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Introduction 

Disclaimers 

 Before anyone gets too far into this, here are some things to make clear: I do not claim 

ownership over all of the games in this book. My goal is to create an anthology of sorts to help 

those in camp programming. I also do not claim ownership of any of the pictures besides those 

in the Monster Mask, Acrylic Paint Techniques, Pastel Techniques, Colored Pencils Techniques, 

and the Artful Letters.I also claim ownership in the creation of the diagrams present in this 

handbook as well as the system of organization. If you have created an image or game and no 

credit was given to you, please let me know and I can remove it or give you the proper credit 

you deserve. I hope you enjoy all that is in this handbook! 

I think I did that part right… 

What is the Point? 

  The point of this is to create a handy dandy resource for those who work in camp or 

youth ministry to use to have fun with their kids. Games can be hard and I know of plenty of 

ministry leaders who openly say that they struggle with it. Therefore, I spent many a night 

scouring the web, brainstorming games, and hours of tedious word processing to create a 

massive manual with camp ministry in mind. My original intent was to leave this behind at my 

camp as a tool to help those who would ultimately replace us in the future. As my last summer 

came to a close and I began a job as a youth leader, I found this to again be an invaluable 

resource to use with my kids so that they have even more fun. Therefore, if you are a youth 

leader reading this, please remember that this was originally done with camp ministry in mind 

and slowly began to incorporate youth ministry aspects. As a result, some of this may not be 

much help to you.  
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How Do I Use This? 

 What doesn’t come with a user manual? Certainly not this! This book is broken down 

into various sections. They are as follows: 

1) Icebreakers (games that are best in small groups and focus on helping people learning 

names and getting to know one another.) 

2) Small Group Games (games that are geared towards small youth groups or cabin 

groups; essentially 8-16 people) 

3) Large Group Games (games that involve the whole camp or a large youth group and are 

often played outside and possibly in a large playing area) 

4) YCT Games (Youth/Counselor Training Games) (aka Leadership in Training (LIT)) (games 

that are geared towards youth groups in general and counselor training programs; they 

work best with small to moderate size groups and meant to have some participate while 

others laugh and cheer on) 

5) Minute-to-Win-It Games (games that are based off the popular TV show and are 

relatively cheap and fun play. This is more of an off shoot of YCT Games and made more 

sense to separate for ease than to include with the YCT section) 

6) Nature Exploration (activities geared towards camps that don’t have a nature specialist. 

This provides a handy dandy little guide on various outdoor activities staff can do with 

campers) 

7) Arts & Crafts (a guide to various crafts and artist techniques (teach campers the basics 

of painting!) that can be used for an arts and crafts activity at your camp. This section 

also includes a crude pricing guide to help you discern the possible cost of each) 

8) Science Based Crafts (crafts that utilize a little science and are lots of fun (and messy!)) 

9) Party Games, Riddlers, and Brain Busters (these are mind games that are fun to use on 

others and great to use with youth or campers when there is some time to kill in 

between activities) 

10) Miscellany (various games and activities that don’t really fit in anywhere else, but are 

great to know and try) 

11) Spiritual Metaphors (various teaching illustrations that are excellent for explaining 

various spiritual concepts to youth and campers) 

12) Campfire Songs (a compilation of numerous campfire songs so you can add new ones or 

new variations to old favorites! 

13) Tips (various tips and tricks that help make your summer more memorable for yourself 

and more importantly, the campers to get them coming back year after year) 

14) Index (who doesn’t love an index that can assist with searches when looking for a 

particular game!) 
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15) Sources (citation of various places I pulled some games from that weren’t from my own 

brain, common knowledge, or shared with me via friends and colleagues) 

Within each of these sections, the games and crafts are broken down into various sub groups or 

elements that better classify the game as noted by the table below and set as the boxes 

following each entry seen below the table: 

Game Elements/Descriptors Color Designation 

Day Campers (Grades2-4)  

Elementary Campers (Grades 4-6)  

Middle School Campers (Grades 6-9)  

High School Campers (Grades 9-12)  

Points Game  

Doubles as a YCT Game  

Staff Break Time Games  

Rainy Day Game  

  

 

Day Camper Games are games suited for campers in grades 2-4 (the ones who usually 

don’t spend the night). Elementary Camper Games are geared towards campers in grades 4-6. 

Middle School games are obviously geared to campers in grades 6-9, and High School games are 

meant for campers in grades 9-12. These are the basic age differences that separate the games. 

Some games just aren’t meant for certain age groups. In an attempt to save discernment on 

your part as the reader, I’ve grouped them based on how other websites grouped them and my 

own opinion. Some games are adaptable and can be used for elementary campers through high 

school campers; if this is so, it will have a yellow, green, and blue box following its entry.  

 Points Games are games that have score values associated with them and can be used 

for camp wide competitions (kind of like how Hogwarts had a yearlong school competition 

using points with the winning house being declared at the end of the year (if you read Harry 

Potter)). These are games that we used to help promote healthy competition with our week 

long Cabin Cup game where cabins were teams and competed for points to win at the end of 

the week.  

 ‘Doubles as a YCT Game,’ means that while these are listed as camp games, they can be 

used for youth groups or counselor training programs with middle school and high school 

students. Games such as Capture the Flag would fit into this category. This is simply a way of 

avoiding writing the same games two or three times and taking up unnecessary space. If you 
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see the lime green box after a game, it means that you could use this in your youth group or 

with your camp’s counselor training program.  

 The camp I worked at had what we called ‘RC Time’.’ At this time, we’d gather all of the 

campers into the gym and the program leaders and work crew would take over for thirty 

minutes which allowed the counselors a break to recharge. We, as a leadership team, made it a 

priority to care for our employees physically, mentally, and spiritually. This was one way we did 

that. Here, I’ve called them Staff Break Games or simply Break Games. These are meant to 

encourage participation from all or nearly all campers for thirty minutes. They are great fun and 

usually easy to do. Instead of making a whole new section dedicated specifically to these types 

of games, I felt it easier to simply add the black box at the end as there were plenty of games 

that could double as a standalone group game and be used for thirty minutes to entertain kids.  

 Rainy Day games are…you guessed it! They’re games you can play while it is rainy. We 

realized that if a rain storm came in, we didn’t a back-up game as most of ours were indoors. A 

lot of group games can also be adapted to be used indoors so I felt it unnecessary to create a 

whole other section just for these when you could simply look under ‘Large Group Games’ and 

look at all the games with the teal box following their entry.  

 The sections are meant to be more broad categorizers and, in my opinion, a more useful 

break down for camp leaders who are looking for games. This is how I typically searched for 

games. If we needed a large group game for day camp, I flipped to the Large Group Game 

section and looked for all the games with red boxes. For us, this made game scheduling much 

easier and allowed us more time to work on the details of the games (i.e. budgeting funds for 

supplies) and possibly allowing time for us to create our own. This is all done with convenience 

in mind. The colors make the breakdown of age groups easier when searching in a rush or when 

you just don’t feel like reading everything.  

 

Anything Else? 

 Yes! In addition to this weird organizing system I came up with, I’ve also added ‘Editor’s 

Notes.’ These follow the games that we did during my time at camp and cover random 

thoughts on the success of the game to how it could have been better or even things to be 

careful of that we had failed to think about until it actually happened. Along with that, some of 

these games are originals that were created between colleagues, my boss, and myself. We 

never got around to posting these online, but they’re in here! You’ll see the word ‘Original!’ 

listed near the beginning of an entry. This is more to leave a footnote of credit on our part. To 
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our knowledge these games haven’t been done anywhere else, but you can now use them for 

your youth group or camp! 

 I found all of these games from various websites and groups (Young Life, Ultimate Camp 

Resource, and plenty of other websites and resources). I don’t claim to be the owner of any of 

the games beyond the ones I actually helped to create. If you are the lone creator of one of 

these games or activities and would like it removed, please let me know.  

 If you think this could be organized better, would like to suggest a game or variation, 

provide constructive criticism or anything else, please let me know. I’m always open to 

improving this and making it better. I plan on creating yearly editions to keep it current and as 

improved as possible. It is something that I truly enjoy doing. 

Also, one more thing; if you’re going to want to print this bad boy out, then you better 

have plenty of paper, color ink, and a binder ready to house it so that you can be the guru of 

fun (color makes it more enjoyable to look through I think). I hope that this helps you and your 

ministry grow so that others can come to Christ; that’s what it’s all about after all isn’t it?  

Good luck and God bless! 

Oh! One last thing! Here is the Cabin Cup to provide you with an example of an entry and to 

help explain the purple boxes you’ll see while reading: 

The Cabin Cup – This is a weeklong game that is great for encouraging campers to keep cabins 
 clean, memorize their memory verses, and try as much as possible during the games at 
 camp. Everything has points if you choose to use it as a Cabin Cup Game. Teams can 
 earn points per game and those add up. Likewise, cabins gain points for keeping their  
 cabin clean. Points are also awarded for accuracy during a memory verse quiz at the end 
 of the week. This game builds cabin unity as counselors try to coach and motivate their 
 cabins to do their best in everything at camp. At the end of the week, the winning cabin 
 can be awarded whatever you want (we created a massive trophy sculpture made from 
 soda cans and did ice cream parties some years). If you want campers to visually see 
 their progress, you can add up points daily and present them on a white board or fill 
 glass tubes with colored sand so there is a physical manifestation of their progress (I 
 would denote measuring cups with arbitrary points values to keep things accurate and 
 fair that you’d pour in).  
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Icebreakers 

Game Elements/Descriptors Color Designation 

Day Campers (Grades 2-4)  

Elementary Campers (Grades 4-6)  

Middle School Campers (Grades 6-9)  

High School Campers (Grades 9-12)  

Points Game  

Doubles as a YCT Game  

Staff Break Time Games  

Rainy Day Game  

 
 
 

Board Game Rotation – You will need plenty of 2 player board games, tables, and chairs for 

 everyone. Set up the tables in a circular fashion with an equal number of chairs on the 

 inside and outside of the circle. Set up the games at differing stations. Divide players 

 into two teams and have one team take to the inner circle and one to the outer circle. 

 When the game begins, players will begin to play their respective board game against 

 their opponent. Every five minutes have players rotate (you can vary it by having the 

 inner circle move 1 right while the outer moves one left). Good games to use: chess,  

  Yahtzee, Farkle (Zilch), Fanorona, Nine Men’s Morris, Mancala, Checkers, Risk (if you set 

 up the board right and play for greatest number of territories), Mexican Train, 

 Mengamenga, Go, Scrabble, etc.  

 

Brain Games – Many of these are taken from the Nat Geo TV show Brain Games which are 
great little challenges to help students learn together and participate in friendly competition. A 
lot of these are similar to the Brain Busters, Riddlers, and Party Games Section in this codex. 
These can also be used as Cabin Cup Games.  

• A Farmer and His Animals – There is a farmer who needs to get a across a river. He has 
a fox, a chicken, and a bag of grain. However, the farmer’s boat can only carry the 
farmer and one other item across. The question is, what is the minimum amount of trips 
that the farmer can take to get all of the items across the river? The catch? The fox can’t 
be left with the chicken and the chicken can’t be left with the grain. Give campers about 
30 seconds to complete this. The correct answer? 7 trips. The farmer takes the chicken 
across. Then takes the grain. Then the chicken back. Then takes the fox. Then goes and 
gets the chicken and takes it back over.  

• Catch a Dollar – You will need a dollar and a volunteer for this game. Hold the dollar 
and have your volunteer hover their fingers over the middle of the dollar. The goal is for 
the volunteer to catch the dollar with their fingers as soon as the person drops it. The 
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volunteer should never be able to catch the dollar mainly because the time it takes for 
your brain to register that the money is dropping and send a signal to fingers is not fast 
enough to catch it.  

• Fingers and Thumbs – This is a challenging body and mind game that is really tough at 
first. Have players put both hands up in front of their chests. The left thumb should be 
up and the right pointer finger should be pointing at the left hand. The challenge is to 
make this same shape but in the opposite direction as seamlessly as possible. Players 
can’t have two thumbs up at the same time or two pointers sticking out at the same 
time. This is difficult because the brain has to split decision making between the hands. 
This doesn’t become easier until your brain has had plenty of practice to create the 
proper neural pathways.  

• Match Goat – You will need 5 matches or 5 sticks for this game. Lay them out in the 
following pattern and ask players which ONE match needs to be moved to make a new 
goat.  

 
 
 
 
 
 
 
 

• 4 Lines, 9 Dots – This is a challenging Brain Game that is great for stimulating 
conversation or filling dead time in between activities. You will need to create 9 dots 
(they can be drawn on the ground, a piece of paper, or with anything). Challenge 
campers to find any way you can hit all nine dots using only four lines at most. The hint 
for solving this is to think outside the box. Solutions: 

 
 
 
 
 
 
 
 

 
 
Compass Name Game – Have all players stand in a circle minus one. This person is the caller. 
 The caller will point at someone and say, “You, me, right/left.” “You” is the name of the 
 person the caller is pointing to. “Me” is the name of the caller. Right/left is the direction. 
 Whoever the caller pointed to must say that person’s name according to the direction. If 
 the person gets the name right, they become the caller. If they get it wrong, they are 
 out. For added difficulty (especially if you aren’t playing outs) add a number before the 
 direction (1-5).  For example, the caller would say “Maria. Christian. 5 Right,” Maria 
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 must now name whoever is five persons from her right and get it right to become the 
 caller.  
 
 
Conversation Jenga – You will need to buy some small blank wooden blocks (similar to the ones 
 you would use for actual Jenga). On the top of each block, right one question 
 (McDonald’s or Burger King? Favorite Movie? If you could time travel to any point, 
 which period of history would you go to? Who would win in a fight: a thousand turkeys 
 or a T-Rex?). Whenever someone pulls the block out, they must answer that question 
 before they place it anywhere on the structure. Normal Jenga rules apply and the game 
 goes as normal, the focus is on starting conversations with everyone.  
 
 
Conversation Starters – The following a quick, easy conversation starters that you could put on  
 laminated cards at dinner tables to encourage conversation between new groups of 
 people.  

• Pills  - the following simply asks, which of the following pills would you take given the 
choice? 

o Red Pill – Strength – You can run at the speed of sound; lift 100 tons; have super 
endurance 

o Purple Pill – Wisdom – 5000 IQ; Perfect memory; Light speed logical computing 
o Yellow Pill – Shapeshift – Change into anything; extended lifespan; know all 

languages 
o Green Pill – Elemental – Resistant to all elements; can manipulate all elements; 

can communicate with animals 
o White Pill – Rebirth – Start life over anywhere and as anyone 
o Orange Pill – Psychic – Teleport anywhere; move things with mind; read minds; 

predict future 
o Blue Pill – Time – Travel backwards or forwards in time; know all languages; 

extended lifespan 
 
Event in History – Ask campers if they met someone who could take them anywhere in time, 
 where would they go and why? 
 
 

Footwashing – This is a great spiritual activity that immediately confronts awkwardness with 
 one another while also providing a great opportunity to lead a devotional in the cabin. 
 You will need soap, water, wash basins, wash cloths, and towels. Have a leader lead off  
 by having a camper sit in the chair and wash their feet. Once down, the camper now 
 washes someone else’s feet. If you do this in a large group, be sure to have guys to guy’s 
 feet and girls to girl’s feet. This is great for high school kids as it tears down some walls 
 pretty quick.  
 Editor’s Note: This is a great activity to do with staff training. I’ve also used it in youth 
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 group with great success. One year we actually used this with the high school kids since 
 they were all ‘too cool for games and each other.’ They got much more comfortable 
 with one another after that! 
 
 
Four Corners – You will need a room with four corners obviously and a set of prepared multiple 
 choice questions about camper interests and ideas. Have the leader designate each 
 corner as either A, B, C, or D. As the leader asks questions, campers run to the 
 designated corners to show their answers. You can have campers explain answers if 
 you’d like.  
 
 
Have You Ever – This game is great to introduce new staff or new campers to one another and  
 to better help them learn a few things about each other. Form a circle with chairs with  
 one less chair than the number of people. The person in the center will ask out loud, 
 “Have you ever…fell asleep in church…run a 5k…gone on a missions trip…threw up on a 
 roller coaster…etc.” If anyone has done whatever the person had asked, they must get 
 up and find a new seat. Whoever can’t get a new seat is now in the middle and must ask 
 the question.  
 
 

Icebreaking Board Games – There are plenty of board games that are ideal for creating 

 discussion for campers. While these may be pricey at times, they are great tools that can 

 be utilized for fun and get kids talking about all kinds of things.  

• Superfight – This game seeks to answer the age old 

question that has kept many a philosopher awake at night 

– who would win in a fight? A hipster with a time 

machine or a stegosaurus in a scuba suit? There are 

numerous expansion packs (one of which is not 

appropriate for camp, but the game itself is). Players 

must debate over who would win and then a vote must be 

taken by the group to determine the winner. Expansion packs include locations and 

scenarios for your fights.  

• Tabletopics – Great game to get conversation going – the game focuses on icebreaking 

questions that all can answer and lead into great, deeper discussions.  

• Toss N’ Talk Balls – You can make your own or purchase these online through various 

retailers. Essentially, campers throw the ball back and forth and wherever their right or 

left thumb lands, then they must answer that question aloud before throwing it to 

someone new.  
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Jelly Bean Traders – You will need plenty of colorful jelly beans for this activity. Give each 

 person 10 beans of varying colors. When you say, “Go,” each person must try and get 

 ten jelly beans of the same color through trading with others. The first person to get 10 

 of the same color is the winner, but encourage them to then help someone else who is 

 struggling and see how quickly they can do it as a group. Then everyone can eat the jelly 

 beans .  

 

Me? Embarrassed? – You will need some pencils and small pieces of paper. Have everyone 

 write done one embarrassing situation that they have been in. Then crumple them up 

 and put them in the center of the group. A person will take a piece of paper and read it 

 out loud. As a group, everyone will try and guess who’s embarrassing situation that is. 

 
Musical Handshakes – You will need a small boombox or iPod docking station. Play music for a 
 set period of time. During this time, players must go and shake hands with someone 
 then move onto someone else. Whenever the music stops, Everyone who isn’t already 
 shaking hands with someone must find someone. Then the leader will say a question 
 that the pair must answer to one another (it can be funny or serious). Examples: 

• What’s your favorite kind of pizza? 

• Where would you vacation to if money wasn’t an issue? 

• What is your favorite sport? 

• When was a time you were really sad?  

• When was a time you were really happy? 
 

 

Paper Toss Game – This is a great icebreaker game. You will need paper (preferably half sheets 

 or scrap paper) and pencils. Have every camper and leader write down a simple 

 question (keep them light-hearted and fun). Once everyone has written a question 

 down, have all of the campers crunch up the questions into a ball and through them to 

 one designated area of the cabin. Next, the leader can call up campers to get to know 

 the names and the camper picks up one ball, unwraps it, reads the question, and 

 answers the question for everyone. Quick, easy, and fun. 

 
Question Ball – You can either buy a question ball, or make your own by simply buying a beach 
 ball or children’s ball from a store and writing questions over it in permanent marker.  
 Have everyone sit in a circle and pass the ball around. Wherever your right thumb (or 
 left, it’s up to you) lands, is the question you have to answer. Questions can range from 
 Coke or Pepsi? to What is your favorite book of the Bible? 
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Samurai – This game isn’t as much on learning names, but it’s great for a cabin to play together 
 to get comfortable around one another and to feel welcome. You will need a pool 
 noodle for this. Create a circle with all the players just slightly out of reach of the 
 noodle. The samurai will stand in the center and count down from 3 and then make a 
  swing. The samurai can either swing high or low. If he/she swings high, the group must 
 duck. If he/she swings low, the group must jump. Whoever is hit because they did the 
 wrong movement is out. Whoever is the last one up is the new samurai. Be sure not to 
 swing too hard when swinging high to avoid hitting someone in the head hard. 
 
 
Shoe Frenzy – Have all players remove their footwear and throw them in the middle of the 
 playing area as one large pile. Divide everyone into two teams and have the two teams 
 stand in a line. The first person from each team will run and find their shoes and put 
 them on and tie them. If sandals/flip-flops are involved, have them run across the 
 playing area and back before continuing. Once the person has their shoes on, they run 
 to the back of their team’s line and the next person in line goes. This game is crazy 
 competitive and fun. It’s also fun to throw some shoes around so that people really have 
 to search for them once the game begins. 
 Variation: One variation is to use people’s car/house keys and mix them into a pile. This 
 takes longer for players to search unless they have something of note attached to their 
 keys.  
 
 
Signs – Have every sit in a circle. Everyone must designate a sign for themselves (i.e. scratch the 
 cheek, wink, flip hair, cross arms, etc.). Once everyone understands everyone’s signs, 
 one person will be put in the middle and someone will start (best to close the eyes of 
 whoever is the middle until the decision is made). Once this is done, the game begins. 
 People pass their signs along by doing their sign and then doing another player’s sign. A 
 player must do their sign so that the person who signed them knows that they received 
 it and understood it. The sign continues to be passed around. The person in the middle 
 meanwhile is trying to catch anyone in the act of doing their sign. If the person in the 
 middle catches anyone, the person who was caught is now and the middle and a new 
 person starts the next round. It’s a little complicated, but can be a great mental game 
 for older kids.  
 
 
Silent Interviews – Have campers pair up with one another (preferably with people that they 
 don’t know too well). Have each camper state their name to the other. From this point 
 on, no one can talk. The goal is to learn 3 things about the other person without using 
 any words or sounds. After a set amount of time, have the leader bring everyone 
 together and have everyone share the person they interviewed’s name and the things 
 learned about them to see if you were correct. 
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Sit Down If… – This is a simple and great game to get to know your campers or groups of 
 people and can also be used to get assemblies a little loosened up before a main 
 presentation.  If you want to stir a large group you can make a Powerpoint show with 
 various slides saying, “Sit down if you did X or have ever done Y.” If any of the kids did 
 something that you said, they sit down. Works great in cabins if you prepare a few 
 questions ahead of time.  
 
 
Stranded – You and your group have just been shipwrecked on a deserted island. As a group, 
 have everyone say what item they would bring and why (each item should represent 
 something about them). Have the leader write down each name and item. After 
 everyone has shared, the group must then find a way to use all of their items to keep 
 everyone alive until help comes!  
 
 
Strung Out – You will need some yarn for this game. Cut up varying lengths of string but make 
 sure that there is one that is equal to another. When the game begins, have campers 
 move around the room and try to find who has their matching length of string. Once 
 they find that person, you can encourage them to learn 3 things about their partner.  
 
 
Suspending Judgment – You will need writing utensils and halved notecards for this activity. 
 Have players pair off with someone that they don’t know (if they know anyone in the 
 group). In pairs, they will stare at one another for approximately 30 seconds. After 30 
 seconds, they will turn away from one another. Then the leader will ask 5 questions and 
 each person must answer about the other person. Sample Questions: 

1. What is your partner’s dream car? 
2. What is your partner’s favorite cereal? 
3. What is your partner’s favorite type of music? 
4. What is your partner’s dream job? 
5. What are your partner’s favorite hobbies? 
6. What is your partner’s favorite subject in school? 

Have the pairs then discuss their answers with one another and see how accurate they 
are with one another. You can then build a lesson off of this as they make assumptions 
off of one another based on appearances and stereotypes. This can lead into a whole 
lesson on how we judge one another before knowing one another. 

 
 
Swat 2.0 – An amazing name learning game that lets you hit people! You will need half of a pool 
 noodle and a wastebasket or something to rest the noodle on. Have the players form a 
 circle around the playing area. One person will be in the middle. He or she will start 
 moving towards someone to hit them with the noodle. The only way this player can save 
 themselves is to say someone else’s name. The person in the middle must then find that 
 person and go for them. This person can then only save themselves by saying another 
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 person’s name. The only rule for this is that you can’t say the same name twice. If the  
 person in the center hits someone with the noodle, they must run the noodle to the 
 wastebasket and PLACE it on the top and then run back to the spot where the person 
 they hit was sitting. The person who was hit must run to the wastebasket and grab the 
 noodle and hit the person who was in the middle BEFORE they sit down to stay out of 
 the middle. This helps campers and students learn everyone’s names in a relatively short 
 time.  
 Variation: Food Chain – Put everyone in a circle and have them think of an animal. 
 Everyone must say that animal out loud. Go in a circle a few times so everyone can hear 
 each person’s animal name. Also be sure that everyone has a different name. One 
 person will start by saying their animal eats another animal. For example, whoever said 
 shark would say, “Shark eats deer.” The swatter then goes after who the deer is. The 
 deer gets out by saying they eat another animal. If they’re hit, they are now in the 
 center.  
 
 
Tell Me A Story! – You will need some writing equipment (paper or paper pads and pens and 
 pencils) and some packs of Rory’s Story Cubes which you can get at Wal-Mart or Target 
 for fairly cheap. Give each player a piece of paper and pencil/pen. Tell players that they 
 are now in writing contest. Whoever writes the funniest story wins! Roll out 3-8 cubes 
 and tell everyone what the pictures are or let them look at them themselves. Once 
 everyone is ready, start a timer for five minutes. During those 5 minutes, players must 
 write a humorous story using at least three of the cubes. After 5 minutes are up, players 
 will share their stories. Some will be great, others maybe not, but there’s also a second 
 chance in round 2! Vote on the best one and start again! This game is great for kids who 
 love to read and write! 
 
 
The Human Knot – the object of this game/activity is to get campers uncomfortably close with 
 one another. This is a great way to build team unity for you cabin and staff! To begin the 
 game, have the players circle up and hold hands with any two people. The only 
 stipulations are that you cannot hold two hands with the same person and you can’t 
 lock hands with the people immediately beside you. Once your group is good and 
 knotted up, have them try and unbind themselves until they are all out of the circle 
 holding hands together.  
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The Toaster Game – You will need a toaster, some bread, toppings, and a spreading knife. Put a 
 piece of bread in the toast and begun discussing. Have one person go at a time. 
 Whoever is talking when the toaster pops must eat the toast with whatever toppings 
 everyone decides to add. To encourage talking, try using a question ball and tossing it 
 around. Try using Nutella, jelly/jam, pie filling, syrup, mayonnaise, ketchup, sprinkles, 
 butter, chips, and other things to make crazy concoctions! Caution: Be aware of food 
 allergies! 
 
 
The Toilet Paper Game – You will need a roll of toilet paper. Pass the roll around to everyone 
 and tell them to take anywhere from 1-10 sheets off. Once the roll has been passed 
 around, have everyone share one thing about themselves per the number of toilet 
 sheets that they have. 
 
 
Timeline – You will need markers and a long sheet of paper. Have campers or staff create a 
 timeline from when they were born to the future. They can share when they were born, 
 key events in their lives, and even when they plan to accomplish any hopes and dreams. 
 Have campers/staff explain why they put what they put on the timeline.  
 
 
Two Truths and a Lie – Quick and easy game that requires no materials, only players. Everyone 
 needs to come up with two truths and one lie about themselves. This allows 
 campers/students to learn more about one another. For example, “I’ve been to 
 Australia and New Zealand, I’ve run a half-marathon, and I walk my dog daily.” Any one 
 of those can be the lie and the other players need to figure it out.  
 

Unicorn – You will need plenty of masking tape. Take off chunks of tape and hand a piece to 

 each player. They are to make a loop out of this tape and place it on their noses. When 

 the game begins, everyone must find a partner and touch noses where the tape is. On 

 the count of three, they’ll both pull back. Whoever lost their tape sits down (both could 

 lose their tape if they were both falling off). Whoever has the largest tape loop horn at 

 the end of the game wins (which is also the last person standing). This game is great for 

 encouraging kids to get a little uncomfortable for some fun.  
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Who Stole the Cookies from the Cookie Jar? – This is a great singing name game for younger 

 campers and goes as follows:  

 (Group Sings) “Who stole the cookies from the cookie jar? (Insert name of camper) stole 

  the cookies from the cookie jar!” 

 (Camper Sings) “Who me!?” 

 (Group Sings) “Yes you!” 

 (Camper Sings) “Couldn’t be!” 

 (Group Sings) “Then who?!” 

 (Camper Sings) “(Insert name of new camper) stole the cookies from the cookie jar!” 

 The song continues like this until a leader decides to end it.  

 

Year of the Coin – You will need fairly newly minted coins (made within the last decade). Hand 

 out one to each camper. Every camper must share something that he or she had done 

 during that year.  

 Variation: If you have some older coins or better yet, ancient coins, you could have 

 campers imagine what they would be doing if they were born in that year.  
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Small Group Games & Activities 

Game Elements/Descriptors Color Designation 

Day Campers (Grades 2-4)  

Elementary Campers (Grades 4-6)  

Middle School Campers (Grades 6-9)  

High School Campers (Grades 9-12)  

Points Game  

Doubles as a YCT Game  

Staff Break Time Games  

Rainy Day Game  

 
 
 
500 – You will need a football of softball for this game. Have one person be the thrower and 
 have everyone else go out about throwing distance. The thrower will throw or toss the 
 ball and yell, “I’ve got 300 up for grabs!” The number value should be between 50 and 
 500. The number yelled is the amount of points awarded to whoever catches it. If you 
 drop it, you lose that many points. Negative points are possible for this game. Be aware 
 of those who may get overly aggressive while playing.  
 
 
Asteroids – You will need at least 2 dodgeball balls per person (or small Nerf foam balls). Give 
 each player their balls and begin the game. Players are allowed to throw their balls at 
 anyone. If someone is hit, they are out and must “explode” by throwing their balls up in 
 the air. If anyone is hit by this “ball debris” they too are out and must “explode” by 
 throwing all of their balls away. A player can get back in by picking up a ball that rolls 
 close to them. You can also add in barriers to add a little more strategy to the game. 
 Last one standing wins! 
 
 
Ball Name Game – You will need various sized boxes, various sports balls, approx. 3 collapsible 
 tables, bed sheets to cover the top and fronts of the tables, aluminum pie plates, and 
 whip cream. This game is great for welcoming campers and youth or special adults to 
 camp or youth group. Select a certain number of youth or campers from your group 
 (Five is usually a pretty safe number). The leader will explain to everyone that the five 
 (or whatever number you choose) are racing against one another and they must name 
 whatever ball is under the boxes which are set on the covered tables. They are to flip 
 the box up, name the ball, and then move on. After this, another leader will take the five 
 out of the room so the others can ‘set up.’ Back inside, the leader will explain that 
 another leader has his or her head hiding underneath a middle box. They are to cheer 
 for the person who is playing the game. As the participant goes down the line of boxes 
 and naming balls, he or she will get spooked by whoever is in the middle. Now, on the 
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 last one, have a fourth leader make a whip cream pie. Whenever the player comes to 
 the box that the leader is under, have the fourth leader pie them in the face to surprise 
 them. Make sure you have towels handy and don’t do it too hard (those pies can hurt!)  
 
 
Beach Towel Volleyball – You will need a volleyball, a volleyball net/court, and plenty of beach 
 towels. The game works the same way as a traditional volleyball game but team players 
 must pair up and use the towel as a means of catching and sending the ball back over 
 until someone drops it and it hits the ground. For more fun, you can always use water  
 balloons and lob them at one another over the net.  
 
