can see 3rd person and what he
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is doing, but cannot see the assembled lego. He also
cannot touch any of the legos.

3rd person is blindFolded and cannot see anyone, but
is in charge of assembling the separated pieces to
look like what's in the bag He will be aided by the
voice of the middie person

| person does his best to describe the assembled
piece to middie quy (Knowing that specific colors
are important in certain spots)

Middle person wil tell 3rd guy which ones to pick up
and how to piece them together.
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Key Punch

You wil need:
e | suit of cards spreacl out on table

To Pla\/:

« 3 people per team

« Coan only use index Pinger oh dominate hand

e Must, in turn touch each of the cards in de-
termined order. (numerical, odds, evens, back-
wards, etc)

Variations:

e oadd another suit and then make sure you don't
cross over suits

« Attempt fo beat your "hiﬁh score' time each
time

e Use poems, Bible verses, planets, etc instead of
cards
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Materials:
You need a deck of playing cards with specikic 'jobs’ written on them Prefero-

bly the jobs are written or printed on the bock side of the playing card, not
the side with the number and suit. You need one deck of cards For every 10
players. Place all 52 cards with the playing card side Face up on the Hoor or
table top. You will heed lots of space for participants to move around and per-
Form various tasks.

Instructions for Players:

‘The next gome we are going to pay is cdled 52 Card Pick up. (wait For the
3roan“,) How many of you remember this gome as a kid? Not such a Fun game,
right? Well Im happy to report that the rules have chanﬂed For that aae—o\d
gome. Here are the new rules for 52 Card Pick Up. You can see that there is
a Full deck of cards scattered about here on the Floor. On the other side of
these cards there is a ‘job’ that you have to do. In a minute when we start the
gome, each person wil come Forward and pick up a card and read the job on
the back side of the card that needs to be completed Whatever is written on
that card is For your eyes only. You cannot show your card to other partici-
pants, and you may not fell others what your Job is. Some of the Jobs con be
done all b\/ your;el‘(:. Other jolag may heed assistance From others on your
team, however you con't tell anyone what you are cloing. As soon as you have
Finished your job to the best of your obility within the confines of this room,
you may pick up another card and move onto the next job. The gome is over
when your team has picked up and completed dll 52 jobs in the deck. Now, be-
couse 'm a biﬂ believer in Challenge By Choice, i£ you pick up a job and it
pushes you a litHe too Far outside of your comfort zone, you may put that Job
back. down. But recoanize that someone on your team will have to complete
that job because the nome of the gome is 52 Card Pick Up, hot 51 Card Pick
Up. Are there any questions? (Pause) Let's beﬁin!"

Have everyone sit in a circle and talk. about some of the things each had to do.
Then pause them to discuss. Many Par‘+icipan+~; will be gurpr‘i;ed at al of the
things that hoppened that they did not even seel

® How does this relate back to the real world? Dependina on the Gpeci—(:ic
outcomes and heeds of the group, this is where | talk about specific be-
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* How does this relate back to the real world? Depending on
the specific outcomes and heeds of the group, this is where
| talk about specific behaviors that came up in the difFerent
jobs they performed, and how they relate to this specific
group.

e How is this activity like everyday liFe?

* How are the behaviors demonstrated in this activity like inter-
acting in a group se++ing?

® Each behavior demonstrated in this activity could relate to a
behavior in the real world Which ones do you think. pop up in
your day to day?

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

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

* Were you so busy cloing your job that you completely missed
the other +hin69 that were going on?

e There was someone who had to shake For GO seconds, What
i this person was having an epieptic seizure orﬂ\/ 5 feet
away From you ond you were too Iausx/ to notice?

® There are a|way9 -Hninas going on that you have NO IDEA
about

After | have Finished with a Few initial guestions, | then let the
group do a small group debrief Now that they have new inFor-
mation to process, and redlize that this is so much more than a
silly icebreaker gome, it's 6oocl to give them a little time to proc-
ess how this relates back to the real world. After about 5 min-
utes of small group process, | then open it back up ond ask
them to explain ditferent ways they see this relating back to the
real world.
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Instruct participants that they heed to listen to a list of words, then

try ond recall every word that is sdid. Read ofF the ?onowir‘ng list of 17
words in order, do not change the sequence. One word is repea+ed 3

times.