 
Bowitgee – This is an Aborigine game that is ideal for energetic day campers because it doesn’t 
 have clear rules, but involves a lot of physical activity. You will need a clear playing area 
 and a tennis ball (or two if you want to make it more challenging. Begin the game by 
 having players run in a clear circle (you can use one drawn with chalk or lay out cones 
 for boundaries). As players run, toss a ball to a player. This player must then pass the 
 ball off to someone else either by throwing or passing the ball. Have kids call out names 
 before passing to help them learn names. End the game whenever they’re too tired to 
 go on or when the next thing is ready to go! 
 
 
Candy Madness – You will need packing tape, bags of candy, and dice. Have all players get in a 
 circle. One person gets the tape with candy all through it and someone beside them gets 
 two dice. When leader says “Go,” the person holding the tape ball will try and wrap it as 
 quickly as possible. Whatever they unwrap is theirs to keep. Meanwhile, the person with 
 the dice is trying to roll doubles. As soon as they get doubles, they take the tape ball and 
 pass the dice to the person next to them. The game continues in a circle until there is no 
 candy left. It may be wise to have an additional bag available to make sure everyone 
 gets at least one piece of candy.  
 
 
Capture the Fort – You will need plenty of cardboard boxes (preferably the ones that retail 
 stores get their shipment in or that you use when moving), water balloon catapults, and 
 water balloons. Give each team the same number of boxes to stack up however they 
 like. When the game begins, each team will take a turn launching a water balloon at 
 their cardboard forts trying to knock them over. The first team to knock the other’s fort 
 down wins the game.  
 
 
Chariot Races - Set up a track in the gym somewhere. Four people constitute a team. Three of 
 these people grab the front end of an old blanket and the other sits on the end while 
 the pull them around the track in a race against others. For added fun, you can give the 
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 riders noodles and have them battle one another or blindfold the three pulling the 
 blanket.  
 
 
Charades Dice – You will need to turn two or more wooden cubes into dice meant for acting 
 out certain animals in emotional states. On one die, you should write out 6 emotions 
 and on the other, 6 animals. Have campers try and act an animal in the listed emotional  
 state (i.e. ‘scared’ & ‘elephant’). This is similar to Rory’s Story Cubes. This is also a great 
 tool for a Drama Club activity. 
 
 
Cobbler, Cobbler – This is a simple circle game that is great for day campers to fill dead time 
 between activities. Have everyone sit in a circle and have one person sit in the middle 
 with their eyes closed. Then everyone sings the following: 
 “Cobbler, Cobbler, where’s my shoe? 
 Have it ready half past two, 
 If by half past two it can’t be done 

Have it ready half past one!” 
While the song is being sung, a counselor will pass their shoe or something else behind 

 their back around the circle. When the song ends, the shoe stops moving. Everyone has 
 their hands behind their back and the person in the middle gets three guesses as to who 
 has the shoe. If they guess correctly, they are out of the middle and whoever had the 
 shoe is in. If they didn’t guess, they stay in the circle for another round.  
 
 
Counting Coup – You will need a blindfold, cards with numbers on them, and you will need to 
 mark out a circle for players to stand behind (it should have about a 5-10’ radius). Select 
 one person to be It. It must then sit blindfolded in the center of the circle. Have all the 
 other players draw notecards with numbers on them – this is the order that they are to 
 approach It in. Once they have their numbers, players must line up in any order around 
 the outside of the circle. In the order of their notecards, players must approach It while 
 counting aloud with everyone else. It can yell “Stop!” at any time to freeze the count 
 and whoever is approaching It must freeze in place. Then, It can point in the direction 
 that they believe they are being approached from. If It is correct, the stalker lays his or 
 her card where their closest toe to it was and return to the outside of the circle to count 
 with everyone else. It is now the next person’s turn. If It is wrong, the count resumes 
 until the stalker is caught or until the stalker touches It. If they reach It, the current It is 
 out and the stalker becomes It. Whoever gets the closest, or stays as It longest wins! 
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Crowd Surfing – Just like you do in concerts! This activity is great for building team unity and 
 trust within a staff or cabin. If you want to make this activity worth Cabin Cup points, try 
 having cabins race while moving one person on top of a crowd from one point to 
 another without falling.  
 
 
Dead Fish – What do dead fish do? Nothing! Have campers spread out and play dead. If anyone 
 moves or laughs, they are tagged and are out. However is the last one dead wins! 
 
 
Denied! – You will need a medium sized trashcan, lots of paper balls, paper batons, and tape to 
 mark boundaries. Divide players into two teams. One team will stand outside the circle 
 and attempt to throw paper balls into the trashcan. The other team will take a baton 
 and lie down on their backs with their head near the base of the trashcan. Their goal is 
 to swat away as many paper balls as possible. Play the game in rounds. After some 
 much time has elapsed, have the teams swap roles. Whoever ends up with the most 
 amount of paper balls in the trashcan is the winner! (This can also be used as a Game 
 Show Game (see under Large Group Games)) 
 
 
Dinosaurs – This is a great game for young campers that is similar to Captain’s Coming. You will 
 need a whistle or horn that the game leader can blow. Divide players between “Adult” 
 dinosaurs and “Baby” dinosaurs (shoot for about a 1:1 ratio of adults to babies). Have all 
 players run around in the playable area. The leader will then blow the whistle and yell 
 out, “Danger Alert.” After that, the leader will announce the type of danger: 

• Danger Alert: Rain – 2 adults must make a bridge so a baby can hide underneath the 
adults. 

• Danger Alert: Volcano – 4 adults must make a “shield” around any number of baby 
dinosaurs.  

• Danger Alert: Earthquake – An adult must lay on their stomach and have a baby rest 
atop their back.            
If a baby is left without shelter, they are out. If any adults are left without a baby to care 

 for, they too are out. After 5 rounds, whoever is left are the winners.  
 
 
 
Diced Darts – You will need to make two large oversized dice and outline 
 a dart board on the ground. Have campers or youth roll the dice 
 and try to get them to land on the highest scoring spot on the dart 
 board. Multiply the landing location with the number on the dice 
  facing up to get your score! Highest score wins! 
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Dodge It! – This is a simple game. You will need a dodgeball. Select a volunteer and have 
 everyone else line up in a circle. The volunteer will be in the middle. Everyone that 
 makes up the circle should have their backs facing the person in the middle and should 
 spread their legs apart to the point where their feet are up against their neighbors’. 
 They then need to bend over and have their hands hang between their legs. One person 
 will start and hit the ball with their hands. The person in the middle needs to try and 
 dodge the ball. The person in the middle gets one point each time the ball goes out of 
 the circle. Someone in the circle gets a point when they hit the person in the middle. 
 Upon hitting the person in the middle, whoever hit the person in the middle swaps out 
 with whoever was in the middle.  
 
 
Drip-Drip-Splash – This is played the same way as Duck, Duck, Goose, except that instead of 
 using your hand on someone’s head, you drip water and say drip (where you’d say Duck) 
  and splash water and say splash where you’d say Goose. This is great for young 
 campers on a very hot day. 
 
 
Epic Paper War – You will need to clean out your unwanted paper recycling bin. Crumple the 
 paper into balls. It’s best to have a 4-1 ratio for campers so that there is plenty of 
 throwing going on. Divide campers into teams of 5-10. Give teams an equal number of 
 balls to start. When the leader says, “Go,” campers will begin throwing paper balls at 
 one another. The goal is to get as many of your balls over to the other team’s side as 
 possible while having the fewest on your side. This is a frantic game so it’s best to keep 
 the game on  a time limit before counting and restarting.  
 
 
Flea Market – You will need to cut out squares of different colored paper; you will also need to 
 write various numbers on some of them. After this is done, hid the pieces of paper 
 throughout the playing area/room for players to find. Allow players time to search for 
 the pieces. After all have been found, players are to start trading with one another 
 trying to figure out which ones are the most valuable (only the leader knows the true 
 value). Once players have traded all that they feel necessary to (or after a time limit) 
 reveal the values of the cards and calculate points – whoever has the most points wins! 

• White = 1 point 

• Brown = 5 points 

• Green = -5 points 

• Blue = 2 points 

• Red = 10 points 

• 7 = 50 points 

• 11 = Double Score 

• 13 = -50 points 

• 15 = 1 point 
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Note: You can use whatever colors and point values you wish; these are just examples.  
 
 
Finger Fencing – Awesome competitive two man game or large group game if you want to do a 
 competition! Have campers/students pair up with someone. The participants need to 
 lock hands with only their pointer fingers exposed. This finger is your only weapon. Your 
 goal is to tag your opponent with your finger anywhere on their body except for their 
 immediately wrist area. This gets campers competitive and worked up as they compete 
 to see who is better.  
 
 

Frog – This is a great sing along/word game that is ideal for small campers. Have all players sit in 

 a circle. Player one will say, “One frog,” the person to their right will say, “Two eyes,” 

 the next person will say, “Four legs,” and the last person will say “Ker-plop!” You can 

 play to see how many “frogs” you can get into the pond (however many times you 

 complete the four pieces) or you can play until someone messes up. When someone 

 messes up (they miss their part or say the wrong thing), everyone shouts, “Frog!” and 

 they are out. You can then play until only one person is left, constantly getting faster 

 and faster.  

 

Giant Angry Birds – You will need lots of boxes of various sizes 

 and shapes as well as green  balloons to represent pigs 

 and a kickball to represent the bird. Stack the boxes with

  the green balloons sitting in various places (green balls 

 work better as they are heavier but balloons are 

 cheaper). The game is played like regular Angry Birds 

 then where you must throw the ball and knock out the

  pigs. However, limit rolls/tosses to make this more 

 challenging. You can also use a 3 person slingshot to 

 make the game more challenging when launching the 

 ball. 
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Gitja – This is another Aborigine game that is great for smaller kids, but can be played at all age 
 levels. Select one player to be ‘It’ and another player to be the Middle. The rest of the 
 players make a circle around the Middle with It on the outside of the circle. The goal of 
 the game is for It to catch the Middle. However, the circle around the Middle is allowed 
 to move and prevent It from getting in. It may only enter the circle by ducking under 
 someone’s arms. The circle players can prevent this by kneeling down. It cannot break 
 through the circle and the Middle cannot leave the circle. Once It catches the Middle, 
 start over with new players.  
 
 
Gorilla, Man, Net – Similar to rock, paper, scissors but more physical than just with your hands. 
 Have campers and students pair up with one another. Players should face back to back 
 and chant, “Gorilla beats the man, man beats the net, net beats the gorilla,” and then 
 turn around facing one another. The sign for gorilla is two arms raised in the air. The 
 sign for man is a gun and the sign for a net is two arms spread wide. You can use this 
 game for a large group and have them do a pseudo championship match to whoever is 
 left standing.  
 Variation: See Giants, Wizards, and Elves 
 
 
Grab Bag Skits – Simple enough, gather bags full of random props that can be used in a skit and 
 give them to groups/cabins (if the camp has old costumes or the staff has some for 
 other games and activities, stuff those in too for added fun). Have campers/students 
 create their own unique skit and showcase it for everyone else. Always funny and 
 always simple. Winners can be awarded Cabin Cup points 
 Variations: 

• Movie Reenactment – Have campers try and act out a movie and have others try 
and guess what the movie is. 

• Sum It Up – Have campers summarize the plot of a movie in 5 minutes using only 
what is available to them to use as props.  

• Glow-In-The-Dark – Have campers use glow in the dark props and perform a skit in 
the dark using only glowing props. This can also be adapted to the above variations. 

• Human Machine – Have all of the participants create a contraption with as many 
moving parts as possible to either achieve a goal or making sounds. If you’re using 
sounds, have them all work together to play some kind of tune. 
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Hamburgers and Noodles – You will need pool noodles that have been cut in half and slices of 
 noodles to be the hamburgers. Make sure that all of the players have a noodle and a 
 hamburger. Players must rest the hamburger on the top of either hand and it cannot be 
 held against the players’ body. The object of the game is to swat the hamburgers off of 
 people’s hands while balancing your own. If yours falls off or is knocked down, you must 
 then sit where you are and wait for the game to end. The winner is the last one 
 standing. Again, the hamburger cannot be held against any part of the player’s body. 
 
 
Hand Tap Game – This is an elimination game – have all players either lay flat on the ground or 
 kneel down in a circle with their palms flat on the ground in an alternating fashion (i.e. I 
 lay my hands flat on the ground and my neighbors each have a hand in between mine so 
 that there are two other hands between mine). Play starts at the leader. The leader will 
 tap their hand once on the ground. One tap means that you are moving to the right. 
 Whoever’s hand is next must also tap – if they don’t do it or the hand after theirs does it 
 before they can, that hand is out. It must be tucked behind their back. When a player 
 loses both hands, they are out. Direction can be reversed by a double tap. If someone 
 taps their hand twice, play goes in the opposite direction until someone double taps 
 again. This is meant to throw off the sequence of play and keep everyone alert. The last 
  person with a hand in wins! 
 
 
Herbivore and Carnivore – You will need lots of blindfolds. Have players pair up except for one. 
 This person will be the carnivore. Each pair must come up with some kind of call that 
 they can use to find one another. The carnivore will stand in the center of the playing 
 area. One half of the pair will go to one end of the field while the other stays behind. On 
 each end, the herbivores will put a blindfold on. The carnivore will also put on one. 
 When the game begins, the herbivores must use their calls to find one another without 
 being eaten by the carnivore. The carnivore only has to make noise when he/she is 
 moving to alert the herbivores, otherwise he/she can stay quiet and tag people.  
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Human Foosball – This game will is larger than a small group game, but not really big enough 
 for a large group game – it will essentially require two cabins’ worth of kids to play. 
 Ideally, there should be fourteen people per team; ten to play the field and four to 
 collect rogue balls to throw back into play. You will therefore need 20 chairs and two 
 small goals. Layout the field as shown below: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 All blue players should sit facing the RED goal and all red players should sit facing the 
 BLUE goal EXCEPT for those outside of the playing area, these players are to retrieve 
 balls and throw them back into play. The rest of the game works that normal Foosball. 
 The leader will begin the ball to start the game and after each goal in the middle. From 
 there, players must kick the ball while remaining in their seats. They need to figure out a 
 way to move forward and score goals. If the ball falls dead somewhere, the leader can 
 either reset it or treat as an out and award the ball to the team that didn’t kick it last. 
 Players CANNOT leave their seats to get a better angle, but the can move in their seats. 
 The highest score at the end wins! 
 
  
Hungry Hungry Hippos – You will need harnesses and fairly long elastic tubes (like the ones 
 used for water balloon slingshots), as well as small plastic balls. Create 4 teams. One 
 player from each team will wear the harness and be tied down to a sturdy object. When 
 the leader says go, they will charge to the cent and grab as many balls as possible with 
 ONE hand only. They will keep doing this until all of the balls are gone and whoever has 
 the most balls afterwards wins. (Can be a staff break game with enough supplies) 
 
 
Jousting – This is a game of balance. All players must pull one leg back (heel to butt) and stick 
 out their arm with the free hand with their palm open. When the game begins, all 
 players will hop on one foot and try to knock an opponent off balance by hitting their 
 palm with their palm. If you fall over at all, you’re out and must sit down. Players are not 
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 allowed to use shoulders, legs, or anything besides their free palm to knock someone off 
 balance.  
 
 
Kangaroo – You will need dodgeballs and a cricket bat (a good tennis racket works too) as well 
 as cones to mark a line. Choose one player to be the kangaroo. Everyone else will stand 
 in a line behind the cones set out and take a dodgeball. When the game begins, the 
 Kangaroo can run or jump throughout the rest of the playing area while trying not to get 
 hit. If they are hit, whoever hit them replaces them as the kangaroo. Players cannot 
 cross the line for any dodgeballs unless the game is paused and they are told to do so. 
 Whoever lasts the longest as the kangaroo is the winner if you want to have a winner. 
 You can also give the kangaroo the bat or racket to deflect dodgeballs to give them an 
 edge.  
 
 
Kick the Can – Hide and seek with a twist. You will need one tin can. Designate one player to be 
 it. The game begins when the person who is it kicks the can. The person who is it then 
 walks around looking for someone to tag. If someone is found, they are brought to jail 
 which is in the center of the playing area. This process continues until whoever it is finds 
 everyone. However, someone who is hiding is allowed to leave their hiding spot and kick 
 the can. If the can is kicked, all players who are in jail are freed. A good rule is that if 
 someone is found 3 times, they are the new it, or if everyone is caught, whoever was 
 caught first is it. 
 
 
Kite – You will need two rattles of some kind or something that makes noise when shaken and 
 you will also need blindfolds for each player. This is an old Maori game where the two 
 players (or more if you have more equipment) are each given some kind of noise make 
 and blindfolded. When the game begins, players must shake their noise maker every 
 five seconds or so. At the same time, they are trying to get close enough to other 
 players to take their noise maker. This is similar to Marco Poo, but a little harder.  
 
 
Ladder Race – You will need an even number of players. All players will pair up with someone. 
 The leader will then have the pairs lay on their backs with each person’s feet matched 
 with their partner’s. Once the pairs are all laid down, the pairs will be numbered off 1, 2, 
 3, etc. There will also be two teams: one on the right and one on the left. When the 
 leader calls out “One,” the ones will get up and run to the end of the line that is farthest 
 away from their spot. They must then step between each person that is laying on the 
 ground on their side and lay back down in their spot before their partner can to gain a 
 point for their team. This can be dangerous so encourage campers to take their time 
 and be aware of others around them.  
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Laser Maze – This is a great way to kill time if it’s raining outside. You will need party ribbon 
 and tape. Unroll the ribbon and tape to create a maze of lasers and have campers try to 
 navigate it without touching the ribbons. Red yarn or string can also work well.  
 
 
Magazine Relay – You will need various magazines (at least one per group). Give each group a 
 magazine and have them keep it closed until the round begins. Each round begins with 
 the leader asking for each group to produce some kind of picture. Groups race through 
 their magazines until they find one, tear it out, and run it up to the leader. Award points 
 for first, second, and third. After that, start a new round. Add in variations by rotating  
 the magazines between groups or by adding in totally new magazines to each group. 
 Whoever has the most points at the end wins the game!  

Sample searches included: 

• Find a flag 

• Find a man with a mustache 

• Find a cat 

• Find a landscape picture 

• Find a camera ad 
 
 
Meso Ball – This is based off of the ancient Mesoamerican ballgame the Aztec, Maya, and 
 Olmec played. You will need a soccer ball and two hula-hoops secured to a gym wall. 
 The hoops will be the goals instead of nets. Assign a goal to each team. Goals are scored 
 when the ball passes through the hoop. The game is started by one team rolling the 
 soccer ball to the other team (kind of like a kickoff in football). Elbows are allowed in 
 this game, but not hands.  
 If you wish to play the actual game in a modern variant, you will need to actually 
 construct a playing field with sloping sides leading up to the hoops that can sustain 
 player weight. Use the same rules of play for Meso Ball, but stress the use of hips, 
 thighs, and elbows to keep the ball in play. Profile of field shown below: 
 
 
 
 
 
 
 
 
 
 Hoops are each team’s goal, the slopes are raised and can be played on, the light back is 
 the back wall that is necessary to play the game. Aerial view shows Blue team rolling the 
 ball to the Lime team; receiving team always has back against the wall. 
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Mini Warriors – Caution: Very physical game! Injury more likely to occur! You will need plenty 
 of cardboard boxes for this game. Divide players into teams of however many you desire 
 (it doesn’t need to be 1v1, the more players you have, they more teams you can use). 
 Allow each team time to construct a tower. You can allow them to use duct or packing 
 tape to reinforce key areas. Once done, the teams will compete. The goal is for teams to 
 protect their tower while trying to knock down other people’s towers. Players can only 
 be prevented through physical contact (i.e. wrestling). The last tower standing wins. Be 
 sure leaders are keeping a close eye out so that no one will get hurt. With older kids, 
 you can allow them to run around. If you really wish to prevent injury, allow campers to 
 only pool noodles to damage the towers and shields to bar off attackers. Once a team’s 
 tower is down, they are out and must leave the playing area.  
 
 
Molecules – Campers will walk/run around until the leader yells out, “Molecules of ___!” If they 
 say a number like 6, then all players must try and get into groups of 6. Any groups with 
 more or less are out. If you say 1, then all players must stand on one leg with their hands 
 above their heads. If they fall over, they are out. The last 2 standing win. 
 
 
Mosquito Bites – You will need sheets of small red dot stickers (one sheet per player). This 
 game can involve stealth or it can be done freely with kids putting stickers all over one 
 another. The goal is for you to get rid of your stickers by discreetly placing them on to 
 someone else. If they catch you, you have to put your own sticker on yourself and they 
 get to put one on you too. Whoever runs out of their stickers first wins OR whoever has 
 the least amount of stickers on them wins. Whatever works best for your group of 
 campers.  
 
 
Musical Squirt Guns – You will need 1-2 squirt guns that shoot a single stream of water. Have 
 all players stand in a circle. Play music, and as it is playing, pass the squirt gun around (if 
 you’re using two, pass them in opposing directions). Whenever the music stops, that 
 person is out, but they have the opportunity to take someone with them. They get one 
 shot to shoot anyone in the circle. If they hit that person, they are out as well. Whoever 
 is standing last wins the game. If you really want to speed up the game, use a shotgun 
 style water gun that sprays so that you cover more people with one pump.  
  
 
Name that Ride – Another fun activity. All you will need for this is to have a couple of chairs 
 (around 4) handy. Tell the whole group that you need volunteers for a guessing game 
 about amusement park rides. Take four volunteers and have them go outside away from 
 the main group. A leader will explain to this group that they are to do a skit for an 
 amusement ride. Another leader, or the same, will tell the rest that they will actually be 
 showcasing everyone how they use the toilet. This is a simple and fun game that 
 lightens the mood for campers and students alike.  
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Name that Sound! – This will require some prep and tech knowledge. Scour the web for sound 

 clips in 4 different categories: Movie One-Liners, TV One-Liners, Video Game Sounds, 

 and Miscellany. Movie One-Liners should be famous church appropriate quotes that 

 nearly everyone knows or is recognizable; same with TV One-Liners. Video Game 

 Sounds should be famous sounds from popular video game titles old and new (Mario 

 jumping sound, Pac-Man waka, etc.). Miscellany should be a Hodge-Podge of animal 

 sounds and other things (like zombies that youth and campers would be able to 

 recognize. To play, break players into teams and play it like Jeopardy – Each group takes 

 a turn and picks a category. The leader plays the sound and they get thirty seconds to 

 guess. If they miss, the next team can steal and take the points. Whoever has the most 

 points by the end wins the game. Be sure to have an answer sheet to keep track of what 

 is what and put them into specific files on your computer or music playing device.  

 

Never Have I Ever - This is a variation of Have You Ever. As such, it is a great game getting-to-
 know-you game for cabins. Everyone will start with 5 or 10 fingers up. Someone will say, 
 “Never have I ever run a half marathon.” Everyone who had done  this will then need to 
  put a finger down. Whoever loses all of their fingers is out. Whoever has at least one 
 finger up at the end wins!  
 
 
Ninja – This is a great cabin game if it is rainy outside. Have all players form a circle. When the 
 leader says “Begin,” all players will strike their best ninja poses with appropriate sounds 
 and hold their poses. Play will start with the leader and move clockwise, or counter 
 clockwise. The leader will then attempt to strike someone’s hand in the circle with ONE 
 movement only. Once they move, they attacked person is allowed ONE movement to 
 avoid being hit. Both players must then maintain their new pose. Play continues in the 
 same direction with someone trying to strike another person’s hands to get them out. 
 However is left standing last wins! 
 Variation:  

• This game can adapted to a much larger playing field where everyone is allowed one 
movement on a chime. The entire field then makes their move while avoiding being 
hit. This is much more complex and should be kept for older campers.  
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Omega 4-Square – This game will require some construction with PVC pipes and a volleyball. 
 This is a game that can also be set up and left standing for the week at camp for 
 something for kids to play during free time and it also requires teams allowing more to 
 play! Create a normal 4-square grid (for this I’d recommend 6’x6’ squares or 8’x8’). 
 Then, attach five legs (one for each corner and one for the middle for support)(about 7’-
 8’ high). I’d also recommend number the joints and pipes in some fashion so that it is 
 easier to set up in the future. The game is played like normal 4-square, but with some 
 volleyball added in. Players must bounce the ball into other squares through the gaps 
 and over the elevated lines. A point is scored whenever the ball lands on the ground in 
 someone else’s square. The square that the ball just landed in then picks it up and starts 
 the volley again. First team to 21 wins the game.  
 
 
Picture Search – Use the camp camera (or youth group camera) and take pictures of familiar 
 and not so familiar places around camp or church at unusual or artistic angles. Upload 
 them to a computer and play the game like Jeopardy. Put players into groups and have 
 them pick a category and guess what the picture is. This is a great staff break game and 
 youth game as well that is great for getting campers acquainted to camp or for youth to 
 learn more about the church building. (You can get Jeopardy style Powerpoints from the 
 Internet that make great basic templates for the game) 
 
 
Pizza Maker – You have two people act as leaders for the game. Everyone else stands behind 
 the line on one side of the gym. One of the leaders will go down the line of players and 
 assign them topping (cheese, pepperoni, or mushroom). The person in the center will 
 call out a topping. The leaders will try and tag these people as they cross the gym. If 
 someone is tagged, they sit down. Whoever the last two standing are besides the 
 leaders, lead the next game. This can also double as a large group game. 
 
 

Poi Rakau – This is another Maori game that will require at least 1-3 long and light sticks. 

 Choose one person to stand in the middle and have the other players (6-8) stand around 

 them. Hand the stick to someone in the circle. They are to throw it (trying to keep it 

 vertical) towards the person in the center. The person in the center is to catch it and 

 quickly throw it back to the circle where whoever catches it (with one hand, and still 

 vertical) must PASS it to the right or the left. This person will then throw it back to the 

 person in the center. This is a quick and easy game to play during some dead time 

 between activities! 
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Protect the Castle – You will need at minimum small soccer cones, large, light weight cones, 

 and dodgeballs. Small boxes can easily replace the large cones. Set up boxes or large 

 cones into a circle or square that is about 5’ x 5’ (you can adjust sizes to your needs). 

 This square is your castle. Set up the small soccer cones in a larger circle around the 

 castle. Divide players into two teams, one will be offense and one will be defense. 

 Defenders will play inside the larger outer circle. Attackers will play outside the outer 

 circle. Attackers will throw dodgeballs at the cones (or boxes) and try to knock them 

 over, thus destroying the castle. Defenders can save their castle by catching the 

 incoming dodgeballs. If a dodgeball is caught, the attacker is out. If all attackers are out 

 and the castle is still standing, the defense wins. If the attackers successfully knock over 

 all parts of the castle, they will win. This game can also be adapted to a dodgeball 

 variation and for a large group game. The game size is dependent on the resources at 

 your disposal. 

 

Pugby – This game is a cross between rugby and water polo. You will need a large sturdy pool 

 ball for this game. Divide players into two teams. This works best as a boys vs. boys or a 

 girls vs. girls game. Each time takes a side in the shallow end of the pool. One team will 

 “kickoff” to the other but actually just toss it. Players must then try and place the ball on 

 the other team’s side of the pool. Players can muscle through, pass, or do whatever to 

 get the ball across. When playing defense, you can punch the ball out of someone’s hold 

 or push them underwater. For safety reasons, as soon as your head goes underwater as 

 the ball carrier you must immediately let the ball go so the other team can play it. If it is 

 thrown outside of the playing area, someone from the other team must get out and 

 throw it in in order to resume play. This game is exhausting for all players involved and 

 is a ton of fun. (You can also use a real rugby ball for this if you’d like) 

 
 
Real-life Battleship – You will need some kind of divider (a sheet) and a beach ball. Have 
 campers sit on either side of the sheet. One person is designated as the thrower and 
 tosses the ball over the side of the divider. If someone takes a full hit, they have been 
 sunk. 
 
 
Ring on a String – You will need plenty of string and a ring. Pull out enough string for everyone 
 to set both of their hands on with space in between. Put the ring on the string circle and 
 tie it off. Have players put their hands on the string and practice moving the ring around 
 by sliding on the string into each other’s hands. After practicing, pick one person to go 
 into the middle. Have he or she close their eyes for thirty seconds while the players pass 



32 | P a g e  
 

 the ring back and forth to a new location. After thirty seconds, the person in the middle 
 must go around and tap the hands of people to determine the location of the ring. 
 However, the ring can be passed when the person in the middle isn’t looking.  
 
 
Sardines aka Christians in the Catacombs – Hide and seek in reverse. Send one or two people 
 out around the camp and have them hide. Then, send all of the campers/students out to 
 try and find the other players. As soon as they find someone, the campers/students are 
 find someone, they are to stay with them until the game is over. Be sure to have staff 
 monitor to make sure that campers aren’t clumping and having purple parties.  
 
 
Scream Machine – Have all players stand in a circle with their heads looking down at their toes. 
 When the leader says, “Up,” all players will look up and stare at someone. If who you 
 are staring at is staring at you, then you both must scream and jump out of the circle. 
 You are now both out. If you are looking at someone and they are not looking back at 
 you, put your head back down and wait for the next round. Keep playing until only two 
 remain as the winners.  
 
 
Sea Storm – You will need a parachute for this activity. Have two campers lay in the middle of 
 the parachute. Have all other campers take an end and shake it. Have the campers in 
 the center try and get out on their own without help. This is great to demonstrate how 
 Jesus calmed the waters in John.  
 
 
Sharks – You will need a parachute for this game. A fun game for a cabin to ease any tensions 
 that might exist or to get the cabin ready to go for the week. You will need a parachute 
 to hold onto. Have two campers get under the parachute. These two are the sharks, 
 they are to go around and grab ankles and pull other campers under. Once under, those 
 campers are now sharks as well and can pull other campers under. This is great for 
 illustrating in a devotional how the light of Christ can spread or how sin can spread 
 exponentially in an area.   
 
 
Shipwreck – You will need to give each team (10-16 players) a piece of cloth, plank of wood, or 
 anything light enough for them to carry easily and large enough to fit everyone on. This 
 is a race of sorts, so have all teams start at the same place with each player holding onto 
 their cloth or board (the ship). When the leader signals the start, have all teams begin 
 running to the end. When the leader yells, “Shark!” teams must stop, drop their ship, 
 and hope on before a shark tags anyone. A shark can be staff members or another team. 
 Once tagged by a shark, that person is out. If a team loses all of their players to the 
 sharks, they are out of the game. Sharks cannot tag anyone that is in their ship. See 
 which team can make it to the end fastest! If you are playing with older kids, you can 
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 have them build their own ships out of cardboard and tape and have them jump into 
 those to be safe.   
 