. Dreom 7. Nod 3. Night
2. Sleep 8. Tired 14. Alarm
3. Niah‘l’ 9. Niah-l' 5. NaP

4. Mattress 10.  Artichoke 6. Shore
5. Shooze I Insomhia 7. Pilow
G. Sheet 2. Blanket

Debr‘iel:ing:

ist and Last Word:

- Ask participants i the got Dream ond Pilow. They are the First and
las+t +hing9 you soid. Participants wil remember the First +hinﬁ you say
ond the last thing you say

Surprise effect:

- Artichoke. Alimost everyone will 9e+ this. People remember surprise.
Throw in something difFerent here and there. it could be the way you
say some+hina (chanﬂe your tone, enunciate a Key word, throw in a
joke)

Repetition efFect:
- Ask if they got the word "Nigh+". H was r'epeaJred three times. Repeat
really important directions multiple times.

False-memory effect.

- Ask if they got the word 'bed" it was not a word. People will Fil in the
gops with associated things. IF someone is uncertain of a rule or direc-
tion, they will Filin with something simiar.
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Materiols Needed:

- 4x4 sheet of Plx/wood
- Jlgc;aw

- Paint

Directions:

Step I Measure the center point of each of the four sides, and make
a tick mark in pen.

$+ep 2: Draw a line connecﬂna the +oP—cen+er Poin+ with the left-
center Poin+.

S-I-ep 3: Draw a lar‘ge X, From corner to corner, geparaﬁng the square
into four equal triangles.

Step 4: Measure the center point of each of the four arms of the X
Make tick marks in pen.

Step 5: Draw a line connecting the leFt-center point to the center of
the bottom-eft arm of the X. You should now have a diamond shape
within the cardboard square.

Step ©: Draw a line connecting the center of the top-right arm of the
X to the center of the +oP—|ePr arm of the X

5+eP 7 u;inz_;] a Jiﬁgaw, cut alona the lines as shown in the Pho+o. The
two triangles in the top left+ should be combined into one larger triangle.
You should have 7 pieces in total

Step &: Paint the board different colors

Step 9: Get puzzle cards or download these From online:

https://bit.ly/2ptvxRK

&0
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Materials Needed:

- 9 or 12 Cube organizer (buy a sturdy one)
- Caster Wheels to support the weight of the organizer
- Shelving materiol (or just plywood)

- 24 Hinges

- 12 Cabinet Magnets

- 12 Door/Drawer Knhobs

- 9 or 12 Padlock Hasps

- various master locks

- Puzzles and Games

- Thermostat Lock Box

- Kitchen Timer

Directions:
S-I-ep I Attach Caster Wheels +o bottom of organizer so it can roll
around

5+ep 2: Cut Shelvina material to Fit each cube as a door
5+eP 3: Attach doors to each cube with hinz_;]er;

Step 4- Attach Cabinet Magnets to each door and organizer so that it
has a 5+OPPin9 Poin'l'

Step 5 Attach Door Knobs to each door
Step & Attach Hasps to each door and organizer

Step: 7: Choose puzzles For each door to unlock the next door. Plan
accordinﬁ to the master locks you wish to use.