 
Snake – You will need cones to mark lines, or spray paint to mark out a safe line and a spiral line 
 stemming from the safe line. Choose one person to be the Snake. This person will sit at 
 the end of the spiral in the middle of the field. The rest of the players will form a line 
 with their hands on one another’s shoulders and will slowly start walking the spiral line 
 towards the snake. After they reach a certain point (the proximity to the snake is up to 
 you), the Snake will jump up from their sitting position and try to tag someone. Players 
 are only safe if they make it back across the safe line. If the Snake fails to catch anyone, 
 he or she returns to the center of the spiral and the players start over. If the Snake 
 catches someone, that person is now the snake.  
 Example Playing Field Below: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

• Black Line is the Safe Line 

• Brown Dot is the Snake 

• Yellow Dots are Players 

• Red Line is where the Snake is allowed to attack once a player reaches there 
 
Squirrel – Break up players into groups of two or three. These players will sit in a circle and hold 
 hands. These are now hollow trees. The leader will then select squirrels and one hound 
 (there should be one less tree than there are squirrels). At leat one squirrel must start 
 outside a tree and the rest can be in a tree. Any squirrel outside a tree must run from 
 the hound – they can enter any tree. However, the squirrel that was in that tree must 
 now leave. If a squirrel is caught, they become part of a tree, the hound becomes a 
 squirrel, and whoever was taken from a tree is now the hound.  
 
 
Tapawai – This is an ancient Maori game that is best suited for teams of 7-15 per team. You will 
 need 1 to 2 rugby balls or footballs (use two if you want to make the game more 
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 complex) and flag football belts, soccer cones, and a tennis ball for each cone. Each 
 team has one guardian – these all the players whose job it is to deflect the rugby from 
 the cones. The rest of the players need to organize themselves on offense and defense. 
 The leader will start the game by throwing one or both of the balls into play in the 
 center of the field (“The Arena”). In the Arena area, players are allowed to tackle one 
 another and knock the ball loose. As soon as someone gets one of the balls, they are 
 allowed to pass it to their teammates. To prevent someone with the ball from running 
  too far, someone from the other team can rip off one of their flags. This player has 3 
 seconds to pass the ball before forfeiting it to the other team (best to have a leader 
 follow each ball to ensure fair play). A point is scored when someone throws the ball 
 and knocks one of the tennis balls off of one of the three cones. This ball is given to the 
 leader and is thrown back into the Arena. The first team to knock all three tennis balls 
 off of the cones wins. Guardians can knock their own tennis balls over as well, so they 
 need to be careful while guarding their goals. Tackling cannot happen outside of the 
 Arena.  

The field layout is as follows:  

• Orange Dots are cones; Green Dots are the tennis balls resting in them 

• Blue and Red Circles denote where each team’s Guardian plays 

• The black lines denote boundaries 

• The beige middle is the Arena 
 
 
 
 
 
 
 
 
 
 
 
 
 
Tennis Launcher Showdown – You will need dog-throwers (the curved plastic toys used to 
 launch tennis balls for dogs), plenty of tennis balls, something to mark landing points, 
 and targets (you can simply spray paint circles on the ground). Have all contestants 
 stand behind a specified line. For the first half of the competition, allow players to get a 
 running start and launch their tennis ball as far as possible. Whoever gets the most 
 distance wins that round. The second round of competition is accuracy. Give players the 
 same number of tennis balls. They must try to throw as many into the target area as 
 possible. Award more points for smaller circles (you may want to use different colored 
 tennis balls for this). Award points based on accuracy. Whoever has the most points 
 wins! 
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Toe Ball – You will need chairs, a soccer or volleyball, and tape to mark out goals. Divide all 
 players into two teams and having them sit in the chairs facing one another. The game 
 begins when the leader drops the ball in the middle of the two teams. Team A needs to 
 pass the ball down to their goal using only their feet while Team B tries to intercept it 
 and pass it to their goal. Players can only using their feet and legs to pass it down – any 
 hands results in a penalty (perhaps handing it over to the other side). Whichever team 
 scores the most points wins. Be alert for excessive kicking at the shins. Sample Field 
 Layout Below: 
 
 
 
 
 
 
 
 
 

• Teal is Team A; Green is Team B 

• Teal Line is Team A’s Goal; Green is Team B’s Goal 
 
 
The Smiths – You will need some chairs or tape to designate running lanes for this game. To 
 play, assign each team a mother (Mrs. Smith), a father (Mr. Smith), a boy (Tommy 
 Smith), and girl (Sally Smith), a bear, lion, and a giraffe. The idea of the game is: As the 
 narrator reads the story, listen for your character to be named. As quickly as you can, 
 jump up and run through the center of the two rows and around your row of chairs. 
 Whichever team member gets back into his/her seat first scores a point for the team. 
 The Story:  

One day, Mrs. Smith (pause to let characters run) suggested to the family at 
 breakfast, "Today is a beautiful day! Let's take a picnic and go to the zoo!" 
 "Great!" said Mr. Smith (pause). I want to see the giraffe (pause)!" shouted 
 Tommy (pause). So Mrs. Smith (pause) packed a picnic basket and the whole 
 family went to the zoo. When they arrived, it seemed as if everyone wanted to 
 go visit the giraffe (pause). So the family went to see the lion (pause) first. The 
 Sally (pause) begged to see the bear (pause). After walking around for a long 
 time, Mr. Smith (pause) said, "Let's have lunch." The whole time they were 
 eating, Tommy (pause) was complaining because he had not had a chance to see 
 the giraffe (pause) yet. Finally lunch was over and Tommy (pause), Sally (pause), 
 Mrs. Smith (pause), and Mr. Smith (pause) walked over to the giraffe (pause) 
 enclosure. The giraffe (pause) was wonderful! The whole family had a great time 
 at the zoo! (There are 19 possible points.) 

 You can also create your own version of the story and characters in order to make it last 
 longer.  
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Ti-Uru – This is another ancient Maori game which works for teams of 3-15. You will need one 
 carpet square per person per team and a ball (dodgeball size would be best). This is 
 similar to Handball or Ultimate Frisbee. Divide players into teams. One player from each 
 team will step into the middle where the leader will toss the ball up into the air. Players 
 will pass the ball (they can only take three steps before they have to pass. Meanwhile, 
 players will be running to the opposite end of their court and step on a carpet square. A 
 team scores whenever a player catches a pass while having both feet on the carpet 
 square. This square is then removed from play. The first team to remove all of their 
 squares wins. Field Shown Below: 

• The circles denote the carpet squares 
 

 
 
 
 
 
 
 
 
 
 
 
Wall Ball – You will need a tennis ball and obviously a wall. Have everyone stand back behind a 
 certain point from the wall and someone will throw the ball against the wall. Whoever 
 catches it must immediately throw it back against the wall. If anyone touches the ball, 
 but doesn’t catch it, they must run to the wall. If someone else catches the ball and 
 throws it against the wall before the person can get there, they must stand facing the 
 wall while someone throws the ball at them. If the person misses, they are still in the 
 game, if they are hit, they’re out. This game is best for older kids and leaders need to be 
 sure that nothing malicious is being done between campers. Try to limit the velocity of 
 throwing the ball at someone when possible.  
 
 
Water Warfare – You will need two large trashcans (empty of course), smaller wash buckets, 

 Solo cups, water balloons, and plenty of water on hand close by. You may also need 

 spray paint to mark out boundaries or cones to mark them out. Place the large trash can 

 in the middle of the playing area and mark out a circle that has about a 3 foot radius. 

 Mark out a large circle from the smaller one with a bout a 5 foot radius to the edge of 

 the smaller circle. Divide players into teams. One team will play defense and the other 

 offense. The team on offense must try to fill up the large trashcan in the inner circle to 
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 certain point using water balloons, filled cups of waters, the buckets themselves, or 

 water guns (if you have any handy). However, the defense must try to deflect any flung 

 water and water balloons from reaching in. Defensive players are not allowed to enter 

 the smaller circle.  Time rounds. After one round ends, swap the large trashcans and 

 have the team’s swap roles – this way both teams have a chance to get wet. Use the 

 smaller trashcans as quick fill spots for cups. When they run out of water, run them to a 

 spigot to refill. 

  Field Layout Shown Below: 

 

 
 
 
 
 
 
 
 
 

 
 

• Blue center dot is the large trashcan (the red dot is the other team’s) 

• Grey circle is playable defensive area 

• Beige dots are smaller buckets that act as fill up stations 

• Triangles mark players with their respective team colors.  
 
 
Wink Killer – Have all of the players form a circle. Once players are sitting in a circle, have them 
 close their eyes and the leader will pick 2 players to be “winkers.” Everyone will open 
 their eyes again. The goal is for the winkers to eliminate all players. This is done by them 
 looking someone straight in the eye and winking at them. After 5 seconds, this person is 
 must die dramatically. Everyone else needs to try and identify who the wink killers are.  
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Whatchamacallit Basketball – You will need a variety of balls, two sturdy chairs/stools, rope to 
 cut off a throwing boundary, and two staff members. Staff members will set up the rope 
 around the chair. The staff members will then stand on the chairs and form hoops above 
 their heads with their hands. Players must then pick up balls and throw them through 
 their respective goals. Players cannot throw or defend from within the rope. You are 
 also allowed 3 steps per pass with one ball so you must either pass again or shoot after 
 three steps. All defenders need to provide an arm’s length of space for the offense to 
 pass. If a ball is on the ground, whoever touches it first claims it for their team only if 
 they have no other balls in their possession. Whoever gets the highest score wins. 
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Large Group Games & Activities 
 

Game Elements/Descriptors Color Designation 

Day Campers (Grades 2-4)  

Elementary Campers (Grades 4-6)  

Middle School Campers (Grades 6-9)  

High School Campers (Grades 9-12)  

Points Game  

Doubles as a YCT Game  

Staff Break Time Games  

Rainy Day Game  

 
 
 

**Orange Highlight notes games that are high strategy based and require more than athletic 

ability for success. 

Alaskan Kickball – This game is played the same way as kickball, but with a few twists. The 

 fielding team will roll the ball to the kicking team, once the ball is kicked, the kicker will 

 run around his or her team who is standing in a straight line behind them. Each full 

 completion is one score. The fielding team will get the ball and pass it under and 

 between their feet to one another until it reaches the last person in line. Once this 

 person gets the ball, they need to jump up and shout, “Hallelujah.” This will stop the 

 kicking team from scoring anymore. Teams will get 4 kicks per inning. Whoever scores 

 the most points wins. If you are doing this camp wide, create two games with brackets 

 for a championship. 

 
Amoeba Race – Divide campers into teams of 10-15 campers (essentially cabins). You will need 
 fairly long pieces of rope for this activity.  Tie everyone to a rope within the teams. 
 These teams are now one body and must traverse an obstacle course in order to win. 
 You can time them through an obstacle course or have the teams race around a pre-set 
 course.  
 
 
Angels and Demons – This game is very similar to Underground Church (see in this section) with 
  a few twists to it. Designate an area around camp to be Heaven and another place to be 
 Hell (these work best as buildings that players can enter and stay in). Staff will be 
 divided up as angels and demons and each must try to get campers into their specific 
 safe houses. Demons are allowed to lie and angels can only tell the truth. Staff must try 
 to convince counselors to come with them to their safe house. Campers are allowed to 
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 tell any angel or demon to leave them alone and the angel or demon must respect that 
 request and leave. Whichever side gets the most campers in their safe house wins. This 
 can also lead into a great discussion on how easily we can be deceived some times and 
 how we can often reject those that are trying to save us.  
 
 
Archaeologists – This is a more intense and fast paced scavenger 
 hunt that requires some searching and some luck, like real 
 archaeology. You will need to create a rough map of 
 your camp and the various excavation sites, dice for each 
 team, and various fake artifacts to leave buried in sand, in 
 trees, in cases, etc. Divide all players into teams (or  cabin 
 groups). Players all start from the same location and the Lead 
 Archaeologists (cabin leaders/counselors) will carry the dice. 
 Teams will choose their site and race there. Whoever gets there first claims their stake 
 to that site. However, a team coming second may challenge the team working the site. 
 Teams will roll dice (or elect someone to play Gorilla, Man, Net (or some variation)) and 
 whoever rolls the higher number wins. The losing team finds a new site and the winning 
 team will stay or claim that site. Teams may “work” a site as long as they wish. However, 
 sites have varying amounts of items  and varying amounts of rare items that are worth 
 more points. Teams will uncover their artifacts and carry them with them. Teams may 
 also trade artifacts with one another if they think one is worth more or less points or 
 challenge other teams for artifacts via dice rolling or Gorilla, Man, Net. After a certain 
 amount of time, bring teams together and pass out score sheets to teams to calculate 
 points. Some ideas for artifacts: fossils, arrowheads, gold coins, maps for even rarer 
 treasure, ancient documents, etc. Choose your level of points to award each item. You 
 can also add in treasure maps that lead to secret caches of treasure to boost scores.  
 
 
Balloon Battles – You will need plenty of string and lots of balloons. Have campers or staff 
 members blow up the balloons and help campers tie them to their feet. The goal of the 
 game is to stomp out another person’s balloon while preventing yours from popping.  
 
 
Bedlam Ball – You will need 4 soccer goals (or create 4 out of PVC pipe (10’ wide by 6’ tall with 
 3’ bases for each post), at least 10 footballs, 10 basketballs, 20 Frisbees, 10 soccer balls, 
 a giant push ball, and 10 dodgeballs (if you don’t have that many, use what you got it 
 really doesn’t matter that much), and cones or spray paint to mark out boundaries. Set 
 up the 4 goals facing one another (like a giant plus sign or compass) and mark out a 
 rectangle that is 10 yards by 20 yards (the goal should sit in the middle of the back half 
 of this with 5 yard to each side). The playing field should be at least 50 yards from the 
 back of one goal to the other across the field from it. In the center, dump all of the balls. 
 Use duct tape to mark out 4 different teams. Each team must select 5 players to act as 
 goalkeepers. It is their job to prevent points from being scored. The goal is to be the 
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 team with the fewest points scored on you. When the game begins, all players minus 
 those acting as goalkeepers will run in and grab balls. Here are the rules for passing 
 balls: 

• Footballs – you can either pass it or run it, but you must run it in for a score. If you 
are tackled, you lose the ball. It is worth 7 points for each one through a team’s goal.  

• Basketball – you must pass the ball (or dribble it if playing inside). You can only score 
with the ball by throwing it through the goal from outside of the defensive zone (so 
defensive players can block and throw the ball back into play somewhere else).  

• Soccer ball – you can only kick or dribble (soccer dribble) the ball. You can only score 
by kicking the ball through the goal from outside the defensive zone.  

• Frisbee – you can only pass the Frisbee. You score by throwing it through the goal 
from outside the defensive zone.  

• Giant Ball – it can be moved in any way, but most fully go through the goal to score. 
It is worth 10 points 

• Dodgeballs – can only be passed. You score by throwing it through the goal from 
outside the defensive zone. 

Note – Everything except for the Giant Ball and Footballs are worth one point each. Time each 
 round or play until all of the balls have been scored. At the end of the round, have  
 scorekeepers from each goal tally points and share who is winning (whoever had the 
 least amount of points scored on them). Also, have staff facilitating the game by acting 
 as referees to keep things fair and clean in the chaos.  
 
Below is an aerial view of the playing field: 
 
 
 
 
 
 
50’ 
 
 
 
 
 
 
 
 
 
Blazedale Ball – You will need a large playing area, a number of balls that is equally divisible by 
 four, boundary markers, and flag football belts. Map out your field. You will need a large 
 square area and a box in each corner. They should be about the same distance from one 
 another. Divide campers into four teams. Place balls in each of the corners. The point of 

KEY: 

• Green boxes are the 

Defensive Zones 

• Black Lines in the Zones 

are the Goals 

• Dots are where the various 

balls are located at the 

beginning of the game 



42 | P a g e  
 

 the game is to collect as many balls to your corner as possible within three minutes. 
 When the game starts, all players run around. You are not safe in your own square or 
 anywhere on the playing field except in someone else’s box. However, you can only stay 
 in there for 30 seconds. If both flags are pulled, that person is out. If they get out while 
 carrying a ball, the ball must be brought back to the team’s corner where it came from. 
 If most players are out, staff can call a jailbreak. Whoever has the most balls in their 
 corner after 3 minutes wins. Field layout is as follows: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Blind Kickball – You will need basic kickball items and blindfolds. Have all players partner up. 
 One person will be blindfolded and the other can see. On defense, the seeing player can 
 catch the ball, but must have the blindfolded person throw the ball when it needs to go. 
 On offense, the seeing player kicks but the blindfolded person must run the base. In 
 both cases, the seeing player cannot physically touch the blindfolded person to guide 
 them, but must talk them through the situation. After that, you can apply whatever 
 other rules you wish for kickball (like number of outs and scoring limits per inning). Kids 
 love the challenge and have kids switch roles each inning.  
 
 
Blitzkreig – An Original! This is the culmination of mixing CTF with water balloons and water 

 guns. You will need: at least four different colors of duct tape (2-3 rolls each), plenty of 

 water balloons, water guns, something to rope off boarders, and something to use as 

 flags. Each team will have a commander (we used four teams) who is a counselor. The  

 Commander holds the flag on their person in their back pocket at all times and should 

 be easy to reach and pull. Commanders are also to help enforce rules as well as other 

 staff members.   

To play: Every camper should get at least 3 pieces of duct tape. These act as a health 

 bar, every time they are hit with a water balloon or gun, they lose a piece. The goal of 

 the game is to invade the enemy territories and steal the flags for your team. Each flag 
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 that you steal is worth 500 points and each band of duct tape is worth 10. When the 

 game starts, campers can go around with water balloons and water guns and begin 

 attacking. The difference between this and CTF is that you can be hit in your own 

 territory. If someone is on the red team and I’m on the blue and they are in my territory, 

 I can hurt them, but they can hurt me too. If I get hit, I take one strip off. If I stay there 

 and keep getting hit, I lose all three and have to sit down. If someone has lost all 3 strips 

 of tape, they are out. The only way for them to get back in is if the medic (another 

 leader) comes by and gives them more tape.  ANY medic can revive a fallen player. If I’m 

 on the blue and am down and the medic from the red team runs by and gives me tape, I 

 now play for the red team until I’m out again. This adds a whole new dynamic where 

 you can play defensively with medics (keep your team healthy) or go on the offensive 

 and take out as many people as possible to bring on your side to gain superior numbers. 

 If the medic loses their health they are out for good. The game is over after a team 

 collects all of the other flags OR if time runs out. At time, whoever has the most flags 

 wins the game. If two teams have the same number of flags, then you must begin 

 counting the points of flags and health bars to determine a winner.  

 Editor’s Note: When we did this, kids had trouble with the rules and it can be hard to 

 enforce them. However, if kids weren’t having fun or it isn’t working with your campers, 

 we just turned it into a giant water war where we were dumping buckets on everyone 

 and launching water balloons off the backs of golf carts. It then became a beloved game 

 on evaluations.  

 Variation: Tape coloring sheets out of children’s watercolor books to players. At the end 

 of the game, have all players line up and judge who has the most water damage. 

 Whoever has the least amount wins! 

 
Boat Races – You will need lots of cardboard boxes (either retail shipping size or fridge size, or 
 both) and lots of packing tape (at least one 10 yard roll per group). The goal of this 
 activity is to create a boat out of cardboard and race it across a pool or pond without it 
 sinking (if it sinks, drag it with you so you don’t litter a pond). If you want to give them 
 better waterproofing, allot each group 3-4 trash bags that they can use to help insulate 
 the cardboard. Whoever gets across with their boat intact the fastest wins the 
 competition. Add time for boats that sink (it’s actually faster for it to sink and for you to 
 swim with it with you). 
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Boxball – You will need 3 large, different colored kickballs, large wash basins or boxes, and 
 small soccer cones. The playing area needs to be laid out on a large flat outdoor field. 
 The four boxes or wash basins need to be laid out in a square like pattern similar to 
 foursquare. Around each of the four boxes, you will need to lay out a square of cones 
 approx. 3-5 feet out from the box. See below: 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
The field should look similar to the layout above. Mark the four teams (one guys and 

 one girls cabin) with colored duct tape on their clothes or make them bracelets so that 
  they stay on. The tape will often fall off as this game is really popular and really  
 competitive so kids end up sweating them off. Have three leaders be the score keepers. 
  Each leader is responsible for their sole ball and that is it. Whoever is kicking the red 
 ball follows its movements. These are also the ones who keep track of the scores for 
 their ball. A score is made whenever someone from a team passes the ball to their 
 teammate in the box (blue square) from outside of the cones (orange dots) with the 
 person in the box catching it. Once a score is made, the ball is handed to the leader and 
 they will kick the ball somewhere else. Once a camper gets a ball, he or she can only 
 take 3 steps before they need to pass it to a teammate. All other players need to have 
 an arm’s reach away. If the camper is holding the ball, the leader reserves the right to 
 take it and kick it to keep the game going. Whoever scores the most points between all 
 three balls wins. Great for Cabin Cup points and to cater to your athletic campers.  

Editor’s Note: I’ve seen variations played with four balls to make it more fair, but using 
 one less has seemed to always make it more chaotic. Also, be aware of competitiveness. 
 Our leaders would get really into it and then ignore rules or bend them to gain an 
 advantage at times. This would then encourage kids to not participate. Make rules such 
 as boy-girl-boy-girl passing or that leaders can’t score.  
 
 
Bubblegum Tower – You will need lots of bubble gum and straws. Divide out equal portions 
 among cabins and give them 20-30 minutes to build the tallest tower possible with only 
 gum and straws. You can give them more resources throughout the construction 
 process.  
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Bullrush – An Original! This game will require spray paint to mark boundaries in the grass, 
 noodles, hula hoops, balls, and other items that can be collected. Teams will start out in 
 4 or 8 sections with a large circle in the middle. There are multiple rounds to this game 
 and points can be awarded to first, second, and third places. At the beginning of each 
 round,  the leader will announce the objective. The teams must work together or elect a 
 group of people to achieve the task. When the leader says go, everyone will run to the 
 circle to do the objective. Samples are: Retrieve a noodle (throw in an extra for bonus 
 points), pass your team’s noodle without using your hands or arms, send people in a 
 hula hoop to retrieve the noodle, send a few in blindfolded, crabwalk to get the noodle, 
 run your whole team through the middle and to the opposing side, and so on.  
 Editor’s Note: This game was a little confusing at first, but as we went along, the 
 campers got the hang of it and it worked out well. Stick with it and apply your own rules 
 or ideas to make it suit your needs! Field Layout: 
 
 
        Blue lines note layout for 4 teams; Red lines are additional lines for 8 teams. 

 
 
 
 
 
 
 
 
 
 
Candyman – You will need bags of lollipops and duct or packaging tape. Get at least 4-6 staff 
 volunteers. 2 boy/2 girl or 3 boy/3 girl. Then tape the lollipops to the staff members and 
 have them hide around camp. The campers will then be told that there are candy 
 people out hiding with candy stuck to them. Their job is to find the candyman and get 
 the candy. Boys are only allowed to find boys and girls are only allowed to find girls. 
 Whenever a candyman is found, the staff member should run to an open location so 
 kids have room to grab candy and to minimize the potential for injury. Try to limit 
 campers to one lollipop per person and have staff around to make sure that this rule is 
 adhered to and to make sure everyone is safe. 
 
 
Captain’s Coming – This is similar to Simon Says. The goal is to get everyone out. The last 
 person standing is the winner. Organize campers into multiple rows facing the leader. 
 The leader will announce a command and campers must do the appropriate action with 
 the command. If they do the wrong one, stutter, and mess up, they are out. The 
 commands are as follows: 
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• Port – Campers must all move one step to the left 

• Starboard – Campers must all move one step to the right 

• Four Men Dining – Campers must get into groups of four and pretend that they’re 
eating. If a group has less than four, they are all out. 

• Three Men Rowing – Campers must get into groups of three and pretend to row a 
boat while singing “Row, Row, Row Your Boat.” If they aren’t singing or have less 
than three, they are all out. 

• Seasick – Campers must pretend to vomit. 

• Swab the Deck – Campers must pretend to be cleaning the deck. 

• Hit the Deck! – Everyone must fall and lay on their stomachs on the ground. 

• Captain’s Coming! – Everyone must stand up and salute. Only one command can 
override Captain’s Coming. If any other call is made and campers try to do it, they 
are out. 

• At Ease – This is the only command that can override Captain’s Coming; campers 
drop their salute and stand still again. 

• Rogue Wave! – Everyone must run to a wall and stay there. The last one to make it 
is out. 

• Give Us a Shanty! – Everyone must start singing some kind of song. If they aren’t 
singing legitimate words they are out. 

• Walk the Plank – Campers must get into pairs and have one lay on the ground and 
another put their foot on their back/stomach 

• ARRRR! – Campers repeat the ARRRR! back to the leader while making a hook with 
one of their hands. 

• Kraken! – 8 people join hands together in the center of a circle and wave their free 
hands around.  

• Ready the Cannon! – One person must kneel down and look like a cannon while 
another lights them. The ‘cannon’ must make the lit fuse sound and then yell ‘boom’ 
as they shoot an imaginary cannon ball out.  

The commands can be done in any order whatsoever. The more commands you give, 
 the easier it is to get campers out and the quicker you go as a leader, the easier it is to 
 get kids out and play multiple games. 
 
 

Capture the Flag (CTF) – There a million and one different ways to play this classic game. 

 Instead of explaing the basic rules which everyone pretty much gets (steal the flag from 

 the other team and bring it back to your side); I’m instead going to go by different ways 

 to play the game in areas as marking teams, tagging, jails, flags, winning, and lastly some 

 quirks that you can implement to provide a refreshing take on this classic game.  

• Teams – There are a couple different ways to divide up teams. For camp, we went by 

cabins and combined boys and girls cabins into two teams. In order to differentiate 
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these teams we used duct tape (it’s cheap and easy, but can fall off or hidden on 

clothes). Glow sticks are also effective. I would suggest a pairing of blue and green or 

red and yellow. The cool colors blend in very well with the night (they look like fireflies) 

and the red and yellow stick out much more. I’d balance them just in the name of 

fairness.  

• Tagging – This is included here solely because it becomes the most debated aspect of 

the game. Be sure that you are VERY clear with how you are to tag someone. We 

normally made the rule that once someone was tagged, they had to be escorted to the 

jail, if they weren’t escorted, they were free to run. We usually allowed one person to 

escort either one or two people depending on numbers. Be sure that you clearly define 

escorting (holding hands, walking in line with, walking behind, etc.) so that kids don’t try 

to find loopholes. The competitive people will. Freezing is another option that is more 

suited for daylight games. As soon as a person is tagged in enemy territory, you sit on 

the ground and must wait for someone from your team to come along and unfreeze 

you.  

• Jails – There are different ways to do jails. But before that, we’ll cover jailbreaks. One 

method of Jailbreak is that when a person from an opposing team makes it to the jail, 

they are allowed to escort one person out (or the person who has been there the 

longest to the other side without risk of being tagged. Another method is to allow for an 

actual Jailbreak where when an opposing player reaches the jail, everyone is set free to 

run around until they are tagged again or make it back to the other side. A third method 

is to simply time them. Every five minutes, two people are allowed to leave. A fourth 

method is to have prisoners do humorous tricks or stunts (bark the Pledge of Allegiance, 

sing a memory verse, etc.) 

o Public Jails – This would be when you tell both teams where the jails are prior to 

starting the game. Both teams know exactly where to go then to free people.  

o Secret Jails – These would be jails that each team sets up in their own territory 

and remain a mystery until the location is learned.  

o One Jail – Create one jail where people from both teams go to. This is best suited 

for Tricks method of getting out of jail as leaders can supervise tricks to make 

sure they are appropriate and fair.  

• Flags – First off, some basic flag rules: make sure it is totally visible, make sure it can be 

easily reached (we had kids tie it up the flag pole so no one could easily get it), make 

sure it isn’t hidden in buildings (if you’re playing outside), and if you have the flag and 

drop it, it can be either returned to its hiding space or left where the person was tagged. 

We normally did multi-flag games so that the score would look more like a soccer score. 

Our games were usually very long and ended in ties. However you can go traditional and 

just use one flag per team. Once one team wins, start a new round. There a million 
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different kinds of things to use for flags. Here are some examples of ones I’ve used and 

some I’ve seen others use: 

o Shrek Dolls (or any dolls) – We had a lot of Shrek dolls for some reason and they 

made great flags 

o Fake Wire Flowers – We also had felt flowers that had wire in them that you 

could bend. These were great flags because they were small and could be 

molded to wrap around new and interesting locations adding a slight vertical 

element to the game.  

o Flags – Why not? They’re big and epic to run with. 

o PVC Pipe – One camp we visited used two big PVC plumbing pipes (like 6’long 

and about 6” wide). These are fun because they’re so easy to see, but so hard to 

move. It would take two or more people to move it and then you aren’t as agile 

as you are just by yourself.  

• Winning – The basic tenets of winning is to simply cross the middle line of the playing 

area. Be sure you specify if it is legal to pass the flag to other teammates.  

• Quirks 

o Spies – Get two decks of cards and make sure that they have matching cards in 

them. Everyone should draw a card and keep it hidden from any other players. 

Call out a certain face of card (Ace of Hearts, 7 of Spades, etc.). Whichever player 

on each team has that card, is now a spy for the opposing team. When the game 

begins they each have one chance to take their team’s flag and run it to the 

other side.  If they make it across, the other team wins. This method adds a more 

important aspect to the idea of guarding the flag. If they spy is tagged, the flag 

can either be left when he or she was tagged or returned to its spot (up to you). 

The spy is then sent to jail and can then resume playing for their team or the 

team they tried to help win (up to you).  

o Hula-Hoops – This is a fun way to allow people to get into enemy territory 

unharmed. Each team should get a hula-hoop. Players can pick up the hula-hoop 

and go into enemy territory completely safe so long as they are skipping and 

singing “Jesus Loves Me.” If they let go, aren’t skipping, or aren’t singing, they 

can be tagged by the other team. Teams may not take the flag back to the other 

side using the hula hoop.  

o Noodle – Each team should get an equal number of pool noodles (2-4 per side). If 

you have a noodle and go into enemy territory and are about to be tagged, you 

can swat it at an opponent to avoid being tagged. The tagger must sit until 

someone on their team tags them back in. The person who used the noodle 

must drop it. The noodle can now be claimed by either team. It too cannot be 

used to escort the flag back across.  
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o Hostage – After dividing up the two teams, have each side pick a hostage from 

the other team. The hostage goes with the enemy team and hides at their base. 