Step &: attach Thermostat Lock Box to top and put kitchen timer in
The last door should hold +he key For the lock box

OP+ional:
- Paint humbers on each door and label each of the puzzle for easy
clean up
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- Put puzzles in removoble storage boxes so you can change out easily
- Attach a n;+oraﬁe box to top to put instructions, spare keys For you,
and cheat sheet for you

- use another sheet of plywood For back of organizer instead of the
cheap cardboard

Escape Room event: 9camp—|i£e.com

Great Book for Puzzle Ideas:

https://bit.ly/2WCqpql

63



Materials:

« &t pieces of /2" PVC Pipe (25 per team)
« 15 & pieces of 172" PVC Pipe (2 per team)
I Three—opening cohnectors

4 Side oOutlet Elbow connectors

Balloon

To Playz

e Connect the pieces as show below

« Put the balloon on the middie pipe and everyone else
blows in the other pipes to blow up the badlloon and pop
it
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Materials:

Plastic Drinking Straws (20 for each team)
Masking Tape (30" For each team)

Raw Egg (I for each team)

Scissors (I for each team)

Tarp or place outside for the mess

Ac+ivi+y:

The task is to design a deliver'\/ system that wil protect
the raw egg dropped from a predetermined height

You coan only use the straws and tape

Give each team adbout 45min to deeign and build
Everyone gets to watch each egq be dropped, but no
one can change or add to their design ofter the 45 min
Printable Recording Sheet: https://bit.ly/2po37sw
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Materials:

e 1/2' PVC (50 random Pipes and Connectors)

Activities:

X Marks the sPo-H

UGing as moany Par+9 are necessary, create a continuous connec-
tion between each of the X's marked with masking tape on the
Roor, wadlls, or even the celling. For added complexity, the pvc
+u|0ing may only touch

the Foor at the X's.

Blind Artist

Have one team assemble obout I5 pieces of their kit into some

shape, and then have another group (wearing blindFolds) attempt
to reconstruct a simiar ghape with their own pleces, usina only
their sense of touch to iden+i$y which pieces have been used in
the original design.

Tadllest Tower

u;ing any 10 (or 20 or 30 Pieces) create the talest tower possi-
ble, with only 3 points of contact with the Floor. IF you are lim-
ited by vertical ceiling height, require each tfower to hold some-
thing (ke a rol of duct tape) at the top. This added weight wil
require a shorter, stronger tower. For a Final test of the engi-
neering of this tower, use an

electric room fan to see which towers can hold up to a 9+rong

Wind.

Human Arch

Using the least number of pieces possible, create on arch, so
that all members of the team can easil\/ walk. +hr‘ouah the arch,
Without Iaenoling over. "



The Bridge

Using all the pieces, construct the longest bridﬂe-like shape pos-
sible, with ho more than 3 PVC pieces +ouching the Foor. or,
for a more complica+ed bridae, Place two tables 10 Feet apar'Jr,
and now construct a bridae that touches both tables, and sup-
ports the weight of a book, basketball or other useful object.

Jump Ball

Create a human—lookinﬂ basketball player (comPIeJre with Feet,
legs, bod\/, arms and heod). The sculpture with the tdllest vertical
reach wins the jump ball.

Statue

Create a var‘ie+\/ of human or animal ghapes (9H-+in@ runnin@ rid-
ing a horse, lying down, 9+andin6 at attention, swimming, sur‘ﬁna,
cycling throwing a Iaoomeran@ cooking an omelet, throwing a
baseball, etc.

PVC Christmas Tree and Ornaments

An ac+ivi+y For young chidren. Have team members create an
orhamental tree, complete with branches, and then decorate
with orhnoments and a star.

The Box

Use as many Par"re as hecessary to construct a box around
some unusually shaped object (such as a rocking chair, stuffed
animal, tent, etc.)

The Book of Knowledge

Build the tallest "table" possible that wil hold a large book. at the
+oPA
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The Network

Possibly one of the most difFicult team activities. Using oll the
PVC tubes and connectors, create a single, interconnected
shape with the tubes, so that no openings are lef+ (ie. each tube
will be capped Iay two cohnectors, and each connector wil have
a tube in each opening and the whole shape will be connected
+oge+|ner). it is moderately

difFicult to create a 3-D shape that will accomplish this task, it
is even more difficult to create a 2-D (ie. Fat on the Floor)
f—:-hape that accompligheg this task. For a still harder version,
ohce connectors and tubes are assembled, each connection is
permonent - this should invoke the need Ffor some advanced
Planning.