Upon begin tagged, the hostage is freed and must run back to their base 

untouched by opponents 

o Stratego Style – After dividing players into two teams, hand out hearts and 

diamonds of all values to one team and clubs and spades of all values to the 

other (ace can be played high or low depending on your preference). Players 

need to keep these cards on their person at all times. Whenever a tag occurs 

throughout the game, both players must show cards. The highest card wins and 

gets to keep on playing. The losing card must go to a central jail and swap out for 

a new card. All other rules apply normally.  

o Rivalry – This is a great way to make the game more fun. Start rivalries with 

other camps. This encourages cross-camp cooperation and adds a new spin each 

year for campers (or different youth groups with youth). If camps or youth 

groups aren’t similar in size, then just divide up players between the camps into 

two teams so that they can meet new people.  

o Heist Style – You will need two safes or crates that can be locked with a padlock 

and three “flags”. Each flag has a number and must be captured by the opposing 

team. Flags must be brought across the line to secure them. Upon collecting all 

of the flags, the teams must make a move on the safe and attempt to try and 

crack the lock – if they are tagged, they are in jail. If they open the safe, they 

automatically win 

 

Centipede Stampede – You will need at least 4 halves of pool noodles (2 full pool noodles cut in 
 half) (more if pairs if you want to make more teams). Pick one person to start off with 
 both noodles. Noodle players are to run and hit someone who doesn’t have a noodle. 
 Whoever was hit, now joins hands with whoever hit them and they must run together 
 and hit more people. Each person hit adds one more to the chain. The newest member 
 at each end gets the noodle to hit someone else. The longest “centipede” wins the 
 game. If you have a very large group, create four or five different centipedes. If you play 
 outside, mark clear boundaries so players can’t hide across camp.  
 
 
Centipede Wars – You will need at least 1 dodgeball per centipede. A centipede is a line of at 
 least 5 campers each (you can go as large as you like depending on your playing area 
 size). Whoever is at the front of the centipede is the striker; they are the only ones 
 allowed to throw the ball. All persons in a centipede must have their hands on the 
 shoulders of whoever is in front of them. The goal of each centipede is to eliminate all of 
 the other centipedes. This is done by throwing a ball at the back end of a centipede. If 
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 the person in the back is hit, he or she is out. A centipede is completely out when the 
 person directly behind the striker is out.  
 Variation: Have players who are out sit down and get picked up by another centipede 
 until everyone is a part of one centipede.  
 
 
Chaos – Divide the campers into 4 groups (best with 1 boys cabin and 1 girls cabin). This game 
 works best when played in Tabernacle Field. Then have the teams go off into 4 different 
 corners of the field. Once teams have gone to each corner, the campers need to cross 
 the field to the opposing corner doing whatever you tell them to do (i.e. crawling, crab-
 walking, hopping on one foot, walking backwards, skipping, etc.). When everyone meets 
 in the center, it is total CHAOS!  
 Variation: One variation that can be done is to lay out a large tarp (30’ x 50’) and   
  coat it with various condiments. It’s best with chocolate syrup, cooking   
  oil, whip cream, pie filling, and other sweet condiments and flavorings.   
  Then, have campers crawl, roll, etc. through the mess. Be sure to have   
  some serious water games prepared to help campers clean themselves   
  and allow them time to use showers to clean up afterwards 
 
 
Chinese Auction - This is an indoor large group game that we play on rainy days. Start out 
 telling each cabin to get one pillow case and fill it with anything they think they might 
 need from inside or around their cabin. They get things like toiletries, clothes, craft 
 items, sticks etc. Only one pillow case per cabin and it cannot be overflowing. Campers 
 come to the auction site and are instructed to spread out their items at their table and 
 then sit around the table. Beforehand, we set up a power point slide show (you can use 
 a poster size notepad as well) with the items we want for the auction. But keep this a 
 secret until all of the groups are sitting around their table with all of the items they 
 brought. Begin with the first auction item. If the group brought the item with them, they 
 can present it and immediately earn points. If they do not have the requested item in 
 their pillow case, the campers have 2-3 minutes to make the item with the items they 
 did bring. When time is up each group comes to the front of the room and presents the 
 item they created and we allocate points to the best. Sometimes we give extra points 
 for the  best or points for the grossest, biggest, etc. Be creative and have fun with the 
 qualifications. Some things to request: lifejacket, belly button lint, rain jacket (extra 
 points if it keeps you dry when we pour water on you), love letter, song (everyone has 
 to sing it), a horse, etc. Try to "auction" things that they would not have thought to 
 bring. The point is to be creative about making the item. Tip: Instruct counselors to limit 
 their help to just giving ideas, its no fun if the counselor does all the work. Also make 
 sure you're clear to them ahead of time how you decide to give the points.  
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Civil War  – You will need plenty of water balloons. Divide everyone into two teams. Each 
 player  gets two water balloons. One leader will act as a general for each team. Be sure 
 to mark a line in front of each team (they should be about 10-15 yards apart). One side 
 will begin and will say, “Fire!” Anyone who wants to throw a water balloon from that 
 side can. If anyone on the other team is hit, they sit down. Now it is the other side’s 
 turn. This can go on until all campers are out of balloons. Once most are out, yell, 
 “Charge!” Now both armies will race towards each other. If players have water balloons 
 left, they can break them over an opposing team mate and take them out. The goal is to 
 get someone across the other teams’ line first. Whoever does that wins. 
 Great way to play Paintball too! 
 
 
Conquest – You will need 4 brightly colored socks, brightly colored yarn/duct tape/marking 
 tape to mark out teams. This is essentially a giant game of Risk over the campus. Divide 
 the cabins into 4 teams. Each team has an acting General or Commander. This person is 
 carrying the team’s flag. Once the General loses their flag to another team, they are 
 now under the command of the team that stole the flag from them and cannot take it 
 back. The captured flag must be with the capturing team’s General. If a player enters 
 into enemy territory and is tagged, then they must be escorted to jail. The only way the 
 players can get out of jail is if the U.N. comes around and declares a jail break. The  
 Generals are not allowed to hide from everyone and can only have two guards with 
 them who relay information to others. Then all the players must rush to their side 
 before reentering enemy territory. The game continues until one team has conquered 
 all the others.  
 

• For added difficulty, each team can have two Commanders/Generals so the flag can 
move between the two of them, or captured flags can be shared between the two of 
them. 

 
 
Counselor Hunt – This is a great opening night game that can be used for the Cabin Cup. Assign 
 the counselors a series of points ranging from 5-100. Give the counselors time to run 
 around and hide around campus. The campers will then go out and try to find the 
 counselors throughout campus. As they bring counselors to the RC, their cabins will 
 receive the points for that counselor. Counselors aren’t allowed to run away once they 
 are found and must be escorted by a camper. One twist you can have is to have one 
 counselor be a runner and take off as soon as he or she is caught they can take off and 
 whoever tags them catches them. Another good twist is to have counselors dress up in 
 costumes and hide.  
 
 
Countries – You will need something to divide your playing field in half, empty ice cream 
 buckets (or anything light and cheap to procure), and potentially tape (or glowsticks if 
 playing at night) to differentiate teams. Divide all players into two teams and spread out 
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 an equal number of buckets on each team’s side of the field. The goal is for one team to 
 capture all of the other team’s buckets OR capture as many as possible before time runs 
 out. While players are on their OWN side, they are completely safe. As soon as both feet 
 cross the middle line though, they can be tagged. Once tagged, a person must freeze or 
 sit where they were tagged. They can only be saved by someone else from their team 
 tagging them back in and even then, they can be tagged again before making it back to 
 their side safely. If someone is tagged while carrying a bucket, the bucket drops where 
 they were tagged. Players cannot move their own buckets around. The playing field can 
 be as large or as small as you desire, a larger field should encourage stealth while a 
 smaller field can encourage fierce sprints back and forth.  
 
 
Couriers – You will need a large playing area, darkness, colored tape or armbands of two 
 different colors to mark teams, and plenty of cardboard squares. Divide the players into 
 two teams. Each team will have their own side of the field as their territory and each will 
 have an outpost in the other team’s territory. Within each team’s territory, hidden 
 cardboard pieces will be hidden with different symbols for each team (X or O). When 
 the game begins, players must search for their specific pieces within their territory and 
 smuggle it or run it over to the outpost in the enemy’s territory. If they are tagged, they 
 are sent to jail (which is in the middle of the playing area) and their loot is seized by the 
 other team. Players can return to the game upon receiving a new arm band or after 5  
 minutes and must enter on their side of the playing area. Players can only carry up to 10 
 pieces of cardboard at a time. If they make it to their outpost undetected, they drop off 
 their pieces to the person there and the player then returns to the game. Each piece 
 with an ‘X’ on it that was recovered by the X team and brought to their outpost can be 
 worth 5 points. Ten points can be awarded for recovering other teams’ cardboard or 
 seizing it thus encouraging players to sneak over and steal pieces from underneath the 
 other team’s nose. Set a time limit and whoever has the most pieces in their outpost of 
 the most value after that limit wins.  
 
 
Cuckoo’s Nest – You will need four CLEAN toilet plungers, plenty of eggs (real or plastic), and 
 bandannas or flag football belts. Divide all players into four teams and divide the eggs 
 equally among the teams. The goal of each team is to deliver the eggs from their base to 
 the home nest that is in the center of the field. When the game begins, players must 
 transport their eggs from their HQ to the central nest by placing eggs into the toilet 
 plunger. Teams can prevent other teams from taking their eggs to the central nest by 
 “plucking” other players. A player is “plucked” when another player yanks their 
 bandanna or flag off of their belt or out of their back pocket. They must go to the vet to 
 repair themselves for five minutes. Each egg is worth 1000 points. If a player is 
 “plucked” and they are carrying the eggs in the plunger, those eggs are lost and taken to 
 the other team’s HQ so that they have a chance to score with them. Players will begin to 
 develop strategies to protect the person carrying the eggs to the central nest. If an egg 
 is dropped by the player carrying the plunger, it is fair game to be picked up by any team 
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 and must be taken back to that team’s HQ – it cannot be placed into a plunger, even the 
 team that dropped it.  
 
 
Dead Ants – You will need at least 8 hula hoops or blankets (more the larger the group). Select 
 a certain number of people to be wasps (aim for 4 or 5 campers to one wasp)(You could 
 also do cabin groups or camper teams and rotate the wasp team around). Everyone else 
 is an ant. The goal of the ants is to stay alive. The goal for the wasps is to tag as many 
 ants as possible, therefore killing them. If an ant is tagged, they must lay on the ground 
 with their arms and legs up in the air. They can only be revived by two other ants picking 
 up the “dead” ant and carrying them back to the ant hill (the hula hoops/blankets). 
 Wasps cannot tag ants that are carrying another ant. Ants are safe in their ant hills, but 
 can only stay there for 30 seconds before having to leave. Play for set rounds. 
 Whichever wasps team ends up with the most dead ants at the end of their round wins! 
 
 
Dodgeball – A camp classic with a million and one variations! Set up the hard disks in the RC 
 and place all of the dodgeballs on them. Have both teams line up; one team with a hand 
 on the water fountain wall and a second with a foot against the stage or mantle 
 depending on whether the stage is in place or not. When the game begins, grab as many 
 balls to your side while hitting opponents at the line. As soon as you are hit, you are out 
 and need to stand on a wall. The goal is to get the entire enemy team out. If someone 
 catches the ball on your side, whoever is first in the line of ‘out’ players is first to go back 
 in. Headshots do not can’t and can result in an automatic out demanding on the 
 discretion of the leadership. 

Variations: 
   Campers vs. Counselors – Works the same way as above, but counselors  
   can get jailbreaks by making a basket with a ball through the opposing  
   basketball net. 
   Medics – This will make the game take significantly longer than a   
   traditional game. Instead of lining up when you are out, you sit where  
   you are and a team medic will come out and drag you back to your  
   team’s wall/line. Once there, you are back in. If your medic is hit, you  
   cannot recover players through any other means.  
   Bunkers – If there are collapsible tables for use, you can create bunkers  
   for campers to throw balls from behind. This will make the game take  
   much longer and some campers will “camp” behind the bunkers.   
   Therefore, it is always good to have leaders who can run to the other side 
    and clear the bunkers. If you are hit while behind one, you are   
   automatically out for the game.  
   European – You will need at least 2 goals. Along with eliminating all other 
   players, another method to play and win is to score goals. If you hit the  
   preset number of goals you win, or if you eliminate all of the other teams’ 
   players you win. 
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   Circle Dodgeball – A more tame version of dodgeball where all players  
   will stand in a circle and a dodgeball will be thrown at random towards  
   someone. If everyone is linking arms, you can then pull people towards  
   the ball so that they get hit and not you. Whoever picks up the dodgeball  
   first after it has been thrown gets to throw it next. 
   Free-For-All – This version leaves only one ball on the playing field and  
   everyone is a viable target. Last one standing wins. 
   Glow-In-The-Dark – Turn off lights and add strobes or put glowsticks  
   around everyone’s neck or wrists. 
   Gaga or Israeli Dodgeball – You will need plastic tables if you do not  
   already have a Gaga pit and a dodgeball. You will need to set up all of the  
   tables on their sides to create a low level wall that forms a ring.  Have  
   everyone start against the walls and have on player toss the dodgeball to  
   the center of the ring. Once it bounces twice, all players may run it and  
   tap the ball. You are only allowed 1 tap at a time until you get to the final  
   three players unless you bounce the ball off the wall, then your tap count 
   is reset. You are out of the game if you are hit anywhere below the knees  
   OR you hit the ball over the wall. You are allowed to block with your  
   hands, but that counts as your hit. If you tap/hit the ball more than once,  
   you are out. Once you are down to  three players, each player is allowed 
   2 taps. Once you are down to 2 players, you get 3 taps. Whoever is last  
   standing wins. 
   Crossover Dodgeball – Whenever someone gets hit, that person must go  
   over to the other team’s side and play for them, whichever side ends up  
   with everyone on their side wins. 
   Marshmallows – Instead of dodgeballs, use large marshmallows. These  
   can sting more than dodgeballs so be aware of that for smaller kids 
   Blind – Blindfold all players. Have the game begin like normal except if  
   you get hit from any angle you are out. Once you are out, you can take  
   your blindfold off but you can’t tell teammates what to do. This way,  
   players can see teammates getting one another out or wandering.  
   Whoever is the last man standing wins for their team! 
   CTF – Only two teams, two flags, and two medics. As people get hit, they  
   sit down. The medic runs and tags them back in. If the Medic is hit, then  
   whoever is sitting for that teams stays seated. Whoever crosses the  
   middle line with the flag first wins. If you’re hit while carrying the flag, the 
   flag stays where it lies.  
   Water Style – You will need plenty of sponges and at least two buckets of 
   water per side. Before the game starts, place all of the sponges on the  
   middle line. When the game begins, players run and grab the sponges  
   and take them back to their buckets to fill with water. Play your normal  
   dodgeball rules from that point forward. This is best played outside.  
   Puloga – This is an Aborigine variant of dodgeball – you will need at least  
   2 dodgeballs per player and a flag football belt per player. Each player  
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   begins the game with two balls. When start signal is made, players enter  
   the playing area and throw the balls at one another. If they hit with a ball, 
   they must drop a flag. If they run out of balls, they may pick up any other  
   balls lying around, however, someone from the other team may pull a  
   flag off of them. If a player loses all of their flags, they are out. They can  
   get back into the game by running around and retrieving any lost flags  
   and attaching them to their belt. However, you can ignore this rule if you  
   want to have a clear winning team.   
   Four War Dodgeball – You will need to create quadrants using cones or  
   markers in your gym. Divide players into four teams. Each team will start  
   back in their own corner. When the game begins, players can be hit by  
   any other team. The last team standing wins the game. 
   Canadian Dodgeball – 1-2 balls for all of the players for the game. If Amy  
   grabs the ball and hits Joe out and then Becky, Joe and Becky sit down. If  
   Ron hits Amy and she sits down, Joe and Becky stand back up and are in.  
   If you get out, whoever you got out get back into the game. Whoever  
   gets everyone else out, wins the game.  
   No Man’s Land – Allot the same number of balls to each team prior to  
   the star of the game. Lay out a gap between the two sides, this is No  
   Man’s  Land – no one  may enter here. No Man’s Land severely limits the  
   mobility of players and creates a longer throwing distance, thus making  
   the game more challenging for older players.  
   Foxtail Dodgeball – Create Foxtails (tennis ball at the end of a stocking or  
   tube sock) so that there is plenty for each team and mark out boundaries  
   (this is best done with a No Man’s Land in the middle). When the game  
   begins, players must launch their Foxtails with an underarm throw by the  
   tail. If you are hit, you are out. Players can catch them, however, older  
   players can only catch by the tail (younger kids can catch the ball). If you  
   catch the ball and not the tail, you are out. The last team standing wins!  
   (Be aware of potential injuries OR de-pressurize the tennis balls so that  
   they are softer) 
   Island Dodgeball – You will need large carpet squares or tape to mark out 
   islands for players. Prior to the start of the game, teams will choose who  
   will stay in their islands. These players cannot leave the island once they  
   get on their respective one. The rest of the team players will play as  
   usual. They will catch and throw balls and must supply those on the  
   island with dodgeballs to throw or block with. The team that eliminates  
   the other teams’ islanders first wins. You can add in Medics to tap their  
   Islanders on the shoulder to make the game last longer and add another  
   objective for teams to complete prior to victory.  
   Prison Version – Teams are divided into two. You will want to use fewer  
   balls for this. At the end of each team’s territory, mark out a separate  
   area (this will be their opponent’s jail). A player goes to jail when they are 
   hit; if they catch it they are safe and the thrower is still in. The only way  
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   for a player to get out of jail is to hit someone with a ball on the opposite  
   team. Whoever they hit goes to jail, and whoever threw the ball returns  
   to play, but must make it back to their side to remain in. Prisoners can  
   only get a ball that rolls into the jail or if a teammate lobs a ball over to  
   them from across the playing area. They may not leave the jail and no  
   one may enter the jail. (A variation can be done where you just need to  
   catch a ball in jail to go free) 
   Battleship – have 1-3 groups of 3 from each team link arms and move  
   together. They cannot break their links during the game. A team wins  
   when they eliminate the opposing team’s ship(s). When one person on  
   the ship is hit, they are out and the ship is only 2 people, then 1, and then 
   destroyed.  
 
 
 
Drop-Off – This is similar to Smugglers vs. Spies and Missionaries (both listed later in this 
 section), but this one is simpler and won’t involve searching. Divide players into two 
 teams. Give each team captain a pack full of notecards with various point values written 
 on them. Set aside an HQ for each team and three drop-off locations (buckets) for each 
 team in their opponent’s territory. Each captain gives out cards to whoever they want 
 on their team. These players must make it to the opponent’s side and drop-off their 
 card in one of the three drop-off locations. If someone from the other team tags them, 
 they must give over the card to the other team – that team can now smuggle it over to 
 the other side and score points for their teams. The player that was tagged is then free 
 to go. After the game is over, calculate points – whoever has the most wins. Use staff to 
 regulate rules and make sure players aren’t cheating by hiding their cards in their 
 clothes or shoes – cards should only be held in their hands. If a player doesn’t have a 
 card, they are free to wander wherever they want on the playing field. The playing field 
 should look something like this: 
 
 
 
 
 
 
       DMZ 
 
 
 
 
 
 

• Squares represent Blue and Orange team’s HQs – all cards are brought here if taken 
from a caught smuggler. 

DMZ 
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• Blue dots represent drop-off points for Blue team, Orange dots represent drop-off 
points for Orange team 

• Green is the free zone where no one can lose their card 
 
 
Dumping Ground – Divide all of the players into 2 teams and dump a lot of balls or bean bags 
 into the center of each circle. When a leader yells “Go,” players from each team run and 
 try and dump all of their balls/bean bags into the other team’s circle. When a leader 
 yells “Stop,” everyone stops and returns to their circle to tally their bags. Whichever 
 team has the fewest wins.  
 
 
Egg Drop – You will need shoe boxes, string, glue, scissors, tape, eggs, and cloth that is enough 
 for all participating cabins. Give cabins around 20-30 minutes to build a safe carrier for 
 their eggs. Whatever they build will be dropped from the top of the zipline. Whichever 
 contraption survives the most drops wins. If too many made parachutes that are too 
 effective, cut the parachutes and do free falls to see who survives the longest. 
 
 
Elimination – Divide all players into pairs and have them tie off at one arm so that they each 
 only have one arm free. Throw into the playing area dodgeballs, Frisbees, and other 
 projectiles into the center. When the game begins, pairs must pick up the balls and 
 Frisbees and try to hit another person on a pair (like dodgeball). When someone in a 
 pair is hit, they can no longer throw anything, they can however protect their partner. 
 When their partner is hit, they are out and must sit down. They are out until the pair 
 that took them out is knocked out of the game. Therefore it is possible for a very good 
 team to get taken out and everyone else is back in the game again.  
 
 
Epic Paper Ball Game – You will need lots of paper. It’s best to clean out any paper 
 recycling or scrap paper in your office. Crumple up as many as possible. Strive for a 4 to 
 1 ratio. Divide campers into teams or cabins and give them all equal amounts of balls. 
 When the leader says “Go,” all teams will begin to throw the balls at other times. When 
 you say “Stop,” count up all the balls that each team has, whoever has the least wins. 
 This is an indoor variant of Dumping Ground. 
 
 
Everybody’s It! – This is a really simple game that is great for Day and Elementary School 
 campers. Mark out a playing area (either with cones, rope, or spray paint). Gather 
 everyone in the circle and explain the rules. When the game begins, everyone is it. If you 
 get tagged, you sit down. However, you can get back in if you tag someone running by 
 you while you’re seated. You’re back in while the person you tagged must sit down. If 
 you tag each at the same time, you’re both out. Whoever is the last one standing is the 
 winner (which will probably never happen).  
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Everything but the Kitchen Sink! – This is a quick and easy game to fill up some dead time with 
 the whole camp or when rain makes things a little more challenging. Give each group or 
 cabin one large industrial size trashbag. Have them fill it with anything and everything 
 they can. Have players report to a specified location. Once there, have a leader call out 
 different items. If a group has the item, they get a point or however many points you 
 wish to assign. The highest score wins.  
 
 
Fizzle War – This can be a costly game if you have a large camp, but this also works with small 
 groups and YCT type groups. You will need lots of string, Alka-Seltzer tablets (at least 
 one per player), plastic cups, water guns, buckets, balloons, etc., footballs, Frisbees, and 
 soccer balls, two chairs, six buckets (three per team), and of course, water. Drill holes 
 into the Alka-Seltzer tablets and run string through them so that the can be worn 
 around their necks. These are Fizzle Amulets. The playing field should be like a soccer 
 field, however what would be the goal box is a safe zone so players have to throw the 
 balls into the right buckets to score. Any players inside their safe zone cannot be hit by 
 attackers with water. Divide players into two teams and make sure that each player gets 
 an Alka-Seltzer tablet. On each side of the playing field, set up a chair and three buckers. 
 A player from each team will sit in the chair and act as a “sitting duck” who will take free 
 shots. If their amulet falls off, the other team scores ten points (it’s best if you put a 
 leader or counselor here so that kids can take free shots at them!). Label each bucket as 
 footballs, Frisbees, or soccer balls. Players are to throw balls into their specified buckets 
 to score points for their team. This is done by passing or running the ball and throwing it 
 into the bucket of the other team. However, as kids are playing, there will be water 
 guns, balloons, cups, and buckets of water flying. When the water hits the Fizzle 
 Amulets, they’ll begin to dissolve. A player is out when their amulet falls off and they 
 must sit out until the next round. Basic rules are that you can’t cover your amulet, you 
 can’t hit someone above the shoulders, and you can’t hold anyone. If players break 
 these rules, they go to the penalty box where they are free to be hit by the other team 
 for 5 seconds which they count aloud in Mississippi’s. You can play 6 rounds of 7-10 
 minutes, or just do one giant game until the amulets run out. Be sure to keep a score 
 keeper at each set of buckets. If you want to promote strategy, limit water consumption 
 per team so that they have to really make each shot count.  

• Black Lines denote borders 

• Blue Semi-Circles denote each team’s safe zone 

• Light Blue Semi-Circle denotes where the balls are kept at the start of the round 

• Orange Boxes denote where each team’s Penalty Box can be, if you commit an 
infraction, go to your team’s box.  

• Green Dots denote where the buckets should be placed. 

• Red Arrows denote where the chairs should be with the sitting duck and where they 
should be facing.  
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Flying Dutchman – Have all but two players hold hands in a circle. The two that are not in the 
 circle should hold hands and move within the inner part of the circle. Have the circle 
 start to spin in one direction. Yell “Port.” At least one spot in the circle should unlock 
 hands, but the circle has to keep moving. The pair inside the circle is the “Lost Ship.” 
 They must find a port by placing themselves where there is a break in the circle. The two 
 players on either side of the port are now the Lost Ship and the circle should now spin in 
 the opposite direction. 
 
 
Game Show Games – This is a compilation of game show style games and activities that can be 
 used for a weeklong event. Ideally, you could do a few of these a day during RC Time (30 
 minute period requiring maximum camper participation) and have cabins compete for 
 Cabin Cup Points. Ideally, have campers have a few play each day so everyone competes 
 in at least one activity throughout the week. Games are as follows: 

• Mad Dash – You will need tarps, something to hold them down, water, and baby 
oil/dish soap. Campers will race across slick tarps with a glass of water and try to keep as 
much water as possible and place it in a bucket and then race back. The cup can be 
handed off to other players as well. If the water is all gone, they must go back and get 
more before swapping out. 

• Mortar Drop – You will need a zipline, large cardboard boxes, and balls. Have your staff 
set up the zipline. Have one representative from each team climb the tower. Once they 
are up, send up a bucket with two balls in. Campers will ride the zipline and must try to 
drop the balls into the boxes for points. The smaller the target, the more points you get. 

• Siege – You will need 3-Man slingshots, dodgeballs, and boxes. The goal is to launch 
dodgeballs with the slingshots and knock down towers of boxes with corresponding 
points. Have teams take turns to prevent disagreement over who earned what. 

• River Crossing – You will need enough large inner-tubes so that there is one per cabin. 
You will also need the same amount of rope. Tie one end of each rope to an inner-tube. 
Start with one person from each cabin on the opposite side of the pool; they should be 
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holding the rope. The rest of the cabin will be on the other side with the inner-tube. 
When the leader says, “Go,” a camper will sit in the inner-tube while the other person 
pulls them across. Once across, the camper will get out and must try to throw the inner-
tube back to the other side. Campers aren’t allowed to get in to retrieve it. They can 
only reach out with their arms to help reel it in. Once they have it again, the next person 
gets in and is pulled across. The first team to get everyone from one side to the other 
wins. 

• Leaning Tower of Tubes – You will need at least 16 large inner-tubes. Take two 
volunteers from two cabins at a time. When the leader says, “Go,” one person will begin 
stacking the inner-tubes around their partner. The goal is to stack them 8 high. Whoever 
does it first wins.  

• Duck Derby – You will need lots of small rubber ducks and a bucket for each cabin. Put a 
number under most of them (negatives can be used too). Dump all of the ducks into the 
pool/lake. Have one camper jump in to retrieve and another to hold the bucket. 
Campers must try to collect the ducks and throw them into their team’s bucket to score 
points. If you’re using negative numbers campers can try and throw negatives into other 
teams’ buckets to take away points. Campers can only have two ducks in their 
possession at any given time. If a duck doesn’t make it into the bucket, it goes back into 
the water. Set a time limit and whoever has the most points wins.  

• Treasure Seekers – You will need a very large box filled with shipping peanuts and 
various items to hide in it. Have one camper from each cabin line up around the box. 
When the leader says, “Go,” players will scramble and try to find as many things as 
possible and place in a bucket. Each item should have a corresponding value of points. 
Also be sure to set a time limit. 

• Trivia – This one can go a few different ways. You can have cabins compete to see who 
can get the memory verse correct first. You can also do Bible based trivia questions. 
Riddlers are also a possibility and whoever figures it out first wins that particular round 
for the game. 

• Log Flume – Break your cabins into 4 groups with boys and girls. Have girls stand on the 
edge of the pool and have boys stand in the pool. The boys should be back-to-back with 
only their heads and shoulders above the water. The girls must try to get across from 
one end of the pool to the other without falling in by walking on the boys’ shoulders.  
Have staff or other campers (some of the girls?) act as spotters to make sure no one is 
hurt. This can be timed and you can see who can get as many girls from one end to 
another in 2 minutes. (This is a great game for Gentleman Thursdays!) 

• Foxtrot – Create Foxtails for each team (a stocking or large tube sock with a tennis ball 
in the end of it). Have players compete to toss as many Foxtails as possible into their 
own baskets from behind a pre-set line. Whoever sinks the most Foxtails wins for their 
team.  

• Arooga! – You will need a pool, different colored/marked buckets for each team, and 
numerous sinkers and heavy balls for players to retrieve. When the game begins, 
leaders will throw in numerous sinkers for players to retrieve. Players will dive down and 
try to collect the sinkers. For safety purposes, only allow a person to carry two sinkers at 
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a time, if they come to drop them off in the bucket with more, throw the other one back 
into the water. Whichever team collects the most OR is 
the first to collect a predetermined number of sinkers 
wins for their team.  

•  Batter Up – A counselor will pitch 3 balls to a batter, the 
batter must then hit the ball (best to use a wiffle ball and 
bat) to set parts of the field for points. Total points are 
added to the team’s score. See image for scoring guide. 
Between the Red lines is worth 10 point, between the 
Red and Blue lines is worth 7 points, and between the 
foul lines and the Blue lines is 5 points.  
 

• Touchy-Feely – You will need a tub, random items, a blindfold, and cards with the item’s 
pictures on them. Have players draw six cards. They must pull these items out of the bin 
without using their sight. Players have thirty seconds to pull out the items. They gain a 
point for each correct item and lose a point for each wrong item pulled out. Highest 
score wins. Suggested items: NERF football, baseball, Cool Whip, Cream Cheese, EZ-
Cheese, Shaving Cream, Hammer, Wrench, Marble, headphones, ear muffs, dolls, 
figurines, flour, sugar, etc. The idea is to have numerous items that feel similar, but 
require players to use other senses to determine if it is the correct item or not.  

• Go With Your Gut – You will need a pool and various materials for this activity. Divide 
players into two small teams (representatives from different cabins). Give each team the 
same items. The goal is to get from one side of the pool to the other without touching 
the bottom to move or using your arms to move. Players of 30 seconds (or one minute if 
you prefer) to assemble something to help them get across. Items include: pair of jeans, 
five balloons, a mesh net, duct tape, two empty paint cans, a garden house, and a 
cupcake. Whichever teams can successfully get across with their method win points. 
This is a great game that relies on strategic intuition to win – players don’t have much 
think time and have to go with their guts to win. 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

` 
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Geckos & Locusts – You will need cones to mark out 
 boundaries and party clickers for one team  (the kind 
 that you spin around and make noise) (If you can’t 
 get these, use something to mark the team and have
  them simply buzz). Divide players into two teams. 
 The Locusts team will start at one end of the playing 
 field while the Geckos team will spread out 
 throughout the playing area. The Geckos team should
  have the clickers in one hand (if no clickers, they will 
 buzz around for this game). When the game begins, 
 the Locusts team will run around, their goal is to keep
  everyone out of Jail for as long as possible. The 
 Geckos will be trying to catch them. In order to catch someone, Geckos must be making 
 noise with their clickers and can only use their free hand to tag (if not using clickers, 
 have them put one hand behind their back and buzz to move around). As soon as a 
 Locust gets tagged, they go to the Jail (or ‘Tree’) in the middle of the playing area. 
 Locusts can also go to jail if they run outside the outer boundary line. If you want, you 
 can allow the Locusts to free team members by tagging them out of jail – this makes 
 things more fair for the Locusts team and can allow them to last longer. Once all  the 
 Locusts are caught, have the teams switch roles. The team that survived the longest 
 as the Locusts wins! 
 **The playing field’s outer boundary line is black, the jail boundary is red. The Green 
 dots are Gecko players and the Purple dots are Locust players before a game starts.  
 
 
Gemstone Smugglers – This game is an indoor game that is more thought and stealth based 
 and does not require any athletic ability. You will need a large room with two hallways 
 that lead to closed rooms (preferably a Dining Hall or Gym with attached hallways or 
 rooms  adjacent, and marbles equal to the total number of players on ONE team. The 
 dining hall is set up as a café in Paris. There should be low lights, music playing, kids 
 playing cards,  drinks being served, etc. One room off of the café is the police station 
 and the other is the smuggler’s den, which is in South Africa. Players are divided into 
 two teams: smugglers and police. The smugglers then divide themselves into two 
 groups: runners and smugglers (this is done when they meet privately prior to the start 
 of the game).  The goal of the smugglers is to run gems from South Africa to Paris and 
 smuggle them  back. The runners, whose names should be recorded on paper to keep 
 track of roles and make up a third of the smugglers, are allowed to take one marble 
 from a leader (the Gem Lord) to run to Paris. Once they are in Paris, they must pass it off 
 to a smuggler to smuggler back to South Africa and give it to the buyer (another adult in 
 the den). The  team gets 5,000 points for each marble taken back successfully (the 
 leaders in the den should track who runners and smugglers are so that a runner doesn’t 
 hand it off to  another runner to bring back). Smugglers and runners should circulate 
 back and forth to the den to confuse the police who will be trying to catch someone 
 with a gem on their person. Runners can pass off gems however they choose (hand offs, 
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 shoes, etc.; they can even drop it off somewhere in the café for a smuggler to pick up). 
 Meanwhile, the police are allowed to arrest anyone they suspect is holding a gem. The 
 police arrest  someone by simply walking up to them and saying, “I’d like to ask you a 
 few questions,” the person must comply and the office will escort them to their base. 
 Once there, a  leader will open the door and let them in. There, the detective (a leader) 
 will ask if the  person as a gem on their person and the accused must answer honestly 
 yes or no. If  they do, they must give it up and the police score 10,000 points. 
 However, if they do not have a gem on their person, the police lose 4,000 points for 
 falsely accusing someone. After questioning, the accused is free to reenter the café 
 regardless of if they had a gem on them or not. If an office finds a gem hidden in the 
 café, they must bring it back to their questioning room and they score 10,000 points. It 
 is best to run it for 30-40 minutes and then take a break to have teams switch roles. 
 Whoever scores the most points wins. You can even assign a certain number of players 
 from each team to act as servers who serve water, drinks, and snacks to patrons while 
 also acting as police, smugglers, or runners. You can also add more complexity by adding 
 different colored marbles to act as different precious stones associated with different 
 values (i.e. diamonds, opals, topaz, marble, jade, emeralds, sapphires, rubies, etc.) 
 
 
Giant Scrabble – You will need to make large cardboard sized letters with their appropriate 
 values (around 100 tiles will be more than sufficient) Each team will start with seven 
 total letters that they should try and keep secret from the other teams. A team will start 
 by placing a word horizontally or vertically on the game board that is at least 2 letters 
 long (you will need to use something to mark the center of the board). Score the value 
 of your word and add new letters until you have 7 letters again. The next team then 
 builds off of the word that has been played and assesses their score at the end of their 
 turn and so on. A blank tile can be used as any letter. A team can take any turn to 
 exchange all or some of their letters in for a new draw of letters. Any word can be 
 challenged. If a team played a word that is not a word, they must remove the tiles and 
 lose their next turn, if it is actually a word, the challenging team loses their next turn. 
 Blanks are worth zero. If you play all tiles in a turn it’s a BINGO which means you score 
 50 points plus whatever value your word is. When the game ends, each team’s score is 
 reduced by the value of tiles left in their hand. The team with the highest score wins. 
 You can also stake down pegs with string to rest your letters up so no other teams can 
 see them.  
 
 
Giants, Wizards, and Elves – This is a “Rock, Paper, Scissors” type of game. Divide everyone into 
 2 teams. In their teams, all players will decide what to play. Giants beat wizards and are 
 played by yelling an ogre yell and raising both arms in the air. Wizards beat elves and are 
 played by sticking your arms forward and waving your fingers up and down. Elves beat 
 giants and are played by drawing an imaginary bow back to fire. On the count of the 3 
 from the leader, the teams will play their character. The winning team must then chase 
 and tag as many of the other team’s players as possible. You can have players run to a 
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 safe zone behind their opponents or just run around for a certain amount of time. If a 
 player is tagged, they now play for the other team. The goal is to get everyone on one 
 team to win.  You can also create your own version with new characters and motions.  
  
 
Glow-In-the-Dark Easter Egg Hunt – You will need glow in the dark Easter eggs as well as small 
 treats to put in them. Have campers run around at night and try to collect as many eggs 
 as possible across campus. Have staff circulate around so that they can resolve any 
 conflicts and help campers who can’t reach. 
 
 
Gold Rush – This game will require a variety of small plastic gold coins as well as enough boxes 
 to collect coins in for all cabins if you are using this game for Cabin Cup points. Take time 
 to throw gold coins all over campus. It’s always best to throw some in the Gaga pit, the 
 playground, and in the middle of fields for campers to find. The goal is for cabins to 
 collect as many coins as possible and drop them off in their respective box for counting. 
 You can have staff run around and throw more coins out as coins are coming in and 
 being counted. You can also have staff quiz campers on memory verses for coins. This is 
 a great game to get kids running around and see what they’ll do for coins. This can also 
 be used as an RC time game. 
 
 
Grog – You will need a few small cheap plastic flashlights that can be easily taken apart and 
 reassembled. Designate a select few people to be the Grog. The rest of the players all 
 start from one location. The Grog(s) will go out and hide pieces of the flashlight 
 throughout the campus (these must be in fairly easy to spot, yet hard enough that 
 someone might not think to look there…the Grogs must also remember where they hid 
 all of the pieces so it may be best to allow staff to be the Grog for younger campers). 
 When the game begins, players try to find the flashlight pieces while avoiding the Grogs. 
 If they are tagged by a Grog, they are frozen in place or must go to jail (your choice). 
 However, if the players assemble the flashlight and shine the Grogs, the Grogs are 
 frozen and can only be unfrozen by being tagged by another Grog. If the players freeze 
 all of the Grogs, they win. If the Grogs freeze all of the players, they win.  
 
 

Human Chess – You will need to mark out a large chess board in a large field (this can be done 
 with spray paint or laying out brightly colored string). The playing board needs to be 
 8x8. Each square should be able to hold a person. This game can hold 16 players per side 
 which makes it ideal for cabin competitions. The game is played out like a traditional 
 game of chess. Pawns can move 2 squares forward to start, but only 1 forward after that 
 and can only attack other players diagonally in front of them. Rooks can only move 
 vertical or horizontally. Knights can only move in an L-shape pattern (2 forward, 1 to the 
 right or left), bishops can only move diagonally, the queen can move anywhere once 
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 open, and the kind can only move one space at a time in any direction. Check is still in 
 effect, however, for checkmate, the king is allowed to fight off his attackers. The twist to 
 this game is that when two pieces meet, the attacker does not automatically win. The 
 players fight for victory via a game of Gorilla, Man, Net, or Bear, Hunter, Ninja. 
 Therefore, the game is still mental, but each piece can be equally valuable.  
 

• Variations – One variation is that you can have a “Weapons Wheel” before each small 
 battle where the result determines what weapon that person has to use to knock 
 the person out of the square or until a judge determines a winner after a set 
 amount of time. These can be noodles, slingshots, water balloons, football 
 player, and so on.  

  

 

 - Kings              - Queens               - Bishops          - Knights              - Rooks            - Pawns 
 
 
 
Hula Ball – You will need a hula hoop, two chairs, tape to mark boundaries and a ball to pass 
 (dodgeball is a good choice) (you can also add in more balls if you’d like). Tape the hula 
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 hoop to the back of the two chairs so that it looks like a goal. All scoring plays must have 
 the ball land inside the hula hoop. The hula goal should be in a box about marked out at 
 about 7’x5’. This goal box will be in the center at the back of a semicircle (should have a 
 24’ diameter). Within this semicircle is where each team’s goalie may move around on 
 their knees; no other players may enter this area. Divide players into two teams. Each 
 team will have a goalie inside the semicircle. The other players will play outside of the 
 semicircle. Players will pass the ball. Any player with the ball cannot run with it; they 
 must pass it. If they run with it, they ball is turned over to the other team. Points are 
 scored by any ball bouncing, landing, or rolling into the hula hoop. Playing Field shown 
 on next page: 
 
 
 
 
 
 

 
       
 

 
                  
 
 

                   24’ 
 

• Dots represent players; Triangles represent the goalies 

• Inner box is the scoring zone; goalies can’t enter 

• Red Circle is the hula hoop to score 
 
 
Jumbo Dutchblitz – This is the card game, but on a much larger scale! You will need large 
 laminated cards and cones to set up the playing area. Create 4 teams. These teams will 
 be based within a square outlined with cones. A fifth square will be placed between the 
 4 (Be sure not to make it too large or the game isn’t as fun) (The farther this square is 
 from the other’s the better as campers need to run farther).  
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The game is played as follows: Each time shuffles their deck of cards and draws ten. These ten 
 are laid face down with the last one facing up. Then, draw 3 more cards and have them 
 lay face up to the right side of the stack of ten cards. If the total sum of these cards is 
 over 30, you may reshuffle your deck as higher numbers put you at more of a 
 disadvantage. When the game begins, cards are run to the middle, or the “table” so to 
 speak and laid down. As an example, if one team lays down a blue 1 and you have a blue 
  2, your team may run out and lay that 2 on top of that one. However, only 1’s can be 
 laid to start. If a stack of ten is made in the middle, that stack must be removed by the 
 team that placed the ten. The goal of the game is to get through all 10 of your cards. As 
 you pull from your 4 face up cards and the ones from your deck, you should be able to 
 deplete your stack of 10. Once this is down, your whole team must yell BLITZ! This 
 indicates that you won that round. If you did not yell blitz, count how many cards 
 remain in your stack of 10. Each card is worth -2 points in your stack. For every card you 
 have out in play on the middle, that is 1 point. You then add these points to together to 
 get your score for the round. The game is over whenever a team reaches a preset points 
 total (typically from 50-100 points). The game is very face paced. It is best to assign roles 
 to various campers to get all involved. (It is also important to note that the difference 
 between 6 & 9 is the numbers orientation in relation to the children on the card. If the 
 child’s feet are on the same level as the bottom of a 6, then the card is a 6.) 

• Variations: 
o This game can also be played on a tarp covered in water and soap, or 

chocolate syrup, or slime. However, the tarp greatly limits your field size and 
can damage the cards if they were not made well.  

Editor’s Note: This game is best played in a large open area so that those who are 
shuffling the cards can’t see the table and have to rely on spotters more. The larger the 
playing area, the more need for teamwork.  

 
 
Kaos – You will need some method of designating boundaries and dodgeballs. This is basically 
 and everybody’s it game. Have all campers line up around the outskirts of the boundary. 
 When the leader yells, “Go!” all players scramble. The goal it to be the last one standing. 
 One method of getting people out is to tag them. If you both tag each other at the same 
 time, you shake hands and walk away from each other. Another method of getting 
 people out is to hit them with a dodgeball below the waist. A third method is to catch a 
 ball that someone threw at you if it didn’t bounce. If you are out, you must sit where 
 you were tagged/hit/threw. However, you can get back in by simply tagging someone 
 while sitting down. Once you tag them, you are in and they are out, but they can’t retag 
 you to get back in. If a ball is thrown out of bounds, it can be retrieved by politely asking 
 for it. Whoever asks first gets it if they are still in. The game usually doesn’t end. If you 
 want an end, just make it that once you are out, you’re out.  
 Variations: You can also add a tarp with water/baby oil/chocolate or other things to  
  make it messier and more slick, thus more challenging to tag and avoid being  
  tagged 
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Keepaway – You will need lots of glow sticks (200+) and cones to mark out quadrants and is 
 best at night. Lay out 4 quadrants in a field. Divide campers into four teams and give 
 them each a different color of glow stick. When the whistle is blown, campers will throw 
 all of the glow sticks into other quadrants. The goal is to keep all of the glow sticks out 
 of your quadrant. Players can’t hold onto the glow sticks and wait until a few seconds 
 before time is called and throw them. At the end of each round, leaders will count the 
 number of glow sticks in their quadrant and report their number to the leader and 
 separate all of the glow sticks again. Whoever has the fewest glow sticks wins. Any glow 
 sticks on the line or outside the quadrant don’t count. This can also be used as a way to 
 reduce points in the Cabin Cup. Each glow stick in a quadrant removes a point from your 
 overall Cabin Cup score. 
 Editor’s Note: Make sure that you tell campers to throw the glow sticks UP into the air 
 or lob them. If you throw them like a baseball, there is a much greater chance of 
 someone else getting smacked with them or minor injury occurring.  
 
 
Ki-o-Rahi – This is another Maori game that is a little complex, but can be fun and a unique 
 challenge for camp (or a great activity for a sports elective at your camp!). You will need 
 spray paint to mark out lines, various trash cans (at least one very large one), flag 
 football belts, and a medium sized ball (soccer ball or volleyball are the best). This game 
 needs at least 7 players per team and can be played up to 14 per team. Divide players 
 into two teams, one will be the Guardians and the other will be the Strikers. Guardians 
 begin the game and can only play in the inner and outer rings and can only run between 
 the two by using the pathway (as shown in grey in the diagram). A Guardian player will 
 begin the game by attempting to kick the ball to one of their teammates in the inner 
 circle. Players can then pass the ball to their players and are allowed to run with the ball 
 as much as they want. However, if their flag is pulled, they have three seconds to pass 
 the ball before it is turned over to the other team. Guardians score points by touching 
 the ball on one of the smaller trashcans (which should be sitting upright in the outer ring 
 (as seen in the diagram by the orange dots)). The Strikers meanwhile will be attempting 
 to intercept the ball from the Guardians. The Strikers are allowed to move in the outer 
 most ring and the middle ring without having to use the little path that the Guardians 
 do. In order for the Strikers to score, they must throw the ball and hit their goal (the 
 large trashcan in the very middle (lime colored dot on diagram)). If they miss, the ball 
 rolls until it is picked up by another team. For each score, the Guardians start over by 
 kicking the ball (regardless of who scored). After a certain amount of time, have the 
 players switch roles. Whoever has the highest score at the end of the game wins! 
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 The playing field should look like the diagram below for Ki-o-Rahi: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Kodiment Kickball – Similar to XTREME Wiffle Ball, this game is like regular kickball. You will 
 need 4 large tarps and a variety of condiments to coat them with. Whenever someone 
 kicks the ball, they need to SLIDE into each base in order to be considered safe if they 
 make it there without being hit by the ball, someone throwing it to the base, or 
 someone catching it if the ball was up in the air. Be sure to allow time for campers to 
 wash up afterwards. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

KEY: 

Charcoal Triangles = Guardians 

Blue Triangles = Strikers 

Guardians can only move in the GREY areas 

and must score by placing the ball on top of 

one of the orange dots. Guardians kick the ball 

to start each round from the green dot to a 

player in the inner grey circle.  

Strikers can move in the outermost grey circle 

and in the brown circle (Guardians CANNOT be 

in the brown circle). Strikers score by 

THROWING the ball and striking the Lime dot 

in the very center (the large trashcan) 

The red circle is the only area where NO 

players can enter.  
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Lightning Strikes – You will need numerous sheets and a volleyball (soccer ball works too). 
 Divide players into two teams; within those teams, divide players into smaller groups 
 (groups or pairs depending on your numbers). The subgroups in teams will take a sheet 
 and will line up in alternating order in a line (if you are using a larger group, you can add 
 depth to the playing field with more goals). Teams must work together to pass the ball 
 via the tarps to their teammates and over goal lines. Sample Field Layouts Below: 
 
 
 
 
 
 
 
 
 
 

• Blue Team’s sheets are in Blue and arrows note where they are trying to score 

• Orange Team’s sheets are in Orange and arrows note where they are trying to score 

• The second figure shows a layout for depth if you are playing with a lot of people; 
both orange and blue have two goals that they can score in.  
 
 

Madman in a Box – An Original! You will need cones or spray paint to mark a box, 4 kickballs, 
 and a plethora of little items that can be scattered throughout the playing area. Break 
 down campers into 4 teams (2 cabins per team). Select one team to go first. This team 
 will select 5 people to play the round for them. One will stand inside the box and will be 
 the retriever. The other four will be kickers. The kickers will stand on the corners of the 
 box and kick the balls as far as possible for the other teams to retrieve (including the 
 playing team). Once the balls are kicked, the madman in the box will run out and gather 
 as many items as possible to bring back to the box. Kickers cannot help. Meanwhile, 
 teams will be running to get the balls. Once it is picked up, a player can’t run with it and 
 must pass it. If someone drops it, they can’t pick it up again until someone else does. 
 The goal is to get the ball back and hit the madman. If the madman is hit by any of the 
 three opposing teams, they lose any and all points that they earned. If the madman is 
 hit by his own team, they get a second turn before their round is over. A turn ends as 
 soon as someone takes a shot at the madman regardless of hit or miss. Then, whatever 
 items are in the madman’s box are points for his/her team. Anything that they are 
 carrying doesn’t count. It is now another team’s turn. The goal is to get as many points 
 as possible. Players should swap out so everyone gets a turn to be the  
 madman or a kicker.  
 Variation: If you have adequate amounts of spray paint, paint 4 rings around the box.  
  Each ring is corresponding point value. The farther away from the box, the more  
  valuable the item is. If you are using this version, have the madman return any  
  retrieved items to a preset corner of the box to keep point values in line.  
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 Madman in a Box Field Layout: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Madman Tag (Zombie Tag) – This works best in a dark enclosed area if you are using a lone 
 slow moving zombie. This can also be done outside with running people. Essentially, 
 start with one person being it. Once this it person tags someone, that person also 
 becomes it. Whenever they tag someone, they become it and so on. See how long 
 people can last. It may be necessary to eliminate hiding. 
 Variation: Shark Tag aka Thapumpan – Aborigine for ‘shark’, whoever is It places the  
  palm of one of their hands between their shoulder blades and bends over to run  
  so that they look like a shark. Upon tagging someone, that person also becomes  
  a shark and must move in the same fashion. Add islands as safe zones for kids to  
  temporarily rest.  
 
 
Mattress Surfing Relay – You will need one old mattress or inflatable air mattress per team 
 (teams can be with cabin groups or with 20-25 campers). Begin the game by having all of 
 the players on each team lay on their backs on the ground. One player will lay on the 
 mattress while the mattress is held up by their teammates. Players must “surf” the 
 mattress from one end to the other while holding on. If they fall off, they have to start 
 over. Once the surfer reaches the end, they should lay down at the end of the chain and 
 a counselor or leader should run the mattress back so whoever is next in line can surf 
 the mattress down the line. First team to get through all of their players wins.  
 
 
Medic Mayhem – You will need, tarps or sheets, masking tape for each team, plenty of toilet 
 paper for each team, cones to mark finishing lines, and dodgeballs. Divide players into 
 teams of at least 7. Each player on the team will have a job. One person will be the 
 medic (they will be at the finish line with the toilet paper), one person will be the doctor 
 (they find and place wounds on the wounded person), one person will be the wounded 
 person who will be carried and patched up, and the rest will act as carriers and shields 
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 for the injured person. Place a starting line and lay out a finishing line. Everyone but the 
 medic starts at the starting line. The injured person will lay on the sheet or tarp until the 
 game begins. When the game starts, the doctor will “discover” a new injury on the 
 wounded person and park it by placing a piece of masking tape on the wound (hands, 
 legs, thighs (not too high), feet, fingers, shoulders, and chest are all fair game). The 
 carriers will then carry their wounded comrade to the medic who will then dress the 
 wound with toilet paper and seal it with a piece of masking tape to hold it in place. The 
 carriers will then carry their injured person back to the doctor who will once again 
 “discover” a new wound and mark it by placing tape on its location. Continue this relay 
 for 4-5 minutes. Whichever team dresses the most wounds wins the game. Also, 
 dodgeballs will be thrown by counselors during the game. The carriers must also block 
 incoming fire for their injured person. You can add the difficulty of the medic having to 
 dress all wounds suffered by the team and just award points on the number of trips 
 made to and from point A to point B.  
 
 
Meltdown Tag – This game works just like normal tag. However, if you are tagged, you must 
 begin melting by dramatically and slowly crumpling to the ground while yelling, “I’m 
 melting!” The only way you can be saved is by someone who hasn’t been tagged coming 
 and saving you before you fall to the ground. 
 
 
Musical Chairs of Doom – An awesome spin on the classic party game. You will need fewer 
 chairs than the number of players (obviously) and you will also need dodgeballs. Before 
 the game starts, take some volunteers for the number of dodgeballs that you have 
 available. The game works the exact same way as musical chairs except for one twist. 
 When the music stops, and you don’t have a chair, you can still save yourself. You must 
 run and touch a specified point (normally a wall) while avoiding dodgeballs that are 
 being thrown at you. However, these throwers CANNOT leave the wall. They must 
 remain stationary. They are not allowed to chase down players and hit them. They can 
 only throw from their designated spot. If you get hit with a ball, you are out of the 
 game. If you make it to the wall without being hit, you are still in the game. Another 
 helpful thing is to set up cones to mark a track because when this is played with large 
 groups, campers tend to shrink in towards the chairs thus making it more difficult and 
 less fun to play. Another fun effect is to kill the lights when the music goes off and have 
 strobe lights blinking as campers try and make it to the wall without being hit.  
 Variation: Musical Shapes of Doom – Tape shapes down to the floor with masking tape  
  and when music stops, have campers run in a fill the shape, if they can’t fit, they  
  run to the wall. Remove tape as necessary. Campers don’t need to move in a  
  circle, just walking around could work too. 
 Editor’s Note: We actually had more injuries occur with the Musical Shapes as opposed  
  to Musical Chairs. I think it’s more because it is slightly subjective as to who is  
  and who isn’t in a shape. Just something to think about.  
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Off The Wall – You will need dodgeballs, plenty of masking tape, anywhere from 80-200 
 inflatable balloons, and a place with smooth floor (preferably a gym). Set up the game 
 by measuring 20 feet out from each wall to the center. From those center marks, create 
 a large rectangle in the middle of the playing area; this will be the game’s free zone. 
 From there, mark out boundaries for each of the 4 teams. Within each zone, create two 
 boxes, one closer to the line of the free zone and one closer to the back wall. The box 
 closest to the free zone will be the jail for each respective team. The box closest to the 
 back wall will be the safe for each respective team. Next, divide the players into 4 
 roughly equal teams. Within each team, players will then subdivide themselves further 
 as Invaders, Defenders, and on Jail Keeper.   

• Invaders: Invaders will try to hit opposing teams’ balloons off the walls using the 
dodgeballs. However, this can only be done from the free zone in the center. Invaders 
may also steal balloons off the walls by running into enemy territory, but they can be 
tagged and put in jail. But, balloons that in a team’s safe cannot be stolen.  

• Defenders: Defenders protect the wall by catching or deflecting balloons. If a balloon is 
caught, the person who threw it is now in jail. Defenders must escort players to jail (this 
gives an opportunity for someone else to steal some). Defenders cannot reattach 
balloons to the wall that have been knocked off.  

• Jail Rules: A team may “purchase” the freedom of one of their invaders by trading 3 
balloons from their safe in exchange for their prisoner. The team who got their balloons 
back may then reattach these balloons to their wall.  
The game should be played for round of 10 minutes. Each balloon still on your wall is 
worth 5 points and each balloon in your safe is worth 10 points. Balloons can then be 
reattached and the game can be played again. Below is an aerial view of how the playing 
field should look: 

• Black lines denote boarders (may look different depending on the room you use) 

• Rectangles denote Jails 

• Colored Circles mark specific Team Safes 

• Yellow Area is the Free Zone  
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Puckelball – This is an activity that will actually need set up and built, but it is so unique and 
 befitting for camp ministry that I felt it necessary to include in here. The game plays 
 essentially the same as soccer, but the real difference lies in the layout of the field and 
 the goals. The field is uneven and unequal. The goals are vastly different and off center. 
 The field is meant to represent the unevenness of life and how life isn’t always an equal 
 playing field. Great game for campers of all ages.  
 

  
 
 
Quarantine – You will need shaving cream/whip cream, 
 water balloons, and/or water guns. Select a few 
 people at the beginning of the game to be the 
 “infected” and some to be the “medics.” Infected 
  will get handfuls of shaving/whip cream and 
 throw them at other  campers; these campers 
 are now infected. Medics will run around with 
 water balloons and water guns to wash off the 
 infection. However, if they get hit, they are now 
  infected and cannot save others nor themselves. 
  This can be divided into cabins where medics  
 must try and keep themselves infection free through the game 

 they must spread the infection to everyone else. Either way, campers will get to run, 
 soak each other, and live out their greatest or most feared zombie apocalypse scenarios. 
 Editor’s Note: Start with only one or two infected and make sure that you have a lot  
  of water balloons. The whip cream is pretty hard to get off with one squirt. It’s  
  best to tell those who are infected to work in groups. Ours turned into a   
  water/whip cream fight which was fine (they were already covered in mud) but  
  just something to consider before executing it.  
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Royal Family – This is essentially a game of assassination attempts on a royal family and a 
 frenzied attempt at getting them to safety. Divide the players in half to make two teams 
 – one team is the Assassins and the second team is the Royal Guard. From the Royal 
 Guard team, four will be chosen to be the royal family – 2 boys and 2 girls. One of the 
 boys will be the King (worth 100 points) and the other boy will be the Prince (worth 50 
 points). One of the girls will be the Queen (worth 75 points) and the other girl will be the 
 Princess (worth 50 points). All four members of the Royal family must wear a crown or 
 something that differs them from the rest of the group. The goal of the Royal Guard 
 team is to escort the Royal Family to the helipad (a predetermined area) without losing 
 any of the members of the family. The Assassins’ team goal is to eliminate all of the 
 Royal Family members before they reach the helipad. Royal Family members are 
 eliminated by being tagged. Members of the Royal Guard can take a tag for the family 
 member to keep them safe, but they are out of the game until the round is over (water 
 balloons and other things can be used instead of tagging with bodyguards jumping in 
 front of the balloons to take bullets for the family members). Before the game begins, 
 the Royal Guard must all start at the same location – Assassins are allowed time to hide 
 wherever they want without guarding the helipad or the Royal Guard starting point. 
 Once a family member makes it to the helipad they are safe. Family members can be 
 split up (i.e. one group escorts the girls and another group escorts the boys). After all of 
 the Royal Family has either been saved or eliminated, calculate points and have teams 
 switch roles. Whichever team scores the most points wins the game. Assassins can be 
 eliminated by allotting a specified number of water balloons to the guard. If any assassin 
 is hit with the water balloon, they are out for the round and must sit where they were 
 hit (the same rule of sitting applies to the Royal Guard if they are hit as well as the Royal 
 Family if they are eliminated). You can also add in 2 fake family members with 
 crowns/tiaras by having them carry a handkerchief in their hand or pocket so that it isn’t 
 as easily seen by any Assassins.  
 
 
Scavvers – This game pairs well with “Everything but the Kitchen Sink!”. If you are doing this as 
 a stand alone game, you will need a lot of clean recyclables like plastics and cardboard. 
 You will also need crafting materials like glue or duct tape. Have players gather as much 
 trash as possible. Give them an allotted amount of time to do this. After time is up, have 
 players gather and work together to build the most beautiful and functional thing 
 possible. It can be all beauty or all functionality. The idea is to have players work  
 together to build something abstract that can either be art or a tool or a little bit of 
 both.  
 
 
Search and Destroy – You will need lots of different colored water balloons. Fill up the water 
 balloons and hide them throughout camp. When the game begins, campers must run 
 out and collect as many water balloons as they can. However, each color is worth 
 different point values (some can even be worth negative points) which the campers 
 don’t know. Once they find the balloon, they must take it back to the scorekeepers and 
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 check the balloon in. Once the balloon is checked it, campers can dispose of it however 
 they see fit (the best way is to hit someone running with a balloon and see if they throw 
 back so that they lose out on checking the balloon in for points). Deduct points if they 
 launch it on the scorekeepers.  
 
 
Shark and Octopus Tag – Everyone starts the game as an octopus and starts on one side of the 
 playing field. One person will be the shark and can move around to tag people when the 
 run. To start the game, the shark will say, “Octopus, Octopus, swim in my ocean!” Then 
 all the octopi will begin running from one side to the other while trying to avoid the 
 shark. If they get tagged, they immediately sit down. From this point on, they are the 
 shark’s helpers and can tag anyone that comes close to them, but they cannot move. 
 The shark is the only allowed to move. You can make this into a competition to see if the 
 shark can eliminate all of the octopi in 5 rounds or something along those lines.  
 
 
Siege – You will need plenty of open space and at least two water balloon launchers, rope, 
 cones, or spray paint to mark out playing areas, and plenty of water balloons pre-filled. 
 Divide all of the players into two teams. Designate a team name for each (for now we’ll 
 use Red and Blue team). Each side will have a castle and a prison. In between both sides 
 is the battlefield. Both teams will designate someone to operate the launcher from their 
 castle. These players are not allowed to leave their playing area. Within each team’s 
 side, there is also a prison that will need to be marked out. When the game begins, each 
 team will try to launch water balloons across the playing area to knock out the other 
 team’s castle. For everyone else who isn’t operating the launchers, they can run into the 
 battlefield area and throw water balloons. If they hit the launcher, their team gains a 
 point. However, if players are in the battlefield and get hit with a water balloon, they 
 must go to the other team’s jail. You do not go to jail if you’re hit while on your side (i.e. 
 Red hitting Blue when Blue is not in the battlefield). The only way to get out of jail is if 
 your team hits the opposing team’s castle. Below is a diagram of the playing field. You 
 can adjust sizes to your playing area, but this is about what it should look like 
 (remember, 3-man water balloon launchers can go 200-300 feet easily). Blue denotes 
 blue’s side, and the bright blue notes their castle. The red box in Blue denotes the jail 
 where Red team players go upon being hit. The same set up is true of Red on the 
 diagram on the next page. 
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Smugglers & Spies – This is an offshoot of CTF but with a little more James Bond thrown in. 
 Divide into two teams. One is smugglers and the other spies. Each will need to set up 
 their own Headquarters on opposite sides of the playing area. The scorekeeper stays 
 within the Spies Headquarters. The goal of the game is for the smugglers to deliver 
 contraband information from their side to the spy side without being caught. The goal of 
 the spies is to intercept the smugglers and confiscate their items. If a smuggler is caught 
 by a spy, they get 30 seconds to search the smuggler for the piece of paper. The paper 
 must be hidden on external clothes somewhere. Only boys can search boys and only 
 girls can search girls. This means that if a boy catches a girl, he must call for a girl to 
 come and search the girl smuggler. However, if she can’t get there in 30 seconds, the 
 smuggler goes free. If a spy finds something on the smuggler, then they must deliver it 
 to their base to receive points. One leader should be at each HQ. The leader at the 
 smuggler HQ will hand out new info while the one at the spy HQ is scorekeeper. These 
 leaders should also be in place to make sure no spies are sitting outside of both HQs to 
 easily intercept people. Paper items and point values are as follows: 

• Biscuits(x12-24) 25 points each 

• Chocolate(x10-20) 50 points each 

• Sugar(x8-16) 75 points each 

• Animal Pelts(x8-16) 100 points each 

• Books(x6-12) 125 points each 

• Weapons/Tools(x6-12) 150 points each 

• Top Secret Weapons Designs(x3-6) 300 points each 

• Map to Secret Intelligence(x1-4) 500 points each 

• High Priority Target(x1-4) 750 points each 
(You can use however many different point values and 
items you like, this is just a guide) 
The items can be simply written on paper of be laminated halved index cards with 
pictures and points values on them. If you divide into 4 cabins vs. 4 cabins you can add 
cabin cup points to the game. Also, you can you rename the teams for more fun such as 
CIA vs. Spetsnaz or the like. 