The Goal Post

Construct a football ;+\/Ie goal Po;+, or a soccer goal, or a
basketball hoop and stand, and then launch a balloon or light-
weight ball towards the gool.

SPellina Bee

u;inﬁ as many pieces as Poesible, construct letters of the al-
phabet. Then once all availdble parts have been turned into let-
ters, use these letters to spell as many words as Possible.

Two Way Br'iclge

With two groups (and two kits), begjn this activity by locating
each group on the opposite side of a Poldiﬂg wall, divider, or
curtain, so that they may talk to each other, but not see what
the other group is creating Now have each group build one half
of a Iaridae structure, so that When the divider or curtain is
removed, the laridﬁe will exactly

come together. This task requires a bit of patience, and clear

communication.
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A Tree in the Forest

u;ing orﬂ\/ 10 Par+9 (+uloing ond connectors) create the talest
“tree’ possible. Trees compete For sunlight and water, and must
withstand wind to survive in a mature Forest.

Bullseye

Place an archery or BB gun target on the Roor about 12 Feet
in front of a Iaoundary line. Using one bag of PVC Tubes, the
team must create a device to P\ace the PVC cap exacﬂy in the
center of the target, Without stepping over the line.

Furniture Infomercial

Construct the perfect piece of outdoor Furniture, Filed with
special Features, and perhaps some optional equipment, and cre-
ote a | minute infomercial to sell your Pr'oduc+ on the cdble
shoppinﬂ network. Don'+

Por‘aeJr to mention the price, the seling Features and the web-
site address of your Furniture company.

Limbo

Construct a long pole and two identical height stands, add music,
and measure the lowest level that all members of the team can
eucce‘;el:ully pass.

Narrow Passage (3D Spider Web)

u;ing as many pieces as Possible, construct a three dmensional
‘box" through which all members of the team must pass, Without
touching any of the PVC on the way. Team members must be in
contact with at least ohe other person whie passing +hr‘ou3h
the 'box"
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Sunny Side Up

Materials:

. Tarp
e Tennis Ball

Ac+ivi+y~.

Par-HciPanJrs use a standard Plasﬂc +ar'P or table cloth to toss a
tennis boall into the air, turn over the tarp, and catch the ball on
the way back down. Timing, teamwork, communication and prob-
lem solving are all required to do this success%lly

Water Tube

Materials: p
-
e A tal PVC tube Filed with I5-20 holes of °
various sizes, and a 2X4wooden base. o
©
The Challenge: °
.
- For the group to cooperaﬁvel\/ recover
the tennis boall, without inverting the tube, us- .

ing the availoble resources. This ac+ivi+y is

especially useful it the weather is hot, and is

clePiniJrely an outdoor activity. Using any avail-

able resources (which may include a local

source of water, hula hoops, buckets or

plastic cups, etc) the group needs to recover the tennis ball
(or other objects) dropped into the bottom of each water tube.
Most groups attempt to ‘Aoat" the ball to the surface, by pour-
ing in water, and Plugging the holes with their f—ingers or hands. .
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Nail Puzzie

Materials:

o IGP nail lightly pounded into a I inch x I inch x I inch cube of
wood (2 of these)

e 20 more hais free

Ac+ivi+y:

e Now place these two blocks 7 to 10 inches apoart.

e Place 20 more nails in the space between the two cubes.

* The goal is now fo create a bridge between the two nail heads,
using the 20 extra nails, so that the lor‘idz_:]e nails touch onI\/ the
heads of the two tower hails, and not the wooden cubes or the
table surface.
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Materials:

 2' meta ORing (3 total)

e I0Ft Paracord strand (30 total)

e Tennis Ball (3 total)

e Foot long I 1/4 pvc pipe (3 total)

s 11/4 Socket PVC Flange (3 total
o | I/4 pvc pipe to moke Candelabra

5e+uP:

Tie 10 paracord strands onto o-ring

Tie a knot in each strand opposite o-ring (about Gin in)

Put Foot long pve in Planges and make 3 GolF Tees

Put o-ring over Golf Tee and spread out paracord strands
Place tennis ball onto of each tee