Battlefield  

aka 

No Man’s Land 
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Variation: Missionaries – You can play the exact same game, but a more Christian 
 version that you can call Missionaries. Here, the smugglers are actually 
 missionaries who are trying to get Christian material over to a country where 
 Christianity as well as other religions are illegal. The same rules apply as wth the 
 original version. Modified paper items and values are as follows: 

• Biscuits(x10-20) 50 points each 

• Chocolate(x8-16) 75 points each 

• Clothes(x8-16) 100 points each 

• Worship Music(x6-12) 150 points each 

• Bible(x5-10) 300 points each 

• Map of Guard Patrols(x3-6) 500 points each 

• Missionary(x1-4) 750 points each 
Editor’s Note: This is one to definitely test with staff. We had to modify numerous rules 
 to suit our own in order to make the game more fair. One way we played was to 
 have all of the kids play Smugglers and the staff play Spies. This eliminated the 
 chance for any inappropriate touch between campers. We made it boys cover 
 boys and girls cover girls. We also said that the card couldn’t be in pants pockets 
 or under shirts or pants. Shoes, socks, hoods, sleeves, etc. were fair game. This 
 made things more fair and covered our bases. Overall the kids enjoyed it.  
 

 
Softball in the Dark – You will need a glow in the dark softball and fluorescent tape to secure to 
 the bat to make it noticeable at night. You may also wish to have glow necklaces in like 
 colors to help people differentiate between teams. Also, try using some other kind of 
 glow object to help people see the bases. This is harder than what you’d think. 
 Variation: Use a glow in the dark Frisbee to play Ultimate Frisbee in the dark 
 
 
Steal the Bacon – A very physical and competitive game. Divide into two teams with an equal 
 number of players on either side. Every player is assigned a number of 1-X (however 
 many are playing). Place a variety of balls in the middle of the two lines. The leader will 
 call out random numbers (1, 7, 14, and 5). Whoever has that number on the team needs 
 to run out and grab as many balls as possible and CARRY them back to their side to 
 score. Players can tackle each other and strip the balls to get it back to their side. 
 However, once the ball as crossed a team line, it is there to stay. Players cannot kick the 
 balls across the line. Whoever gets the highest score wins. 
 Variation: 

• Apply this to hockey. Lay out sticks on the ground and call out numbers. The 
numbers that are called run out, pick up a stick and play to score first. Whichever 
side scores first wins for that round and gets a point. 
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Stealth – This game will require a few working flashlights. Set up safe boundaries. This is a 
 variation of Underground Church, but with less running for campers and more ideal for 
 younger campers. Send a few kids out into the dark playing field to hide. Next, send out 
 some players with flashlights. Those that hid, must try to make it back to a certain point 
 (like the campfire ring) and those with the flashlights must prevent them from getting 
 there by freezing them with the flashlight and yelling “Caught!” This will freeze the 
 player. The game is over when all players are frozen or make it back. Waterguns can also 
 be used as a method of tagging people. 
 
 
Streets and Alleys – This is a basic cat-and-mouse game. You will need a sizable group of people 
 (16-20 minimum). Have two volunteers and arrange the rest of the students into a 
 square. Students should all be arm’s length apart from one another in all directions. 
 “Streets” is when all students face the leader with their arms outstretched. The 
 “streets” are the small running lanes that are created. “Alleys” is then when all players 
 turn to their right with their arms outstretched. The running lanes have now shifted. The 
 volunteers essentially play a game of tag while running in the ever changing running 
 lanes. However, neither player can run through someone’s arms and must run only in 
 the lanes created by the group’s arms.  
 
 
Survival – An Original! – You will need different colored duct tape to mark teams and 

 laminated points cards to hide throughout the playing area (you can make your own) 

  Divide players into equal teams. An apocalypse has happened and two teams must 

 compete against one another for supplies to survive while avoiding infected monsters. 

 Designate two of the teams either Soldiers or Survivors. The other teams will play the 

 round as one team known as the Infected (or Monsters Team). Soldiers and Survivors 

 compete against one another for supplies which are scattered throughout the playing 

 area and are worth different points. Both teams must try to avoid the Infected and can 

 either work together or eliminate one another. If a Soldier or Survivor wishes to 

 eliminate the other, they must tag them. Once eliminated, the Solider or Survivor must 

 return to their base and wait to be let back in by a leader. If a Soldier or Survivor is 

 tagged by an Infected, they immediately begin playing for the Infected team and try to 

 convert more  to their team. Infected are marked by yelling, screaming, and making 

 loud noises as they move around. Their goal is simply to try and convert all of the 

 Soldiers and Survivors onto their team before time is out. Rounds are 10 minutes long or 

 end when all Soldiers  and Survivors are infected OR if all of the supplies have been 

 gathered. Once over,  calculate points for the teams and rotate teams so new teams 

 play as the Soldiers and Survivors and new teams play as the Infected. Whichever team 

 has the most points after all of the rounds wins. Players cannot steal from enemy bases.   
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Variation: If you are playing on a smaller area, you can blindfold the Infected and attach 

 bells to the ankles or wrists of Soldiers and Survivors so that they react to the 

 sound only. Infected don’t have to make noise then and if they do tag someone, 

 they must help blindfold them.  

Supplies and Point Values: 

• Berries = 10 points 

• Fruit = 25 points 

• Vegetables = 25 points 

• Meat = 50 points 

• Fish = 50 points 

• Water = 75 points 

• Medicine = 100 points 

• Gear = 125 points 

 
 
Switcher – You will need a group of at least 24 (you can make shapes with as many even 
 numbered sizes as you can) (you need teams of 6 each preferably). Divide players into 
 teams of six, and assign each team a number. When the game begins, the leader will yell 
 out different number combinations (1-3, 4-6, 2-5). These teams need to switch places. 
 You can add an elimination aspect to the game where whoever is the last one to sit is 
 out and anyone who goes to the wrong spot is out. Play for the last team standing if you 
 can!  
 
Example Switcher Playing Field Shown Below: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Tapeworm – You will need two tables, chairs to mark out a safety semicircle stemming from the 
 tables, and multiple pieces of masking tape (or colored duct tape). Divide players into 
 two teams. Each team gets a table and they are only safe within their safe zone. 
 Between the safe zones is the Battle Zone. When the game begins, players take a piece 

KEY: 

Teal = 1 (swapping with 3) 

Gold = 2 (swapping with 5) 

Peach = 3 (swapping with 1) 

Grey = 4 (swapping with 6) 

Lime = 5 (swapping with 2) 

Purple = 6 (swapping with 4) 
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 of tape from the table and run into the Battle Zone and try to stick it to someone. Once 
 they hit someone, they must return to the safe zone and get more tape. When the game 
 ends, tally the number of sticks each person has on each team. Whichever team has the 
 least sticks wins!  
 
 
Team Building Circuit – This team building game is a way to break down the cabins into smaller 
 groups and help them get to know and trust one another more at the onset of the camp 
 week. The following are teambuilding activities that can be done on most camp 
 campuses with minimal equipment as well as some ideas for places that have team 
 building equipment already. Or, these could just provide some ideas for teambuilding 
 equipment for your camp to implement! 

• Minesweeper – You will need two hula hoops, blindfolds, and a variety of small objects 
that can be seen in the grass. One person will be blindfolded and another will guide the 
person through the “minefield” without stepping on any of the obstructions. Once the 
player gets to the other hula hoop, a leader will take their blindfold and bring it up to 
the other players. The goal is to get as many people as possible to the other hula hoop 
before time expires. 

• Carpet Squares or Stepping Stones – See under small group games. 

• Trust Falls – Set up large stumps  (or logs) in a staircase like manner. Have one person 
stand on the highest stump with their back to their cabin. Cabin mates should lock arms 
and say some kind of chant to brace themselves and to signal when they are ready for 
the person to fall. The person simply needs to fall straight backwards and trust that their 
cabin mates will catch them.  

• Squares – This will require the use of large flats by the low ropes course. Cabins need to 
get as many people as possible on the squares for as long as possible without touching 
the ground. Once the campers beat one size, upgrade them to a small size. 

• Birthdays and a Log – This will require the use of the log by the low ropes course. 
Campers must randomly sit on the log. They must then organize themselves into order 
based on age, then month, then day. Students must stand on the log and cannot fall on 
the ground, or the must start over. This can also be done with alphabetical order based 
on first or last name if campers already know what the activity entails. 

• Human Table – You will need four chairs. Begin by having everyone sit in a chair. They 
should sit on the chair and turn their body to the right. Then they all need to lay back so 
that their heads on the knees of the people behind them. Once everyone has laid their 
heads down and their backs are flat, have someone begin removing the chairs. Ideally, 
the people should be able to support themselves on their own (this will require some 
core strength).  

• Low Ropes Course – Blind fold one camper and give them two escorts. The blinded 
camper must navigate the low ropes course without falling and listening to his/her 
teammates. One team can do the outer elements while another team does the inner 
circuit.  

• Swat 2.0 – See Swat 2.0 under small group games. 
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• Crowd Surfing – See Crowd Surfing under small group games.  

• Three Clueless Nuts – Break down cabins into teams of three people. You will need 
blindfolds and a variety of small items and blindfolds. One team member will be 
blindfolded and is the only one allowed to travel in the field. Another is the 
communicator and can speak, but cannot see where the walker is at. The last person is 
the seer. They can see but cannot speak. The leader will give an objective to the seer 
such as gather as many dolls as possible, get your person into a hula hoop, only pick up 
certain items and so on. Once a goal is down, switch up the roles.  

• Turning Over a New Leaf – Players must sit on a blanket and turn it over without 
touching the ground. 

• T-Shirt Relay – You will need one XXXL t-shirt per team. One person must put the 
 shirt on and then everyone needs to stand in a line and lock hands. The t-shirt 
 must be passed from person to person without anyone’s hands coming undone. 
 First team to make it to their last person wins. It will end up inside out. 

• Marble Chutes – You will need at least one large marble and paper towel tubes that 
 have been cut in half. Each team member should have a half tube and the person 
 in the back starts with the marble. The goal is to move the marble from one 
 point to another while having it roll between each person’s tube. If it falls off, 
 the whole team must start over again. 

• Back to Back – Begin this game by having two players sit back to back. They must then 
 stand up together without using their hands. Add more people with each 
 success. The Internet record is 28 people, can you beat it? 

• Dragon Chain – Take 2 cabins and have them line up opposite of one another, or split a 
 cabin into 2 smaller groups. Each team should line up facing the same direction. 
 Each player reaches back with their left hand through their legs and grabs the 
 person’s right hand. The goal is to have the teams move to a point and back 
 without breaking. If they break, they must start over again. 

• Blind Leading the Blind – You will need a blindfold. Have teams form lines facing one 
 direction. The person in the front is blindfolded and must accomplish tasks, but 
 their teammates can’t talk to them.  

• Human Etch-a-Sketch – Have teams try and write messages to one another using their 
 bodies to spell or display messages. 

• Nail Stacking – This is an ideal indoor game where players can sit and think. You will also 
 need to have small pieces of wood with one nail slightly nailed into the wood in  
 the center readily available. Give groups 20 nails. Their goal is to stack as many 
 nails as possible on top of that single nail in the wood without any part of the 
 structure touching the ground.  

• Hula Hoop Pass – You will need a large hula hoop for this. Have teams line up holding 
 hands. On one end place a hula hoop around the shoulder of the person. The 
 hula hoop must go from one end of the line to the other without touching the 
 ground. If it touches the ground, then everyone must start over.  

• Conveyor Belt – This game is incredibly odd and can be dangerous if care and discretion 
 are not used. Take one volunteer from the team. The rest of the team must lay 
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 down on the floor in opposing patterns (head, toe, head, toe, etc.). Next, have 
 two leaders gently lower the volunteer face up onto the team members. When 
 the leader says “Go,” the belt must begin turning so that the person on top 
 begins moving. As soon as the person completely passes over someone, they 
 must get up and run to the beginning of the line and lay in the proper position to 
 help keep the person moving. The volunteer should never touch the ground. 

• Incredible Journey – You will need a long rope and some bandanas. Have all but 2 
 campers get blindfolded. Those who aren’t blindfolded must lead everyone else 
 through a series of obstacles by talking them through what to do. All players 
 have to hold onto is the rope.  

• Nitro Crossing – A river of nitric acid stands between you and freedom. A rope dangles 
 between the two shores. The team must ALL cross the river. No sticks longer 
 than one’s forearm are allowed to be used. Ideally, campers will swing over to 
 the other side. If they fall or touch the acid, their team suffers a punishment. 
 They may have to start over, someone may lose a hand, someone may go blind, 
 lose their voice, have their legs fused together, or they may have to save a 
 civilian in the process.  

• Spider Web – Campers must navigate through a spider web from one side to another. 
 Once a path is used, it cannot be used again. Once someone touches a part of 
 the web, they must start over or lose another pathway.  

• Trams – You will need logs with ropes tied into them. The teams must work together 
 and coordinate their movements to get to a specific point. If you fall over, you 
 must start over again.  

• Crossover – You will need to build a large wall with a staircase and small platform 
 behind it. The object is to lift team members so they can reach the top of the 
 wall and climb over. Two people are allowed to climb up and stay at the 
 platform. These two people are then able to help others climb by pulling them 
 up. However, once someone goes down the steps, they are only allowed to spot 
 and cannot physically lift or help the rest of their team. All team members should 
 attempt to climb and make it over the wall.  

• Planks – You will need to build five platforms in the shape of a right angle. The angle 
 platform should be the largest and the other two platforms should be 
 significantly smaller. You will also need 4 2x4s. Divide your team into 2 smaller 
 teams. The object of this exercise is to get everyone to the large platform 
 without anyone falling off or losing a board. If someone falls off or loses a board, 
 you can have them all start over again or you can take a board away increasing 
 the need to work together and communicate between two separate teams. 

• Inversion – You will need tape to mark out two parallel lines about 18” apart. Have all 
 players line up in between those lines and have them number off 1,2,3,4, etc. to 
 whoever the last person is. When signaled, players must move to be in reverse 
 order (i.e. 1 swaps with 20, 2 with 19, and so on). Add penalties as you see fit.  
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• Editor’s Note – This activity can take VERY long. Be aware of how much time is spent on 
each activity and make sure staff has watches readily available to keep track of time. 
This would often go so long that we had to skip our second activity due to lack of light.  

 
 
The Amazing Race – This is similar to the television show. Essentially, this is one large relay race 
 all over campus drawing on mental and athletic skills that cabins need to figure out in 
 order to win. Create a variety of stations (10-16) so that there is close to one person per 
 cabin per challenge.  Give teams a map of where the locations are and have them 
 designate a person or pair per station. Once the task has been completed, the players 
 must run to the next station so their person may do their event. Have leadership spread 
 out so that campers don’t cheat or get lost. Have letters that must be taken from one 
 station to another that have the instructions for the next person. The one who delivered 
 the instructions is NOT allowed to help the person completing their challenge unless 
 they want to take a time penalty. 
 
 
Sample Challenges: 

• Tee Thaw – The night before, collect a large t-shirt from all the cabins and put them 
in Ziploc bags and freeze them. Players must unthaw the shirt enough to wear and 
run to the next station to begin the event. 

• Discus – begin at a random Disc Golf Net and lay out discs for each team. They must 
throw the discs to the specified net in order to continue on.  

• Sketcher – Have players draw something before running to the next station. 

• Riddlers – Campers are presented with a riddle and must solve it before continuing 
on (can be used multiple times). 

• Bobber – Lay out buckets filled with water and have campers bob for a banana or 
apple. 

• Sprinter – Player must run to the next station. 

• Forty-niner – Players must search for a specified amount of gold coins.  

• Puzzler – Players must assemble a small puzzle as quickly as possible  

• Engineer – Players must assemble some kind of craft before continuing on. 

• Sharpshooter – Players must launch a water balloon onto a designated target before 
moving on or fire a Nerf Gun and knock over a target. 

• Robin Hood – Players must land a specified target before moving on with archery 
set. 

• Shakespeare – Write a haiku about something before moving on. 

• Search and Destroy – Find a water balloon or egg and destroy it. 

• Incineration Specialist – Find a match and a strike box in order to light a candle 
before continuing on.  

• Performer – Player needs to sing and dance a song and be approved by the judge 
before moving on. 

• Baller – Player must make 1 half-court shot before moving on.  
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• Knock Down – Players must knock a bottle off of a pole using only a Frisbee. 

• Shoot Out – Players must shoot a lit candle with a water gun so that it goes out.  

• Make Your Mark – Players must launch tennis balls (using tennis ball launchers (the 
elongated plastic sticks with a dent for the ball)) and hit a target – much harder than 
it sounds and balls can go much farther than when thrown.  

 
 
Treasure Pass – This is a fun game that requires athleticism and a little strategy and is best 
 played in a very large area. You will need different colored duct tape (to mark teams), 
 two pool noodles, and a box that is heavy and large enough to require two people to 
 transport. Teams are required to transport a case of gold to a preset location. One team 
 will start with the gold to begin and must begin transporting it to their location. While 
 en route, they are susceptible to attacks from the other teams seeking the gold. 
 Attackers have the advantage. If someone on the carrying team is tagged by an attacker, 
 they must return to their home base to be allowed back into the game (they must run or 
 walk back with their hand held in the air to signal that they are currently out). The 
 defending team is given two short pool noodles to use to fend off attacks. If an attacker 
 is hit by a noodle, they are out and must go to their base to be allowed back into play. 
 Players on the defending team are allowed to throw themselves in front of attackers to 
 slowly them down and give them team time to get away. If an attacking team takes out 
 the two people carrying the gold, they claim the gold and the former defending team 
 must all return to their base and then attack again (this is so that people aren’t fighting 
 in a mob over the gold and allows teams time to carry it towards their goal). Once a 
 team transports the gold safely to their goal, they win and gameplay can start over. If 
 time runs out, whichever team has the gold last wins. Teams are allowed to work 
 together to overthrow a current team if they wish. It is also wise to keep staff close to 
 the action to serve as referees and players to help prevent injuries and hurt feelings.  
 Variations: Raiders of the Ark – You can play this game with the same rules, but using 
 the Ark of the Covenant as the object you are transporting – each team wants God’s 
 blessing and must take it to their city for safety. You can also add in staff as bandits with 
 water guns and water balloons to help make the game more refreshing and shift 
 balances of power in struggles for the gold.  
 
 
Treasure Raiders – Select 4-8 people to be monsters. These players are blindfolded. They will all 
 be given three bean bags to throw. A leader should make sure that they are refilled 
 regularly. There are 4 keys on the ground. The rest of the players form a circle around 
 the monsters. They must send in one player at a time to try and retrieve the keys. If they 
 are hit with a bean bag, they are out of the game. If they get a key, they cannot be sent 
 back in. If they go in, don’t get anything, but made it back, they are still in the game.  
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Triangle Tag – have campers get into groups of three and select a few campers (anywhere from 
 3-15 depending on numbers) to be it. Within their groups of three, have campers 
 choose someone whom they will protect. Before the game starts, have campers hold 
 hands or lock arms. When the game begins, those who are ‘it’, will chase after a triangle. 
 The triangle will try to protect their person from being tagged by throwing themselves 
 into whoever is ‘it’ and trying to block them. If, the person who is being protected is 
 tagged, the group sits down. Taggers, or those who are ‘it’, cannot team up on one 
 triangle to win.  
 
 
Underground Church – Not all Christians enjoy the religious freedom that we enjoy here. 
 Therefore, this game seeks to create a pseudo simulation for campers to understand 
 how Christians in other countries may feel. This is a similar operation to that of the 
 Underground Railroad in America. Gather all of the campers in the RC. Explain to them 
 that they need to get from the RC to a specific safe house that cannot be stated. Explain 
 to campers that there are also some counselors looking to catch you and send you back 
 to the RC, others are looking to help you, and a few are close to being converted to your 
 cause as a Christian and will need a little ministering to join you and direct you where to 
 go. Lastly, tell the campers that the safe house is guarded by a counselor and will need a 
 password that they need to get from a counselor. If they give the wrong password, they 
 will be sent back to the RC. As the kids run out, be sure staff is aware of camper 
 clumping and purple parties. Campers need to try and find their allies while avoiding 
 their enemies. If a camper is tagged, they must go to the RC for 5 minutes and start 
 over. One method to make the game more challenging is to have multiple counselors 
 guarding fake safe houses and counselors giving wrong passwords to trick them. Ideally, 
 campers will begin sharing who can be trusted and who can’t and figure out where to 
 go. If campers do make it to the safe house with the right password, they must stay 
 there and remain quiet as guards are still out.  

Variation: 
Have counselors walk with water guns to fight one another and protect  

 or deceive campers as helpers fighting the enemy. You can also “shock 
 and awe” campers to start the game. One method can be to tell 
 counselors that all the campers are in trouble and need to go to bed early 
 and then begin banging on doors and sounding alarms to create a general 
 panic and shuffle them to the RC. Be aware that some campers, 
 especially younger, ones may be scared. However, many that were scared 
 end up loving the game because of how intense it began.    
 You can also give kids different colored bracelets that correspond to 
 specific safe houses that they must find and enter with the secret 
 password. Sample Secret Passwords: “When does the crow call?” 
 “Midnight.”  
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Vaputta – This is an old Native American game from the Pima tribe and is a mix of deception 
 and athletic ability. All you need is a pebble (or a marble) and cones to mark goals for 
 either team (go for about 20 yards for higher scoring or 40 yards for lower scoring). 
 Divide players into two teams and select a captain for each team. Flip a coin to decide 
 who goes first. The team playing first will have all of their players form a straight line 
 facing the other team. The captain will walk down the line and pretend to place the 
 pebble into a player’s hand and will actually put it into someone’s hands. When the 
 captain reaches the end of the line, the other team’s captain must now guess where the 
 pebble is. If he or she guesses right, they take the pebble and hide it for their team. If 
 they guess wrong, the player who has the pebble must run and jump over the captain’s 
 raised leg (or just jump from a set line). Wherever this person lands, is how far forward 
 the team must move forward to their goal. They now get to hide the pebble again. Once 
 the whole team moves to the goal line, they score a point and start over. (This may also 
 be easier to use fewer players, or incorporate more pebbles to increase the odds of a 
 correct guess) 
 
 
 
Water Olympics – This is a series of water games that can be done at camp with an overall 
winner afterwards. However, these games can also be used individually for fun as well. You can 
have different campers from different cabins sign up for different events to score points for 
their cabin.  

• Steal the Bacon in the Pool – same rules as Steal the Bacon, but done in the pool. 
o Variation – Grease a watermelon and have kids try and play Steal the Bacon. IT 

can also be adapted to football/rugby on land. 

• Water Slide Style Off – Points are awarded based on a panel of judges and require 
campers to go down the water slide in some kind of unique fashion. 

• Water Balloon Toss – Have campers pair up and form two lines. One side will be given a 
water balloon and on the mark of the leader, they will toss it to their partner. Whoever 
pops a balloon is out. Whoever catches one will back up one step and toss it back. The 
process repeats itself. Whoever is left standing wins.  

• Balloon Target Marker – You will need a large slingshot, water balloons, and tarps or 
bags for this game. Cabins will send players down to a field while three remain to load 
and fire the slingshot. The goal of the game is to land a water balloon on a target (the 
tarps) or hit a person. Players can run into the water balloons to take the shot if they’d 
like. This is a very difficult, but very fun game.  

• Human Bowling – You will need a large tarp or waterslide tarp material, water, soap, 
and donated cardboard boxes. Arrange the boxes in a varying order. You can even stack 
some of them. Each box is assigned a color which corresponds to a team color, but can 
only be seen from the back. 4 teams will send one person at a time down the lane. For 
each box of an opposing team color they knock down, they will receive one point. If they 
knock their own box over, they lose a point.  
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• Tug-o-War – You will need a long and strong rope with some kind of marker tied to the 
middle. Have two teams face-off and try to pull the marker to their side. However, they 
will be tugging on a tarp that is wet and covered in soap.  

• Air Raid – You will need a large field, water balloons, and a few large obstacles to hid 
behind (i.e. wheelbarrows, trashcans, etc.). One team will start on a starting line. The 
other team will place a few bombers with water balloons and buckets of water 
throughout the field. Their job is to hit the other team with water balloons so that they 
are out of the game while the other team is trying to make it across the field. If the team 
can get one person across the field, they win that round. The teams then switch roles 
and begin again. Whoever ends up with 3 wins first wins the game.  

o Variation – take old baseball helmets and glue/tape metal colanders to the tops. 
Have campers try and catch the balloon in the helmet. Be sure to use small water 
balloons to prevent injury! 

• Slip and Slide – You will need a large tarp, soap, oil, water, and possibly food coloring 
 that won’t stain. This will create a slick surface that kids can run and slide 
 through like a waterslide, but with more room to do tricks and style-offs. 

• Delivery Boy – You will need tarp strips, baby oil or dish soap, a few large plastic cups, 
 and something to pin the strips down. Create a zig-zag pattern with lots of sharp 
 turns. Have campers line up at one end and give them a cup full of water. Set a 
 time limit and have them run through the course while trying to keep as much 
 water in the cup as possible to put into a bucket at the end. Do this for each 
 cabin and see who can get the most water in them.  

 
 
Who Pranked Who? – This is essentially a live action game of Clue. However, instead of people 
 killing other people, it is a race to figure out who pranked a specific person in what 
 building on campus and with what kind of prank. You will need to create laminated 
 index cards that have the Cabins and any public buildings around campus, a series of 
 pranks (horse in cabin, whoopee cushion, etc.), and cards of specific people around 
 camp (counselors, leaders, or even other cabins if you want). You will also have to 
 create a list of people, pranks, and places that cabins can check off. Once these have 
 been created, draw one from each deck and place them into an envelope. This is the 
 solution. Place leaders at each location that is in the game and disperse the rest of the 
 cards between these players. Give groups timed rounds. During those timed rounds, 
 they may go to as many places as they want that are in the game, but can only ask one 
 question per person per visit per place per round. They also must stay as a group. Once 
 the round is over, they come back and discuss what they know and try to think of any 
 hunches. Ask if anyone wants to make an accusation. If not, begin the next round. If 
 someone does, allow them to publicly state it. The leader can check the solution and tell 
 them if they are correct or not. If they are correct, the game is over and that team wins. 
 If they are incorrect, they still play but cannot make another accusation until someone 
 else does and they are wrong. Allow one to two accusations between rounds.  
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• Variations – Once the staff member is revealed, he or she must be caught by a cabin (it 
 is best to give the accused some warning so that they can hide before kids begin 
 chasing them). The team that catches them then wins as they caught the pranker 
 and brought him or her to justice. 

 
 
Will-O-the-Wisp – This game is similar to Wolfpack. Select one or two leaders to act as the 
 scouts. They are to be given either a lantern or a flashlight to carry with them. Every few 
 minutes, they will flash their light and cabin groups must move together to catch them. 
 Each cabin that catches them will be awarded points. Campers are allowed to talk and 
 communicate with one another. The scouts are also allowed to hide for a while. This 
 game is best played at night to make navigation more challenging for cabins and stealth 
 easier for the scouts.  
 
 
Wolfpack – A great cabin and Cabin Cup points game. Every cabin is its own wolfpack. APD’s 
 and any other camp leadership are the alpha wolves. Explain that each cabin needs to 
 come up with its own unique wolf howl that they can all do. This call is also allowed to 
 be changed throughout the game. Cabins also cannot talk once the game begins, 
 therefore, the cabins need to come up with wolf sounds to communicate with one 
 another. All howls, once the game has begun, need to be done by the WHOLE cabin. 
 Alpha wolves won’t respond to singular ones. A final rule is that cabins need to stay 
 together. The game itself works like Marco Polo, but without water. The alpha wolves 
 will do their lone howl and the cabins will respond. The alpha wolf can choose who he or 
 she wants to call back too. Alpha wolves can remain in one place and wait to be found, 
 or they can move their location until they are caught by a cabin. Alpha wolves need to 
 keep track of who found them for points on paper or on their hand. Whichever cabin 
 captures the alphas the most wins the game. This game is best in the dark with the 
 alpha wolves in dark clothes.  
 
 
XTREME Wiffle Ball – You will need 3 large water basins filled with ice water for this game and 
 a wiffle ball set. This game is played exactly like wiffle ball. However, when you get on 
 base, you must stand in ice water until you move to the next base and finally score.  
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Zombie Apocalypse – You will need tape to mark different teams. Divide players into 3 groups: 

 Survivors, Zombies, and Helpers (Team Size as follows: Survivors > Helpers > Zombies). 

 Designate a destination for the survivors to reach (this will then be their safe zone once 

 they make it there). The designated area will be where the zombies and helpers start. 

 Allow the survivors a one minute grace period to begin and start hiding. After the 

 minute is up, release the zombies and helpers. Helpers are allowed to create human 

 shields and barriers to help protect the survivors and escort them to the safe zone. 

 Helpers cannot be tagged and turned into zombies, Survivors can however. As soon as a 

 zombie is tags a survivor, the survivor then becomes a zombie. Zombies are also allowed 

 to reach in between cracks and tag survivors to turn them. The survivor(s) who makes it 

 to the safe zone wins! If the zombies tag everyone, then they win! You can then 

 reshuffle teams and play again! 
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Youth & Counselor Training Games 

(YCT Games) 

**Green Highlights note games/activities that have a purpose or can be used in 

conjunction with a particular lesson.  

** Blue Highlights note games/activities that can be used as team building games to 

promote group unity 

A-maze-ing – You may need chairs for this activity and you will need a blindfold. Select two 
 volunteers. One will step outside while the other is given 1-3 minutes to create a maze 
 for their partner. They create this by using chairs and other people to stand in certain 
 places. Then their partner will return, but will be blindfolded and must navigate the 
 maze on their own.  
 Purpose: This can be used as an introductory activity about how the wrong kinds of 
 friends can lead you down the wrong path.  
 
American Football Futbol – You will need two goals and a football. This game is played just like 
 soccer but with the football as the soccer ball. There are no goalies and youth must try 
 and score using the football. 

 
Annika’s Revenge – You will need a golf mat ($20 at Wal-Mart) and some gag items (eggs, 
 super soakers, water balloons, etc.). This is a boys vs. girls game. Boys and girls will pair 
 up and compete against one another. Have the teams take turns putting. If you make 
 your put, you get to do a gag to your opponent on the next turn. Whoever sinks the 
 most puts wins. 
 
Assault – You will need Nerf Guns and various pieces of furniture (mattresses are excellent) and 
 set them up into various bunkers in a gym. You can use the forts and the Nerf Guns to 
 play a game of capture the flag or war with Nerf Guns and other related toys.  
 Variation: Collect cardboard and allow teams to create their own forts and walls or even 
 super soldiers complete with cardboard armor to walk through enemy lines as well as 
 water balloon launchers filled with soft dodgeballs to attack with for added fun and 
 chaos! 
 
Assassins/Blowdarts – A great team game that is competitive and keeps you on your
  toes. Everyone will write their name on a slip of paper and place it in a 
 bucket. Everyone when then draw names. You cannot have your own name
  as these are the names of the people you need to assassinate. You 
 assassinate a person by shooting them with a water gun or dart gun. 
 However, you cannot shoot them in any of the buildings on site and 
 you cannot shoot them while they are with someone else. When 
 you’ve eliminate your target, have them sign off on their name and take
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  their paper. This is your new target. The assassinated target then rejoins the game, but 
 cannot assassinate anyone. Blowdarts works the exact same way except instead of 
 water guns, you use paper darts that you blow onto people’s necks to assassinate them.  
 
Atlas – Have students line up in a circle. One person will start by saying anything that would 
 show up on an atlas (mountain, river, state, country, ocean, etc.). Once they say 
 something, the person to their right gets 10 seconds to come up with something that 
 starts with the last letter of the previous word stated. Example: Vatican, New Zealand, 
 Denver, Rhode Island, Denmark, Kenya, Australia. Whoever fails to get one in 10 
 seconds is out and it goes to the next person until only one person is left.  
 
Baby Food Roulette – You will need plastic spoons and various types of baby food for this 
 game.  Have the participants form a circle. You can operate this like spin the bottle. 
 Once the bottle spins towards you, you must eat a spoonful of baby food. You then get 
 the turn to spin the bottle and select the baby food that will be eaten by the next 
 ‘victim’. 
Baby Homerun Derby – You will need pin pong equipment (as in ping pong balls and plenty of 
 paddles), masking tape, and tables that can be set on their sides to make a wall. Set up 
 your tables on their side to create the homerun fence. From there, mark out a home 
 plate with masking tape and mark out foul lines. The field is now ready to go. The hitting 
 team will get on their knees at home plate and swing their paddle to try and hit the ball 
 over the fence. The fielders will be on their knees in the field trying to swat down the 
 hitting team’s ball. The hitting team serves to themselves to pitch the ball to hit. Any 
 ball that clears the fence without hitting the floor or ceiling is a point for the hitting 
 team. Every failed homerun is an out unless it was hit foul. A foul ball gets a retry. 
 Whichever team has the most points by the end of the game wins! 
 
Back to Back – This game requires no additional materials and will eventually end up involving 
 everyone. Have two people stand back to back in a sitting position and try to stand up 
 without using their hands. Every time they succeed, add one more person. See how far 
 you can go! 
 Purpose: This is great at encouraging clear communication between participants as well 
 as encouragement between them. This activity is also capable of helping youth or 
 staffers think of creative solutions to help someone who is struggling. 
 
Balloon Tower – You will need tape (masking or Scotch) and some balloons (you can do  
  different colors per team if you like). Break players into teams. The goal is for players to 
 build the tallest freestanding structure possible. This can be a great team building game 
 if you take the time to debrief following the activity.  
 Purpose: This is great for building teamwork, communication, openness, and mutual 
 respect within groups.  
 
Bang – Have all players stand in a circle with a leader in the middle of the circle. The leader will 
 turn to someone, point, and yell “Bang.” Whoever the leader pointed to must duck 
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 immediately. If they do not, they are out. If the person pointed to does duck before the 
 leader says “Bang”, then the two people on his or her side must turn, point, and yell 
 “Bang” at each other. Whoever does it first wins and stays in the game. Whoever wasn’t 
 quick enough is out. Once the game gets down to the final two people, they will stand 
 back to back. The leader will count aloud and the two finalists will take paces away from 
 each other like a shootout in the Old West. When the leader yells “Bang”, the two 
 players turn and shoot. Whoever is first wins.  
 
BFF Showdown – Similar to the Newlyweds game, get pairs of players who know each other 
 fairly well OR just randomly put people together with easier questions to help students 
 learn more about each other. You will need paper to write on (or Whiteboards with dry 
 erase markers) and Sharpies. Break apart the teams and send one half of the pair to one 
 side of the playing stage and the other player on the opposite end. Ask one group of 
 players something like, “What is your partner’s middle name? Then, their partners will 
 write down their middle name on their pieces of paper. After this is done, the host will 
 ask each player what they thought their middle name was; their partner will reveal what 
 they wrote and if it is correct, that team gets a point! Pretty simple game that can get 
 funny at times. 
 Purpose: This game can be opened up to the whole group with questions about God’s 
 personality. The Bible says that Jesus is like the bridegroom so he wants to know each of 
 us intimately. This can be used to discuss things we can do to learn more about God so 
 that He feels like more of a BFF to us.  
 
Bible Drills – This is a great to train camp staff and help improve students’ comprehension of 
 the Bible. Instead of using memory verses, have students look for Bible stories (David 
 and Goliath). After a few like that, branch out and have them find passages in the Old 
 and/or New Testaments that you could share when someone is grieving, when someone 
 needs to understand the Gospel, etc. 
 
Bible Smugglers – You will need some plastic spoons, a few working flashlights, and a large 
 facility. Select a few students to be missionaries. They will each have a Bible (spoons). 
 Take the rest of the students and tell them that they are patrol guards for a foreign 
 country. Their job is to try and catch as many missionaries as possible. Whenever a 
 guard catches a missionary, they must ask questions like “What are you doing?” The 
 missionaries can either lie or tell the truth. If they lie, they are immediately caught by 
 the guard who continues to interrogate them. Your guards should ask questions like, 
 “What is this? (referring to the Bible) Who is this Jesus? Why should I care? What is 
 heaven?” They can also throw in things like, “In my country we believe in many gods, 
 why is yours so special?” If students can answer the questions well, the guard can 
 choose to let them pass, help them, or apprehend them. If a missionary is apprehended, 
 he or she must sit in jail for a set amount of time before being allowed to continue. 
 Encourage students to try and get as many Bibles to a pre-picked destination within a 
 certain amount of time. Once they drop off their Bible, missionaries can go and find a 
 leader for more, but should still try to avoid being caught on their way back.   
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 Purpose: This game will help youth go over the Gospel message and understand it 
 better. If you have good guards, they can ask much harder questions. 
 
Big Chug – You will need some cans of soda and socks. Ask for a few volunteers. These 
 volunteers will be told that they need to chug a can of soda. However, the twist is that 
 they need to do it with a sock over the lid. If you want to make it really disgusting, have 
 them use their own socks or another person’s socks.  
 
Binocular Soccer – You will need at least one pair of binoculars per person and something to fix 
 to their heads so that they can only see through them as well as a soccer ball. Play a 
 normal game of soccer; however, the binoculars drastically alter how you see and make 
 it hilarious for anyone watching – great video and photo op for the group! 
 
Birdie on a Perch – Have all players find a partner (you will need an even number for this game 
 to work). Once all players have a partner, have one person from each pair hold hands 
 and form a large circle. This will be the outer circle. The other players will then form a 
 smaller inner circle. When the leader says, “Go,” the outer circle will move clockwise 
 while the inner circle moves counter clockwise. The leader will then yell, “Birdy on a 
 perch!” At this point, the circles stop and come undone as players try to find their 
 partners. One partner must kneel down on one knee and the other must sit. Whoever is 
 last is out.  
 
Blend-O-Rama – Caution: Sick Students – You will need a blender and a variety of foodstuffs 
 (milk, ice cream, Oreos, fruit, baby food, chicken, spam, soda, mustard, ketchup, 
 mayonnaise, etc.). Mix up a variety of drinks (preferably the edible one first if you want 
 to avoid washing the blender out thoroughly). Mix a gross mix with the help of students. 
 Dare one or a few of them to drink a glass of it.  
 Purpose: You can discuss how students are the drink. The things that they add are the 
 things that they put into their life. The good things are the things you need (i.e. reading 
 your Bible, prayer, devotionals, etc.) and the bad things that you fill into your life to feel 
 more better (porn, alcohol, drugs, gossip, etc.). 
 
Blind QB – You will need a football and around at least four students as well as a blindfold. 
 Blindfold the quarterback so that they can’t see. When they snap the ball, everyone else 
 runs out like a normal football game and calls for the ball. Receivers need to tell their 
 position while defensive players try and throw off the receivers and confuse the 
 quarterback. Each team gets a new set of downs if the can complete a pass. 
 Purpose: To show how when you’re trying to listen to God, you need to focus on him 
 alone and tune out all of the other stuff.  
 
Blinded by Money – You will need a lot of pennies (2 for every other player in your group). 
 Divide the group into pairs. Place an empty trash can or some kind of container in the 
 room. Have one student tilt their head back, close their eyes and put the pennies over 
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 top their eyes. Their partner must help them try and dump the pennies into the 
 container using only verbal commands. They cannot touch the person at all.  
 Purpose: This is a great way to discuss how greed and money can blind us and how it 
 can be hard to follow God’s word whenever there are so many people telling you what 
 to do (other voices) when you are just trying to focus on the one that can give you your 
 sight back (your partner’s voice). 
 
Bologna Artists – You will need bologna slices (thicker sliced is better) and scissors (or knives if 
 you trust you’re older kids). Like you would create a snowflake out of paper, this is the 
 same concept except with slices of meat. Give students a minute to cut their snowflakes 
 and then show them off to everyone else. You can eat them afterwards! (If you like 
 bologna) You could also get a variety of meats, cheeses, and other sandwich pieces to 
 make a festive sandwich that someone could eat! 
 
Blowdarts 2.0 – You will need a white t-shirt, Q-tips, food coloring, plenty of straws (like the 
 ones you’d get from McDonald’s or Subway), and bowls to put water and food coloring 
 in. You may also want to use a tarp or newspapers if you’re playing this inside or on 
 carpet. Draw a target on the t-shirt and have one person wear it. Divide the students 
 into equal teams and give at least 5 Q-tips to each person playing. When it is their turn, 
 the player will dip the tip of their Q-tip into the colored water to stain it. They will then 
 place it into the end of the straw and blow out of it so that it will shoot towards the 
 person wearing the shirt. You can use different colors to designate the different teams 
 so that you can then tell which team did the best.  
 
Board Lift – You will need a blindfold and a 2x10 board at least 3-4 ft. long. Blindfold one 
 person and have them stand on the board. Then have 2 informed and strong leaders 
 beginning lifting the board by only a couple of inches. Another leader will be trying to 
 make it seem as though the person is being lifted very high as will the audience. The 
 leader should begin by having their hands on the participant’s shoulders and slowly 
 move them down and away to simulate a great increase in height. Then, have the 
 person do a trust fall thinking that they are falling when in reality they are only falling a 
 few inches.  
 Purpose: This is great for generating trust amongst youth or future staffers in your 
 group.  
 
Bobbing for Marshmallows – You will need two bags of marshmallows, two bags of flour, and 
 fairly large mixing bowls or salad bowls. Divide the players into two teams. The object of 
 the game is to have each player bob for marshmallows out of the flour and spit them in 
 a trashcan. The first team done wins! Caution: if flour is inhaled, may make some sick.  

Variation: Use baking sheets and gummy worms and have youth dig through the flour 
 with their noses to discover and devour a worm.  
 
Bobbing in Beans – You will need a bucket, plenty of baked beans, and some apples. You can 
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 try to have students bring some beans and apples. The game works the exact some way 
 as regular bobbing for apples. You also want to have plenty of towels available. 
 
Booger Shooter – You will need cereal (preferably Cheerios; KIX works too) and have players 
 place one of the pieces in their nostril and shoot them out. Whoever goes the farthest 
 wins.  
 
Boom Boom Blindman – Depending on group size, you will need 2-4 blindfolds and an equal 
 amount of balloons per team (15-20 per team with specific colors per team if possible). 
 Divide players into teams (ideally four teams of less than 8 people). Select one person to 
 be the blindman and affix the blindfold to them. They’re job is to defend their balloons 
 from other teams’ players. Everyone else on the team is supposed to stomp out 
 everyone else’s balloons before theirs. Only the blind people can tag people out to 
 protect their team’s balloons. This includes their own teammates and other blindmen. 
 Whichever team has their balloons left wins. If someone is tagged, they are to either sit 
 down where they were tagged or sit out of the playing area.  
 
Bottle Bowling – You will need filled water bottles and glowsticks. Break glowsticks so that they 
 work and place into plastic water bottles. Then have students do normal bowling, 
 except in the dark with only the water illuminated.  
 
Brain Freeze – You will need plenty of popsicles. Players race to see who can eat 4 popsicles the 
 fastest.  However, make sure that you take volunteers before explaining what is going 
 on. 
 
Bubblegum Tower – You will need plenty of bubble gum (Hubba Bubba brand is the best) and 
 straws. Divide players into teams of four. Teams must work together to construct the 
 largest and tallest freestanding tower possible. If you want to add a bit of a twist, you 
 can require each tower to support an egg to make things a little more difficult.  
 Purpose: This is a great way to encourage teamwork (especially if you pick teams by 
 putting people together who may not get along or just don’t work well together (i.e. 
 with two strong leader types, it encourages them to work together over outdoing one 
 another)). Ideally, youth and staffers should be more willing and able to accomplish 
 tasks with whoever they are working with.  
 
Cake Head – You will need one brave volunteer, some ingredients to make cake mix, a tarp, an 
 old chair, and a bib or something to keep the volunteer’s clothes clean. The point of this 
 activity is to begin mixing the cake DIRECTLY on the volunteer’s head.  
 Purpose: This can be a great lesson on how without the proper foundation (a mixing 
 bowl), we can have all of the right ingredients (eggs, flour, cake mix, etc. good church 
 attendance, Bible studies, etc.) but none of it will make a good product. We all need 
 Christ as the foundation for any of those things to truly be effective.  
 
Car Push – Teams race to see who can move a car in neutral the fastest to a designated point. 
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Cardboard City – This can be either a fun activity or used as a service/outreach project. You will 
 need lots of cardboard boxes (preferably large ones from appliance stores). Have 
 students create houses out of them to sleep in for the night. This can show students 
 what life is like for many homeless people. If you are doing this as a service/outreach 
 project, then have youth collect funds that can be donated to a food bank or homeless 
 shelter.  
Cardboard Maze – You will need a LOT of cardboard and duct tape as well as scissors. Cut out 
 the large flat panels of each box and begin taping the corners together. Meanwhile, 
 have someone work on cutting out holes for someone to crawl through. Have students 
 race to see who can get through the maze the fastest. 
 
Cardboard Warriors– You will need plenty of cardboard and packing tape for this activity. 
 Divide everyone into teams give them 15-20 minutes to fashion armor out of the 
 cardboard for their chosen warrior. Once time is up, allow the knights to face off with 
 one another. The one with the least amount of damage wins! 
 
Cheeto Toss – You will need Cheese ball buckets and shaving cream. Divide students into 
 teams. One person will have shaving cream on their face and the others will try and get 
 as many cheese balls to stick to the person’s face as possible by throwing them from a 
 distance. The shaving cream covered person should be in a chair or stationary to make it 
 more of a challenge for the throwers. Whichever team gets the most cheese balls on 
 their persons’ at the end of time wins. 

 
Chubby Bunny – You will need marshmallows for this. Select a few volunteers. Have them stand 
 in front of the group. Each will place one marshmallow in their mouth and then say, 
 “Chubby Bunny.” For round 2, they will add another marshmallow and so on per round. 
 Students will drop out as they can’t say Chubby Bunny anymore or can’t fit more 
 marshmallows into their mouths. They are allowed to use their fingers to push the 
 sweets into corners of their mouths, but they cannot swallow them! Caution: Choking 
 Hazard! Have someone CPR certified at the ready! 
 Variation: This same game can be used, but with Hot Tamales. This essentially 
 eliminates the choking hazard (small candy is easier to dislodge) and it can be a game of 
 who can handle the most Hot Tamales at once.  
 
Clothes-Pin Slime – You will need a kiddie pool, slime (water, flour, and green food coloring), 
 and clothes pins. Create your slime and add the clothespins. Students need to pull out 
 the clothespins with their feet and stick them to themselves. Whoever can get the most 
 in a specified amount of time wins.  
 
Cold Kiss Relay – You will need a bag of Hershey’s Kisses and will need to freeze them prior to 
 the game. Divide players into two teams. The first player in each circle will take a Kiss, 
 unwrap it, chew it, and then swallow it. They must then show their empty mouth to the 
 person to their right so that that player can now pick up the Kiss and do the same thing. 
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 The first team done wins. The frozen Kisses make it much more difficult! 
 
Communist Church – This game is similar to Underground Church, but is better suited for Youth 
 Groups or Counselor Training groups due to their smaller numbers and their access to 
 building interiors. You will need a church or a conference center for this game. It should 
 also be dark inside the building, so this game is best played at night. Prior to the game,  
 go through the building and unlock certain doors that you are allowed to be in. You will  
 need to take 2-3 leaders from your group for this game; they will be the Police. The goal  
 of the game is for players to go through the church building and collect letters or words  
 to word or phrase that they must assemble together. These should be hidden  
 throughout the church in rooms that are unlocked. Students will be given a base to start 
 from, they can bring all of their pieces here to be assembled. The Police will also need a 
 room to act as their jail cell where they keep players for around 5 minutes (or you can  
 have them do a trick for you and then let them go). When the game begins, Police will  
 begin roaming the halls of the playing area. Students must work their way into the  
 various rooms to search for the words or letters. When players are in the hall, they are  
 able to be tagged by the police. If they are tagged, they are escorted to jail where they  
 must stay until freed. Players are safe if they are in a room. Police cannot enter rooms to 
 search. If they suspect someone is there or know someone is there, they can wait for a 
 while, but must move on. Stealth is the key to this game. If a Police sees your enter a 
 room, they will wait for you. If a player is tagged by a Police and he or she has a card, he 
 or she must give it up so the police can hide it again.  
 Purpose: This game is great on teaching students about Christian persecution in other 
 countries like China. Everything Christians there do is with the full knowledge that the 
 police are watching or may be watching what they do and where they go waiting for an 
 opportunity to throw them in prison.  
 
Color Wars – You will need to use the Color Powder recipe under the Science-Based Craft 
 section, white t-shirts, and baggies, Tupperware, or stockings to hold the powder. This is 
 something that can be used as a local youth event for multiple youth groups to 
 participate in or just in your own group. Divide all players into teams and assign a color 
 to each team. The leader will announce different teams that will compete. Each player 
 will get a handful or stocking of colored powder and when their team is called, they 
 must try to cover the opposing team with their color as much as possible. The most 
 colored team loses. Be sure to play away from air cooling units and away from cars. You 
 can also save a lot of colors for the end and do one massive free-for-all. Also, make sure 
 all players have wraparound sunglasses or goggles to keep the powder out of eyes.  
 
Corn-Shucking Race – Gather some corn that hasn’t been shucked and give one to each player. 
 Players race to shuck the corn using only their feet. The first to shuck it or whoever does 
 it best within a time limit wins.  
 
Commando Church – You will need the cover of darkness and a good flashlight. Set up a guard 
 tower in the center of the playing area (or somewhere high up) and turn off all of the 
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 lights. Players need to go from their starting point to a predetermined location (another 
 room or building) without getting caught by the searchlight (flashlight) from the guard 
 tower. If someone is caught in the light, they must freeze in place and are escorted to 
 jail. Players are released from jail after a certain amount of time (of after having them 
 do some stupid task for you). It also helps to have some war noises or background noise 
 going on to make it harder for players to communicate with one another. If the guards 
 imprison all players into jail at one time they win, if all players make it to the safe zone 
 then they win.           
 Purpose: This can be used to illustrate spiritual warfare – we often stumble in the dark 
 at times. This can then lead to a discussion about the armor of God, the tools for 
 spiritual warfare found in Ephesians 6:10-18 
 
Couch Potato Race – Collect some old sofas or couches from a thrift store or anyone looking to 
 get rid of one that have wheels (unless you have a dolly to put them on). Divide players 
 into teams. Teams select one “driver” who must lay on the couch without falling off. 
 Teams will then race to maneuver their couch around obstacles as quickly as possible. 
 Try to keep with a couch potato theme and have teams race around chairs and coffee 
 tables or race to the kitchen and back to the TV before the commercial break is over.  
 
Crab Soccer – You will need two equally sized balls (preferably children’s play balls from stores). 
 Mark out a circle about 30 feet in diameter. Dig two holes or place two inner tubes to 
 act as goals. Players start with their ball in their goal and must move it from their goal to 
 their opponent’s goal. However, they can only crawl on hands and legs and they can’t 
 step out of the playing area. If they commit either of those two infractions, they are out 
 for the round. First to score in their opponent’s goal wins the round. Whoever wins the 
 most rounds wins the game.  
 
Crawdad Shuffle – You will need a large tarp, some crawdads, and Doritos or some kind of 
 crunchy chip. Lay out the tarp and get 8 volunteers. Tell them that they will be crab walk 
 racing across the tarp. Right before you have them go, let them know that they will be 
 racing with live crawdads on the mat. After they race, cut 4 of them (you can cut the 
 winners so the losers think that they are suffering longer, or keep them in and cut the 
 losers). Now, blindfold the 4 remaining students and have them start. Quickly remove 
 the crawdads and lay down the chips. Encourage the crowd to keep cheering and yelling 
 to distract the students further. Be sure to return the crawdads to a creek or stream or 
 eat them so that they aren’t wasted. 
 
Creeping Closer – Select one person to be captain. This person will then stand in a corner 
 somewhere with their back to all of the other players. The goal of the remaining players 
 is to tag the captain by creeping up on him or her. The captain, meanwhile, can choose 
 to turn around and see who is near him or her. If the captain catches anyone still 
 moving, all of the players must start over, therefore, this game requires some measure 
 of teamwork. You can also play it where if a person is caught moving, he or she alone 
 must start over and not everyone else.  
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 Purpose: Good for building accountability, trust in one another’s skills, and healthy 
 competition.  
 
Cupid – You will need a toy bow and arrow and some whip cream and paper plates as well as a 
 solid couple that sets a good example. Draw a heart with masking tape on the boy’s 
 back. The girl is to stand approximately 20 feet away and must try and hit the target 
 with the bow. Every time she misses, he gets a pie to the face. 
 Purpose: This can provide an excellent segue way into a devotional or lesson on 
 relationships and dating as this game can put your star couple in the spot light. 
 
Cyclops – You will need tape, newspaper, aluminum foil, and other such items – enough that 
 each group will have enough to cover a face. Divide players into groups of 3-5. Out of 
 each group, a volunteer will be selected. This person will be the Cyclops and the others 
 are his or her pit crew. When the leader says, “Go,” the pit crew must begin covering 
 their Cyclops’ body leaving only one eye exposed. After the Cyclops has been fully 
 covered, a referee (leader) will come over and inspect the Cyclops. If everything is 
 covered, the Cyclops may begin attacking. A fully covered Cyclops (with permission from 
 the leader to attack!) will then begin attacking other unprepared Cyclops’ (those who 
 are not fully covered). If an unprepared Cyclops is tagged, they are out. However, 
 unprepared Cyclops’ are allowed to run away with their pit crew trying to cover them as 
 they go. An attacking Cyclops must stop attacking if any part of their covering falls off 
 exposing clothes or skin. The last Cyclops standing wins for their team! 
 
Death Hack – You will need a soccer ball or dodgeball for this game (preferably a dodgeball for 
 safety reasons, but a soccer ball for ease of play, the choice is yours). Have all players 
 form a circle and begin to play hacky sack like normal. After 3 successful volleys, (the 
 ball has touched 4 players) the next player to catch the ball gets to keep it. Now, the 
 game becomes dodgeball. The person holding the ball can throw it at anyone they like. 
 If they hit someone, that person is out. If someone catches the ball when it is thrown, 
 the thrower is out. However, the ball would still be live so whoever caught it, can now 
 throw it at someone else. As long as the ball doesn’t hit the ground, it is still live. If the 
 ball hits the ground before you achieve 3 successful volleys, start over. If it becomes too 
 difficult, reduce the number of successful volleys.  
 
Dip and Stick – You will need some Lifesavers (the sweet candy kind; NOT mints) and cups to 
 hold water. Put all players into pairs. One will dip the Lifesavers in water and the stick 
 them to their partner’s face. The first team to stick the whole pack of Lifesavers on their 
 partner’s face wins! 
 
Dirty Words – You will need two buckets, plenty of ping-pong balls, and some mud (chocolate 
 syrup if you really want to be messy). Divide players into two teams. Players must race 
 to pull out ping-pong balls, clean them off, and then try to arrange them into a pre-set 
 word or phrase that you created.  
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 Purpose: This can serve as an activity for a lesson about the words that you say 
 (Ephesians 4:29) or about the body of the church and how each person has a specific 
 role to play on the team in order for the team to have success.  
 
Donut on a String – You will need string and donuts. Students partner up. One person lies on 
 their back while their partner stands over their head. The donuts will be tied to string 
 and the person laying on the ground must race to eat the donut the fastest.  
 
EAT! – You will need to be stopping at a burger joint, or some place that serves burgers, or 
 simply bring a few to youth group as a post-dinner snack (note: some restaurants may 
 not like this game)! Be sure that you pick up some of the sloppiest burgers you can get. 
 Pair off competitors into teams, one to hold the burger and one to eat it. The holder 
 must “feed” their partner with only one hand. The eater must eat the entire thing, 
 whoever does it first wins! 
 
Eggs on Ice – You will need snow, white eggs, flashlights, and you’ll have to wait for it to get 
 dark. Send teams out into the cold snowy dark to collect as many eggs as possible 
 (broken remnants don’t count!). Whoever has the most wins! 
 
Egg Roulette – You will need 2 dozen eggs. For round 1 use 4 raw and 8 hard-boiled eggs. Two 
 students will take turns selecting eggs for one another and must smash them over the 
 other’s head. The goal is to break more raw eggs over the other person’s head than 
 yours. For the final round, you will need 5 hard-boiled eggs and 1 raw. Try to hide the 
 raw one until it is one of the last two and leave it all up to chance for the winner. Really 
 messy and really fun. 
 
Family aka Empires – A great game to fill dead time. All you need are some slips of paper and a 
 few pens/pencils. The leader of the game will select a category (world cities, Disney 
 characters, Italian foods, websites, books of the Bible, superheroes, etc.) and everyone  
 will write down something related to this category on the slip of paper and hand it to 
 the leader. Once the leader has all of the slips, he/she will read through all of them 
 twice. This is the ONLY time that these are allowed to be read for the duration of the 
 game. Then, someone will start by asking, “James, are you Batman?” He will then 
 respond yes or no. If no, then you move counter clockwise or clockwise. If he responds 
 yes, he joins that person’s family and that person gets to go again. However, James can 
 also help the person select the next person. The game lasts until everyone is on one 
 person’s family. 
 
Finger Fencing: Jell-O Warrior Edition – You will need an inflatable kiddie pool and each 
 student to bring a plate of Jell-O. Dump all of the Jell-O into the pool and smash it up. 
 Then, have finger fencing matches in the slop. Crazy fun and really messy. Just make 
 sure your students have a change of clothes and that there is a towel ready to go. For 
 rules on finger fencing, see the entry under Small Group Games. 
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Flash Mob Generosity – This is better suited to Christmas season, but can be adapted 
 throughout the year. One example would be to bring your youth group or counselor 
 training group and rapid firing Salvation Army bell ringers with donations of varying 
 amounts and bringing them some hot coffee or chocolate. It’s a good way to promote 
 giving in your group and get them excited about it.  
 
Four on a Couch – Create a circle with chairs and have four of them be designated as the 
 couch…or use a real couch, it doesn’t really matter so long as people know where and  
 what the couch is. The chairs also have to allow space for one extra person. Have all of 
 the players write their name down on a slip of paper. Place all of the slips of paper into a 
 bucket and pass the bucket around having players draw a name. If a player draws their 
 own name, they should then redraw. No one should have their own name. The game 
 begins with the person to the left of the empty chair. They will say the name of anyone 
 in the group and whoever DREW that name, must go to the empty seat. Whoever is to 
 the left of the new empty seat will then say a name. The objective of the game is to get 
 four boys or four girls on the couch. You can also make some girls guys for the game and 
 vice versa to make it equal. Sample Layout Below: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

• Blue Dots are Boys; Pink Dots are Girls; Grey Dot is the Empty Chair 

• Tan Box is the Couch where the Girls are trying to put all girls and the Boys are trying to 
put all boys.  

• In this example, the Boy where the arrow is at is to the left of the chair and will call a 
name.  

  
Frankenana – You will need a banana(s), a plastic knife, pins, needles, nails, string, rubber 
 bands, and some paper clips. Break students into small groups and have them cut the 
 banana into slices without telling them the goal. Once the banana has been cut up, have 
 groups race to try and stitch the banana back together again. The best looking and 
 fastest ones win. 
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Purpose: You can show how some things, once broken, may not be easy to put back 
 together again (i.e. relationships). 
 
Freeze – Have 3 volunteers begin acting out a scene. When the audience yells, “Freeze!” the 
 actors freeze in spot and 3 new volunteers swap spots with them.  
 
Frisbee Bowling – You will need a Frisbee and at least 10 empty of full soda/water bottles. The 
 rules are just like normal bowling, except you’re using a Frisbee. For added fun and 
 difficulty, use full plastic water bottles and put a glow stick in each and turn out the 
 lights. It adds just a little bit more fun to the game. 
 
Frisbeedonkulus – You will need Frisbee(s) and some hula hoops. Divide students into various 
 teams. Throwers are assigned points for their team if they can throw a Frisbee through 
 certain hula hoops. Cap the number of throw attempts to the number of Frisbees you 
 have or an arbitrary number. Assign various point values and create moving as well as 
 stationary targets. Whichever team gets the most points wins!  
 
Fruit Ninja – Based off the popular app, you will need plenty of water balloons and a sturdy 
 plastic sword. Pre-fill the water balloons and have a participant ready with the sword. 
 Toss various water balloons to the participant and have them try and break them with 
 the sword.  
 