Have each person grob a strond (behind the knot)

Start the Ac+ivi+y

N

Round I The goal is to just i+ the tennis ball ofF the Tee and
place back down

Round 2: The goal is to i£+ the ball, rotate the entire group and
place back down (at the same time as the other teams)

Round 3: The goal is to if+ the bal, switch to another groups Tee
and place back down (ot the same time as the other teams)
Round 4 (reguires the Candelabra) The goal is to if+ the ball and
Place on one of the spots on the candeldbra (at the same time
as the other teams)
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Ricochet Ball

Materials:
e | Ricochet Ball - Buy ohline here:
https:// r‘lo.ﬂy/ 38iu+z

Play:

. Stand in circle

2. First person tosses ball up in air to bounce in
middle of circle

3. Someone catches it abter bounce and then they
toss up in air to bounce in midde of circle.
Once +hey toss, +hey exit the circle

4. Repeat step three unti there is only | person

lef+

5. IF bal is dropped or not cought, everyore is
back. in

OP+ionaI:
Book. with tons of other gomes to do with the ball:
h++|99://rla.ﬂy/dgpia7,
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Materials:

$e+uP:

2 1/2in plywood pieces size: 2.5+
la\/ 45+

Paracord

Golf ball

Dril hole cutter (larger than
ﬂoIP ball)

2x4 piece that is 20+ long

8 eye—boH-s

4 weed eater handies

2 Golf balls

Cut 2x4 into | £ pieces, cut au
-shape out of middle

Attach | eye bolt on both sides
of u

Dril Cut random holes on +he Plywood

Draw a Pa-l'h/maze to Follow

Attach | eye bolt on top left+ and right of Pl\/wood

Tie paracord to u shape board, then run through eye bolts
on Pl\/wood and then attach handles to each end

Pla\/'-

Set aoﬂl ball in u-shape
| person holds each handle and attempts to get gol@ ball
+hr‘ou3h moze without it Palhna in hole







You wil heed:

Large +ar'|9 or blanket

To Play:

Split into 2 teams

Teoms will line up at opposite ends of room
Raise the blanket between them so they
cannot see the oPPosina team

| person wil come up From each side.

Drop the blanket.

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

Variations:

Use after on Icebreaker gome that they dll
shared their favorite 'something’, so instead
of saying the other person's name, they

would have to say that Favorite "«;ome+hina"!
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Raceoen Clreles

Various activities u«;ing a rope about Eish feet in len3+h

Actiiih/_l;Alzm:I'_Me

e Knot the rope so it is how a circle

« Have a group of about Tish people circle up and all hold
the rope

e Wherever the knot is, that person wil talk about them-
selves until the knot makes it back around the them

* Groups starts moving circle around while one person is
+alkil’lf]

Activity 2 - About My Home

* Knot the rope so it is how a circle

e Have a group of about Tish people circle up and all hold
the rope

* | person attempts to ge+ the group to make the rope
into a shape of some+hina about their home (state shape,
dog shape, pine tree, etc)

* Once in the shape, the person will tell everyone what
they made and why

e | person wil hold the unknotted rope
o They will begin eharing about themselves while ro\ling the
rope into a ball

¢ This gives them something to do while +alking
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feamiorkisateamalayliares

o Buy Cards here:
shorturl.at/mJNY2

e Pass out Cards

o Tel everyone they are going to be choosing | of
the 4 guestions on their cards to ask another
person.

o They wil pair up by IiPﬁng their card in the air
and Pincling another person with their card in the
air

o Alter they ask ONLY | question they will switch
cards, it it in the air, and Find another partner
to do it again

Extrao:

e there are TONS of gomes to do with these
cards!
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Group stands in a circle

IT is in the middle and wants to get out

I (randomly and with much trickery and slyness) ap-
proaches a participant 9+ar\dir\g in the circle, points
at them, and yells 'DUCK!"

The pointed-at participant then ducks/squats down
The two participants on either side of the ducking
parficipant must turn to each other and point and
say the other participant's hame as quick\y as possi-
ble (so A B, and C are next to each other, B ducks,
A must say C and C must say A)

Whoever says the correct name First, wins, and
9+ay9 in their place in the circle.

Whoever says the other’'s naome second or says on
incorrect name must switch places with IT and go
into the middie of the circle

The new IT continues the gome

All ties or inconclusive results are decided by IT
Start with one person as IT and add more Ts as the
gome progresses
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oulMellicigRiSht

e Put everyone in a +igh+ circle

+ One person (most likely you) in the middle

e Wak up to someone and say one of the Followina: You,
Me, Lef, or Kiﬂhf The person you are +all<ir\ﬁ to has 5
seconds to say the name of whichever direction you
said.

e You countdown out loud the 5 seconds

If Yeu

This game is a twist on the Game Never Have | Ever.

Have everyone sit in a circle. You'll have one less chair than
you have players, and the player without a chair must stand
in the middie of the circle. Explain that you're going to say a
series of statement that all begin with ' You." When you
say 'Go," everyone who has done what the statement de-
scribes must Find a new Place to sit, leavir\g a new person
in the middle. This is one of those gomes that really doesn't
have a winner, so you can Play this as lonﬁ as you like.

Here are some sample Promp+9 you can use For this game:
e £ You have ever fdllen asleep in church
o IF you have ever broken a bone
o IF you have ever spiled something in a restaurant
o (F zou have put your shoes on the wrong Feet in the
last month
IS you like sausage on your pizza
s you know Psdim 23 hear+
s you can remember your First ar'ade teacher's name
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BunkiMatesikorele

Materials

Pen

Blank Index Cards

At

Everyone in the cabin receives 5 blank index cards in order to
write one question on each card. The purpose of the question
is to 6e+ to khow each camper better.

Example Questions:

- What's your Favorite movie?

- What's your Fav Food?

- What do you do during your Lree time?

- IR you had an extra $500, what would you spend it on?

s you could give 41000 to any charity, which one would it be?
Everyone sits in a circle in the cabin and puts the stack of
questions in the middie of the circle.

The First camper, Susie, picks a card and reads it dloud. Al the
campers write down the answer +hey think. susie wil give. Susie
writes down her answer without slnaring it. Whenever everyone
Finishes guessing Susie shows her answer. An\/one who gueggeol
cor'r'ec-l'ly, 3e+9 a point.

The activity continues until everyone ge*rs a chance to read out
a guestion or you are out of questions.

- o Quest ALt

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

In general, do people enjoy answering personal questions? Why
or why not?

Is there an important gquestion we should ask our cabin mates?
Friends? Famiy? (do you know the way to heaven)

Share that how
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NererHaVedEvey

Descripﬁon

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

For Example ‘Never have | ever been to New York." or
‘| have hever been Sky Diving.“ The people who are sit-
+ing in the chairs who have DONE what this person has
NEVER done must get up and switch seats. However,
they coannot switch seats with the person sitting di-
r'ec;+|\/ next to them.

The object is for the person in the middle is to quickly
toke a seat From those that are 9wi+ching seats be-
Fore they become occupied again This is a great way
to learn about people.

Con be used as a fun way to line up campers. Explain that

you are going to call out categories, and they wil need to

sort themselves as aluickly as Posc;ilole into a line in the or-

der you have suﬁgesi-ecl.
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



In this icebreaker, students are Pr‘omp+ed to either line up in

some particular order (loy Iair‘+hday, For example) or gather in

'blobs" based on some+hinﬂ -l-hey have in common (similar shoes,

Lor examp\e) What's great dbout this gome is that it helps stu-

dents quickly discover things they have in common. it's also ridicu-

lously easy: Students don't have to come up with anything clever.,

and they can responcl to every question without thinking too hard
adbout it.
Here are some sample Promp’rs you can use For this game:

Line up in alphobetical order by your First nomes.

Line up in alphabetical order by your last nomes.

Gather with people who have the same eye color as you.
Gather with people who 3e+ to school in the same way as you
(car, bus, walk).

Line up in order of your birthdays, from January I through
December 3

Line up in order of how many languages you speak.

Gother 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.
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Players must Lollow instructions for form groups as

quickly as -Hney can. Explain that you will be callina out

ca+egor'ies and in 20 seconds or less everyone must join

with others who Fit the same cleecr'ip’rion.

To beﬂin, have the whole group mil around, mixing raon-

clomly until you call out a ca’regory. After you call out a

category, dlow 20 seconds and call time. Then stop ond

see how People gr'ouped themselves. Then start over
Here some examplee-.

Same hair color

Same birthday month
Same color shoes

Same color eyes

Same Favorite food
Same Favorite drink
Live inh same color house
Save favorite...







- Iay Chris Cavert & Som sikes
Ideas For activities with a fun noodie

- Iay Chris Cavert & sam sikes
A Second book. of Ideas For activities with a fun noodle

- loy John Byl
Ideas for activities with a fun noodle and a rubber chicken

- loy Chris Cavert
Cheap ond Portable Team Building Activities

- Iay Jm Cain
Teamlauildinﬁ activities using just a rope

- Iay Gary Miler & Heather Horn
Big list of ideas for Icebreakers

- by Jennifer Carter
Ideas For Games and Icebreadkers with little +o ho props

- lvy Anthony Burcher & Mike
Burcher
Games and Activities that require no props

- by Group
Easy, Zero-Prep Games

- lvy Chris Cavert
Teamlouilding Goames that are easiy Por+alole

- by Jm Cain
180 activities ugina gimPIe props
- loy Jm Cain
Teambuilding gomes using Rope
- b\/ Jm Cain
No Prop Activities

- by Mike Anderson, Jm Cain & Chris Cavert

I00 puzzles and activities For teachable moments
Bs



Websites

- www.Pin+ere';+.com/chri;kallal
Free to set up. Pin great ideas to your own boards. Follow me at:

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

h++P9-.//wwwﬁacelaook.com/groupe/camppro';/
Over 9,000 members. Great for quef;ﬁon«; or ideas. Can Po«;+ a ques-
tion or search the page. Also has lots of Files to download

- patchworkmarketplacecom
Es«;enﬁany a teachers pay teachers site. You can upload your own ideas
or downlood others For a cost. Every Tuesday they upload 3 new
‘Free Ideas For the week'

- Www.campgames.orq
Gobs of games listed aIPhalveﬂcally Also each game is roted ‘o help de-
termine if you want to check it out or not

- www.you’rhwork-Pr'achice.com
Huge amount of Youth Resources, gomes, crafts, and ideas For Youth
Workers

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

- www.Lundoing.com
Huge collection of gomes aond resources for +eamloui|dina

- +r'aining-wheelc:~.com
Online Games Database, Training Seminars, and store for Teamlouildinﬂ
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- you+hdownloac|~;.com/games
Lots of 3rea+ game ideas that take litte +o no props.

- ;ummer‘camppr‘o.com/;cp—Pocl
Chris and Curts podcast full of great ideas

- jeusdautrefois fFree fr
Page is in French so maoke sure you use Gxoogle Chrome so it wil
translate. This page has tons of cool gomes For Gomerooms that some-
ohe handy cah look. at and build for your camp

- +Inel<ingof—randomcom
Youtube video instructions on how to make some Pr'e++\/ awesome
things Lor your comp

- www.ciownloadyou+hmir\is+r'y.com
Powerpoirﬂ' gomes ond lessons for you+h

- +eamwor'l<ancl+eamplay.com
Jim Cain's site of ideas, equipment, trainings, and info for Teambuilclinﬁ

BBS

- Connected PE Pty H+d
Cost: Free
Easy reference 3uide to a ton of gomes For +eam|9uilding

- Business success Pty Ltd
Cost: Free
Ton of Icebredker ideas

- Sand Mountain studios
Cost: Free
Abiity to slo mo videos to 1000fps
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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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