Gauntlet of Champions – Channel your inner Indy, Lara Croft, or Nathan Drake for this one! 
 Create an obstacle course through your youth room or gym. Set up mattresses or tables 
  to jump or climb over, dodgeball launchers to avoid, dangerous Natives with Nerf guns 
 and other challenges that youth/students need to race through. Have each person take 
 turns running the course to see who can collect the treasure at the end first. Each hit 
 with a dodgeball or dart adds time to your final time. So students need to be quick, but 
 also cautious so that they don’t get hit!  

 
Gender Genius Challenge – This is a battle of the sexes game! You can break teams into boys 
 and girls or you can just leave them where you are. As the leader, you will ask a variety 
 of questions each worth a certain amount of points. Whoever gets the most points wins 
 and gets bragging rights. Whoever answers correctly first wins the points. However, if 
 you answer and get it wrong, your team loses that many points and the other team has 
 an opportunity to score. Whichever team gets the most points wins the game. It may be 
 helpful to create a Powerpoint with the questions and answers as well. Below are 
 sample questions with their point values and correct answers: 

• 100 points – Who is the most recent winner of the American Super Bowl?  

• 100 points – What planet is closest to Earth (Venus) 

• 100 points – What do you call a plant that grows and dies in one growing season? 
(annual) 

• 100 points – How many feet are in a yard? (3) 

• 100 points – “Simple Man” is made famous by what band? (Lynard Skynard)  
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• 100 points – What planet used to be a planet, but is no longer one? (Pluto) 

• 100 points – What does the term “Bradgelina” mean? (The relationship between Brad 
Pitt and Angelina Jolie) 

• 100 points – Who is the main protagonist in the popular game series Mass Effect? 
(Commander Shepherd) 

• 200 points – Dana needs 8 eggs to make 2 cakes. How many cakes can she make with 24 
eggs? (6) 

• 200 points – What is the capital of Portugal? (Lisbon) 

• 200 points – The Titanic sank in what year? (1912) 

• 200 points – Who played Spider-Man in The Amazing Spider-Man movie series? (Andrew 
Garfield) 

• 200 points – In what NY mountain range did Rip Van Winkle fall asleep in? (The Catskills) 

• 200 points – Who wrote most of the New Testament in the Bible? (Paul) 

• 200 points – What galaxy is Earth’s solar system found in? (The Milky Way) 

• 200 points – The “HP” in HP Computers stands for what? (Hewlett-Packard) 

• 300 points – Most fossils are found in what type of rock? (Sedimentary) 

• 300 points – What instrument is used to measure radiation? (Geiger Counter) 

• 300 points – Tim Tebow graduated from what university? (Florida) 

• 400 points – How many justices are on the United States Supreme Court? (9) 

• 400 points – a2 = b2 = c2 is known as who’s theorem? (Pythagoras) 

• 400 points – Who wrote Pride and Prejudice? (Jane Austen) 

• 400 points – Who is the author that created Cthulhu? (H.P. Lovecraft) 

• 400 points – Vertical lines divide a musical score into what? (measures) 

• 400 points – How many books are in the Bible? (66) 

• 500 points – How many different authors does the Bible have? (40) 
 
Giant Pool – You will need dodgeballs, a kickball, and 6 laundry baskets/trash cans/bins. You 
 can number the dodgeballs if you’d like. Organize the dodgeballs into the billiard 
 triangle and roll the kickball to break the balls. From there, take turns between teams 
 trying to get all of your dodgeballs into the basket pockets. 
 
Grab Bag Feast – Caution: Sick Students – You will need two bags and various food items (12-15 
 per bag for teams of up to 6-8). Give each team a bag. Once the game begins, the teams 
 must race to eat as all of the food in the bag – the kicker is that they don’t know what is 
 in the bag. Include a candy bar, a sardine, a dill pickle, a garlic glove, etc.  
 
Gross Domestic Product – You will need some baking skills for this and quite a bit of set up. 
 Create 6 different desserts (1 real and 5 fake)(Examples: Berry Smoothie (that’s really a 
 ketchup milkshake), Strawberries and Cream (whipped mayo and strawberries), Key 
 Lime Pie (avocado pie), Cookie Sandwiches (really salty and peppery cookies with sour 
 cream instead of ice cream), Vanilla Pudding (whipped mayo with sprinkles), and Chunky 
 Brownies (brownies with Twix chunks in them)). The trick is to make all of the desserts 
 look appetizing. Students are only allowed to look at the desserts. Have the students 
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 vote on which one to try. Then everyone must try a sample of the one they voted on.  
 Purpose: There are many choices on how to live your life. But there is only one true way. 
 You also don’t need to try every lifestyle. Once you find the good one, you don’t want to 
 try the others. 
 
Hot Onion – You will need one large raw onion (red onions aren’t as intense in flavor as white 
 ones are). The game works like hot potato; when the music stops, whoever has the 
 onion has to take a bite of it. They must also answer a random question from someone. 
 Once the game goes on, whoever had the onion last can ask the question as a 
 condolence for their “suffering”. 
 
Huddle-Up – Guys will create a huddle and girls will try and rip them apart from the huddle. 
 

Human Mafia (The Card Game) 

o This operates just like the card game. However, it must be dark for this to work. 

A gym is probably the best place to play this. Campers will use a normal deck of 

cards and break it to the necessary proportions based on group size.  

o Objectives: 

▪ Mafia – “kill” all players 

▪ Everyone else – eliminate the Mafia 

o Explanation 

▪ Make sure the deck as the appropriate number of cards (see below). 

Have everyone draw one of these cards. Everyone’s card MUST be 

SECRET and they must hold onto this card until they are killed or voted 

out.  

▪ Turn off the lights. The Mafia will move around and take people out by 

squeezing their shoulders. Mafia can detect one another by their own 

secret language set after the first round silently.  

▪ If your shoulder is squeezed, you drop to the floor and stay silent. 

▪ If you run into a dead body, you shout, “I found a dead person!” Then the 

lights immediately turn on. Take note of where everyone is at before they 

move. Sometimes you can catch the Mafia in the act of trying to kill 

someone else.  

▪ The leader will collect the cards of the dead people and show them to 

those that remain. Those that died sit out. Then the meeting begins. 

Everyone closes their eyes. The leader will ask the Mafia to open their 

eyes so that they know who is who. Then the leader will tell the Mafia to 

close their eyes and ask the Police to open their eyes. The leader will ask 

them who they’d like to accuse. They will point to someone. Then they 
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will close their eyes and the leader will ask the Medic to open their eyes 

and ask who they’d like to protect (make sure this is done before the 

actual game so that the leader knows who is who and so that the Mafia 

and Police know who is on their side). Then, everyone will open their 

eyes and the group will hear conversations about who the mafia is. If a 

person gets 2 accusations (someone seconds their another person’s 

opinion), a vote must immediately begin. If there is a majority, that 

person is out. Then, the leader will reveal the identity of the person. Then 

the lights will go out again and the process will repeat until the Mafia is 

all out, or until everyone else is dead.  

o The Roles: 

▪ If you draw an Ace – Mafia – ideally 1 for everyone 5-6 people. Best with 

4. They move in the dark “killing” as many people as possible by 

squeezing them on the shoulder. Their goal is to “kill” everyone else. 

▪ If you draw a King – Police – ideally 1 for everyone 10 players. Best with 

2. They can communicate with one another and make inferences on who 

they think the Mafia is. Their goal is to find the Mafia and vote them out. 

▪ If you draw a Queen – Medic – The medic can choose to save one person 

before each vote. Even if the person gets the appropriate number of 

votes to be voted out, the medic’s decision will keep them safe. However, 

the Medic doesn’t communicate with the police. (1 per game) 

▪ All other cards (that are note face cards) – Peasants – These players have 

no special power. However, they can lead investigations on who they 

think the Mafia is and vote people out of their group. Their goal is to vote 

out all of the Mafia.  

Variation: Werewolf – Plays the same way as Mafia, except that you have werewolves 

 doing the killing instead of the Mafia. Aces are werewolves, kings are hunters 

 who can choose one to kill in the circle prior to discussion, queens are cops who 

 make accusations, and the rest are villagers who make up the votes. Hunters are 

 allowed to not kill anyone if they aren’t sure. They’re job is to kill the werewolf 

 without killing any of the villagers.  

Human Snowball – You will need lots of scrap paper rolled up into balls and duct tape. Place all 

 of the paper balls into a marked off area. Divide students into teams and have them 

 select one person to be wrapped in duct tape. However, they need to be wrapped with 

 the sticky side out so that the balls will stick. After about 2-3 minutes, let the taped 

 people go into the paper room and try and collect as many paper balls as possible. 

 Purpose: This can illustrate how the bad stuff can snowball out of control on you.  
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Hyper Spy Hunt – Choose a famous spy name (Bond, Bourne, etc.) or any name really (the 
 shorter the better for time purposes). You will need one spy for each letter. The spies 
 will be carrying index cards with a letter to the name on them. Divide the rest of the 
 students into small group teams. Spies can be hidden throughout campus or you can go 
 to a shopping center/strip mall to make things more difficult. Spies should try to blend 
 in with local shoppers but not so well that students wouldn’t know who they are if they 
 saw them. The teams will go and search for the spies and try and get a card from them. 
 However, the spies may require something in exchange (if playing at a shopping center, 
 it should be something unique and very cheap)(if you’re at a camp, use natural items 
 that are very specific). Once the team has provided the spy with his or her requested 
 item, the spy will give them a card with a letter on it. Teams must collect one of every 
 card and bring them to the general leader in order to win. If you are going off site, make 
 sure students know expectations for behavior. They’re hunting for spies in a public place 
 and shouldn’t draw attention after all! 
 
Idol Smashdown! – You will need a table or some kind of set area that illustrates your heart 
 and plenty of various knick-knacks that can represent the following idols: food, sex,  
 entertainment, success, money, achievement, romance, family, and yourself. The Old 
 Testament is filled with hundreds of examples of people turning away from God and 
 following false gods. Begin by explaining what each god is and why we may like it and 
 put into the “heart”. (examples (in order as above): eggs or a soda can, flash drive (porn) 
 or condom, old CD/DVD or old video game equipment or sports jersey, something to 
 illustrate anything that would be named after you or made in honor of you (i.e. you 
 enter politics and strive to become the president at all costs; a statue in your honor 
 could represent that), board game or real money for added effect, a good test score or 
 copy of a certificate (i.e. diploma or degree), a celebrity crush that would date, a 
 duplicate of a family photo, and a little human figurine to represent yourself. As you 
 explain why anyone would pursue these gods (the promises they make) put them into 
  the heart. After me, then try and put God in. Your “heart” should be small enough that 
 the objects of the other gods fill it up so God can’t get in. Then explain how the person 
 with this heart is unhappy. Explain why each thing is bad if made into an idol. Take it out 
 and smash/tear/burn it.           

Purpose: The point of the extremeness is to illustrate what God wants us to do with 
 these idols. Destroy them. Then once the heart is open again, put God first. Explain how 
 these idols will try and work their way back in and try and push God out. We were made 
 to worship; we just sometimes choose to worship the wrong things.  
 Scripture: The Ten Commandments (idolatry is first), Mark 12:28-34, many of Jesus’ 
 parables touch on idols.  
 
Invention Convention – You will need a large bag full of old junk (CDs, cans, boxes, old phone 
 chargers, etc.) and plenty of duct tape. Divide everyone into small equal groups. Lay out 
 the junk on a tarp in the center of the room. Give students 10-15 minutes to build some 
 kind of machine or sculpture out of the junk you have provided. In order to prevent 
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 fights over materials, just go around with a bag and have students pick out one item at a 
 time until their run out.  
 Purpose: This game is great for showing students how God can use the junk in their lives 
 to make them into something great. It may look a little funny, but it matters to Him. 
 
Irongut –Caution: Sick Students – You will need daring students and a pantry full of lovely spices 
 and condiments. Begin by mixing together 15-25 different spices, condiments, and 
 beverages into one concoction. Pour out samples of the mixture into smaller cups for 
 students (I honestly feel like plastic shot glasses are the most ideal since the mixture is 
 going to gnarly). Have participants take a sip or down the whole thing and begin 
 attempting to name all of the different things in the concoction. (Mix up things like salad 
 dressing, vinegar, ketchup, soda, steak sauce, soy sauce, mayo, orange juice, milk, garlic, 
 oregano, mustard, pickle juice, etc.) 
 Purpose: This can be used in conjunction with a lesson very similar to Blend-O-Rama 
 where each foul thing could be a sin you habitually commit that taints the flavor or your 
 life or how your sinful self would probably taste like.  
 
Jelly Belly Challenge – Caution: Sick Students – You will need various packs of Jelly Belly Jelly 
 Beans (the kind that have the good flavors and the gross flavors as well). Let all players 
 choose a jelly bean from the pile that you have (they should all look the same). On the 
 count of three, all players will bite into their jelly bean. The ones with the good flavors 
 win, and those with the gross ones lose. For example, vomit flavor looks like peach 
 flavor. They both look good until you taste what is inside. Only then do you know which 
 the gross one is. (The game is called Bean Boozled – you can get it in any candy store) 

Purpose: This can serve as a lesson on self-righteousness and how we can dress 
 ourselves up to look nice, but the inside is still gross and disgusting to God.  
 
Jesus Ads – You will need a video camera and a computer with editing software, as well as a 
 projector and screen to showcase the final products. Break the group into smaller 
 groups and assign them the job to “sell” Jesus based off of famous TV commercials. 
 Record the act and replay it for all to enjoy. Great for camp and youth retreats. An 
 example, “Life’s stains got you down? Then you need Jesus Bleach! It wipes away all of 
 life’s stains!”           
 Purpose: This gets campers or youth focused on what it really means to be a Christian 
 and offers a fun way for them to showcase that to one another 
 
Ketchup – Caution: VERY Messy – You will need one squirt bottle of ketchup per pair and some 
 little cups that someone can hold in their mouths safely (think ketchup cups from a fast 
 food place or even communion cups). Have players partner up and give each pair a 
 squirt bottle and two cups. One person will lay down on the ground with the cup tucked 
 in their mouth. Their partner will then hold the bottle of ketchup about shoulder length 
 high and try to squirt ketchup into the cup to fill it up. Once full, they players will switch 
 places. First team done wins. You may wish to lay down trash bags to prevent messes on 
 clothes and carpet and/or goggles to keep it out of eyes.  
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Life Size Clue – You will need to play in a church or a building with lots of rooms and one lit 
 room. Have the leader hide the victim (some kind of doll or stuffed animal) in a room  
 and hide the murder weapon somewhere else (this could be a spatula, whoopee 
 cushion, etc.). Assign someone to be the “killer” and give them a flashlight discreetly. No 
 one should know who the killer is at the beginning of the game. The killer must then 
 patrol the building and flash anyone to get them out of the game. All other players are 
 trying to discover the victim (they should know what it looks like) and the weapon (they 
 should know what it is). They must find the victim and the weapon and bring them to 
 the leader with the correct accusation. If they are wrong, the killer wins and everyone 
 starts over. If they are right, then the players win and the killer loses. It’s similar to Grog 
 and allows for some deception on the part of the killer who could lure people away and 
 “off” them when they are both alone.  
 
Lone Assassin – You will need a deck of cards, a wig or some kind of inconvenient prop, and a 
 felt tipped marker It is best to preselect one assassin and four federal agents. If you 
 didn’t then just shuffle out cards with the ace being the assassin and four kings being 
 agents and everything else being a common person (this just makes things a little harder 
 for the assassin and you may need to help them get started). Before starting the game, 
 explain that there is an assassin on the loose who is supposed to eliminate everyone in 
 the game, but that there are four agents out looking to arrest him or her. Turn off the 
 lights and let the game begin! The assassin can only kill someone by donning the wig (or 
 use something simple like a raised hoodie hood) and by marking them with a marker. 
 The killed person must then report to the safe zone where a leader will be waiting. The 
 agents can only arrest the assassin by catching him in the act with wig on (or hood up) 
 and marking someone. The assassin when he or she eliminates everyone else and the 
 agents win when they catch the assassin. This game is also best off in the dark.  
 
Mad Hatter – You will need various hats and something soft (tube sock clubs stuffed with 
 newspaper or simply rolled up newspapers work well). Everyone will put on their hat 
 and take a club. When the game begins, players will attempt to knock off one another’s 
 hats while trying to keep theirs on. Players cannot secure their hats with their hands. 
 Paper bags can also be used that rest on top of everyone’s ears so there isn’t as much of 
 a concern for a concussion via sock bludgeoning.  
 
Mail Order Human – You will need lots of wrapping paper, tape, and scissors. Divide students 
 into teams. Each team will select someone to wrap. Whoever does the best job in the 
 time allotted wins.  
 
Marshmallow Tower – You will need various sized marshmallows and uncooked spaghetti 
 noodles. Break students into groups and allot the same number of materials per group. 
 Players must race to assemble the tallest freestanding marshmallow tower using only 
 marshmallows and spaghetti noodles. Tallest tower wins the game.  
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Mattress Jousting – You will need at least two mattresses. Each player takes a mattress and 
 holds it in front of them. They then run towards one another and hit each other. 
 Whoever falls or staggers the most loses.  
 
Memory Jar – You will need at least one mason jar that was a lid with a slit cut into it that is 
 large enough to fit folded slips of paper in. Throughout the year, encourage students to 
 write down good things that happened to them. Then, when the year is over, have them 
 review all the good things that happened throughout the year.      

Purpose: This helps youth focus on perspective – something that may seem to be the 
 end of the world at the time may not be that bad and may even be laying the 
 foundation for something new and greater to come! 
 
Mentos Challenge – You will need a narrow funnel, duct tape, a 2 liter bottle of diet Coke, and 
 plenty of Mentos. Remove the cap to the soda and attach the narrow funnel to the top 
 of the bottle. Have all players sit in a circle. Players will take turns holding the soda right 
 under their face. Whoever is directly across from them must attempt to throw the 
 Mentos into the funnel. If they miss, the soda is passed to the left. One Mentos won’t 
 cause a massive reaction. Try taping together two or three to throw in so you get an 
 instant reaction. Caution: VERY messy – make sure all players have a change of clothes! 
 
Messy Twister – You will need a large white tarp or a 
 large white sheet of paper, water soluble paint, 
 and a Twister spinner. Pre-paint the various 
  circles on to the tarp and let. Roll out the 
 sheet/tarp and carefully pour a little bit of paint
  with its matching color on the tarp. As students 
 place their hands and feet, they’ll track paint 
 everywhere and make a mess with it while having
  fun.  
 Variation: You can also use food dye and shaving cream on a sheet or Twister game 
 board. This version is cheaper, however, the food coloring will stain clothes! 
 
Mine Chute – You will need at least two wheelbarrows and preferably helmets for safety. 
 Divide  players into two teams. Each team will nominate a pair to race for them. One 
 person will operate the wheelbarrow while the other will ride along in the wheelbarrow. 
 Players will race to drop off the entire team from one end of the playing field to the 
 other. Operators must switch out after two trips, but can switch out after one once both 
 sides have players. You can also set up an obstacle course involving chairs, tables, 
 mattresses, dodgeballs, and other things that you have lying around.  
 
Model-Off – You will need hair styling products and make-up for this activity. Create as many 
 teams of 4 as you can. Ask for volunteer from each group to sit in a chair. It is then the 
 responsibility of everyone else on their team to do their hair and make-up and trail to 
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 create the most bizarre style possible! Make sure that no one cuts or dyes anyone’s hair 
 as this may cause some tensions to arise in the group. 
 
Modern Jousting – You will need bikes, helmets, cardboard carpeting pipes (the kind they use 
 to wrap the carpet around), possibly some football or hockey pads. Have two players 
 line up opposite of one another on the bikes. Each will have their own tube. On the 
 leader’s mark, they will begin pedaling toward one another. Whoever falls off or breaks 
 away first loses. The pads are a  good safety precaution unless you soften the tips of the 
 pipes with some bubble wrap and duct tape or foam. 
 
Modern Parables – Break your group into small groups and assign each group a parable from 
 the Bible. Groups must them take the parable and put it into modern terms and then act 
 it out.             
 Purpose: This helps youth and counselors take the timeless wisdom of Jesus and put it 
 into an easier to understand story for those around them. This brings them deeper into 
 understanding Jesus’s messages and allows them to have fun acting it all out.  
 
Mommy Bird – You will need gummy worms, chocolate syrup, and 1 trash bag and one bowl 
 per player. Divide players into pairs. One person will be the mommy bird and one will be 
 the baby bird. The baby bird will have the trash bag around them to act as a bib. Give 
 each pair a bowl filled with chocolate syrup and gummy worms. The mommy bird must 
 find and feed 5 worms to the baby bird. The first pair to do this wins (you may want a 
 trash bag for your mommy bird as well). Also, no hands allowed in this game.  
 
Mr. President – This is a simple game that can be played almost anywhere. It begins when a 
 person puts their pointer and middle fingers of one hand to their ear (like they were 
 trying to hear someone through an earpiece). The game has begun. Slowly, others will 
 mirror the same image of fingers to ear. Everyone holds this position and carries on as 
 normal. Once everyone has done this except for one, the game begins its final part. 
 Whoever is the last one to put their fingers up, or doesn’t do it, is the president. 
 Someone will yell, “Mr. (or Madame) President! Get down!” and will then tackle the 
 president to save their life. Kids love it so much that we instituted a cool down period on 
 it of thirty minutes and banned certain areas from being used.  
 
Name that Game – You will need to collect a variety of popular video game sounds or 
 soundtrack snippets from popular video games or even notable one liners from games. 
 Create a matching sheet with numbers and a list of the game titles marked ‘A’ through 
 however many letters for the games you listed (recommend 20, but more or less is fine). 
 Divide players into small groups and play each sound. Teams then get 30 seconds to 
 make their decision and then move on. Decisions cannot be undone as the game goes 
 on. Whoever has the most correct at the end wins! Stuck with good sound bites? Try 
 using the Clicker sound from The Last of Us, the opening soundtrack to Skyrim is easily 
 recognizable, “Requiescat in Pace” from Assassin’s Creed 2 is another good recognizable 
 sound as well! 
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 Variation: Spread this out to movies or TV shows to challenge those who watch more TV 
 or movies rather than play video games! 
 
Name that Logo – This is similar to Name that Game, but can be used as a teachable tool. 
 Collect various slogans and logos of major companies that youth would most likely 
 recognize and know and put them into a Powerpoint. Divide youth into two teams and 
 have them compete to see who has the most knowledge of logos and slogans. 
 Purpose: In order to make this a teachable game, have the last slide be that of a cross 
 and have youth discuss what they think it means and discuss what the cross had  
 represented during the time of Jesus. You can also have youth come up with a slogan for 
 Christians based off of scripture (my favorite is “Come and Die” from Kyle Idleman based 
 off of Luke 9:23). This then leads to discussions as to whether or not modern churches 
 are “aligned” with Jesus’s logo and slogan for his “company” or if we have watered it 
 down only to drive numbers.  
 
Napkin Races – You will need napkins for this activity. Have students unfold the napkin and 
 place a corner of the square on their tongue. When the leader says go, they must race 
 to get the whole napkin in their mouth first. 
 
Noodle Hockey – You will need pool noodles that have been cut in half and a sock ball (made of 
 socks, wrapped in newspaper, and duct taped). The game is played just like hockey, 
 except you use a sock ball and pool noodles as sticks.  
Pass It Around – You will need  variety of objects (bowling ball, guitar, shoes, trashcan, seats; 
 anything works). Have all players sit in a circle. The leader will begin adding items into 
 the circle to pass around. Players will continue passing around the items. If someone 
 drops an item, he or she is out of the game; their item however, is not. As more and 
 more players get eliminated, more and more stuff piles up that needs to be passed 
 around.  
 
Pass It On – You will need lots of small sheets of paper and enough pens/pencils for everyone. 
 Have everyone sit in a circle. Make sure that everyone has one piece of paper per 
 person in the circle and have them stack all of the papers on top of one another. To 
 begin, write out a phrase on the sheet of paper. Once that is done, have everyone pass 
 their stack of papers to the next person to their left. The next person will read the 
 phrase and attempt to draw it on the next sheet of paper (the first sheet must be placed 
 on the bottom of the pile). Once everyone has done that, they will pass the stacks again. 
 This time, the person will try to make a phrase based on what the previous person drew. 
 Continue this alternating pattern until everyone has their own stack again (when 
 everyone runs out of clean sheets of paper). Have all of the players read aloud and show 
 their pictures to everyone to see how it changed from the original.  
 
Pea Pipers – Caution: Potential Small Food Choking Hazard – You will need peas (frozen or 
 dried), a bowl, a straw for each player, and tape or something to mark a starting line for 
 players. Divide your group into at least 2 equal teams. When the leader says, “Go,” 
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 players must run to the bowl filled with peas and pick up a pea by sucking through the 
 straw to keep the pea stuck to the bottom of the straw and then they must run it back 
 to their team so the next person in line can go. If a pea drops while running back to the 
 line, the player must pick the pea back up again with the straw and continue. First team 
 to get all players through and back wins! 
 
Peanut Butter Crawl – Caution: Be Aware of Allergies! – You will need plenty of peanut butter, 
 plastic bags, and various lightweight items (i.e. bread slices, paper plates, etc.). Put 
 players into pairs. One will lather up the others’ face. Once done, the one covered in 
 peanut butter will crawl across a playing field littered with the lightweight items. They 
 must try and stick the items to their peanut butter faces while their partner follows 
 along with them. After an item is picked up, the peanut butter covered player must try 
 and drop it into the bag which their partner is holding without using their hands. 
 Whoever has the most by the end of the game wins! 
 
Pickett’s Charge – You will need at least 8 dodgeballs, a hula hoop, water balloons (or more 
 dodgeballs), 4 tables, and a raised platform all with a large open area available to play in 
 (gym or field). Select two volunteers – 1 will be the Guardian and the other will be the 
 Attacker. Set up tables in increments of about 10 feet and they can be placed vertically 
 or horizontally. The Attacker is given 1 minute to throw as many of the 8 balls as 
 possible into the hula hoop without being hit. He or she will start at the other end of the 
 playing area and run to the first barrier where 2 dodgeballs will be. He or she must then 
 throw them and try to sink them into the hula hoop. After those two balls are thrown, 
 he or she must then run to the next barrier and throw the next two balls. If they make it 
 through all 4 of the barriers and have thrown all 8 balls with time to spare, they can 
 charge the target and touch it to count as a score.  
 
Pitfall – You will need a large tarp for this activity as well as some kind of ball (golf ball would be 
 best for higher difficulties and a NERF ball for lower difficulties). Begin by cutting various 
 holes throughout the tarp of different sizes. In order to play, have everyone grab an end 
 and call out names for where the ball will be going next. The goal is to go from person A 
 to person B without having the ball go through the holes. Great teambuilding activity 
 and a great icebreaker too.  
 
Portal – A very simple game that can serve as a great team builder. You will need at least one 
 hula-hoop per team for this game. Divide players into at least 2 teams (you can do more 
 if you have a larger number of kids).  Have each team form a straight line and hold 
 hands with the person beside them so that they are all linked together. Have a leader 
 give the person at the beginning of the line the hula-hoop. On ‘Go,’ teams must race the 
 hula hoop down their lines and back to the beginning again without breaking their grip 
 on one another. You can add varying conditions for victory to this game to add plenty of 
 variety to keep things interesting.  
 Purpose: Fosters teamwork and communication skills in a group.  
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Protect the General – You will need a medium sized Nerf ball or dodgeball. Take 2 volunteers. 
 One will be the general and the other will be the bodyguard. Everyone else will form a 
 circle around them. The goal is for someone in the circle to hit the general with the 
 ball. The bodyguard can do anything to block the ball. The circle can pass the ball silently 
 between one another to throw off the bodyguard. If the general is hit, he or she joins 
 the circle, the bodyguard becomes the general and whoever hit the general 
 becomes the new bodyguard. 
 Variation: Kamikaze: This can be played with teams. Divide players into two teams.  
  Have each team select a general who will sit in a chair within a large circle. No  
  players from either team may enter or pass through these circles. Each team will  
  designate offensive and defensive players. Offensive players are armed with  
  water balloons and must lob them over other players and hit the general on the  
  other side. This is how you win. However, defensive of players will be trying to  
  get the other team’s offensive players out by throwing stockings lined with ¾  
  cups of flour (see how to make these under The Power of Flour in the Miscellany  
  section). If an offensive player is hit with the flour, they are out. Offensive  
  players cannot get defensive players out. First team to eliminate the other’s  
  general wins.  
 
Pterodactyl – All players must sit in a circle and cover their teeth with their lips whenever they 
 speak. One player will start and say “Pterodactyl” like the dinosaur would and then the 
 player on their right would do the same or screech. If a player screeches, the circle 
 moves to the left instead of the right. Each time there is a screech, the rotation of then 
 game changes. If a player shows their teeth, they are immediately out. The goal is to 
 make other people laugh. It is impossible to not show your teeth while laughing. 
 
Pudding Pictionary – You will need pudding. Basically, play the game like normal Pictionary, but 
 use the pudding as your canvas! 
 
Pumpkin Puzzle – You will need numerous pumpkin gords (the ones that are multi-colored, 
 have the warts, and vary in size) as well as a knife to cut them into chunks. Put all 
 players into groups of 2-5 depending on your numbers. Have groups race to assemble 
 the pieces together into the original shape first. First team done wins! 
 
Raw Biscuit Relay – You will need Pillsbury Brand Biscuits. Have students get into teams and sit 
 in a line. The leader places a raw biscuit on the forehead of the first person. When the 
 race begins, students must pass the biscuit along their foreheads without using their 
 hands. The first team done wins.  
 
River Raid – You will need a fairly large building with multiple ways of reaching the other ends 
 of the building and rubber bands and paper darts or Nerf guns. Divide players into two 
 teams and assign a base for each. The goal of each team is to go from their base to the 
 other team’s base. However, they will be traveling along similar routes. As players 
 move, they may come into contact with one another and eliminate one another by firing 
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 their guns of slingshots. If you’re hit, you’re out until the next game and must go to a 
 predetermined jail zone. Whichever team gets the most players to the other team’s 
 base wins.  
 
Rocket Skeet Chicken – You will need at least one rubber chicken, and a few finger rockets. 
 Someone will yell, “Pull!” and the person holding the chicken will throw it up into the 
 air. The shooter will attempt to shoot the chicken using only the finger rockets. 
 Whoever is the most accurate wins! 
 
Sabotage Kitchen – This is base off of the TV show Cutthroat Kitchen. If you are unfamiliar with 
 the show, there are 4 chefs that are given a meal to prepare and $25,000 to use for 
 sabotages against their opponents. Once the cooks have been given a meal, they get 60 
 seconds to gather all of their cooking materials. There are then various sabotages that  
 the players can bid on and win to use against their opponents. These are various things 
 like prepping on a hammock, using only matches for a heat source, and more. 
 Afterwards, the chefs are judged on the quality of their food based upon taste, 
 presentation, and how close it is to what was expected. You can have students form 
 cooking teams to help build teambuilding skills in a fun setting. You can even award a 
 prize at the end for the best team/chef. 
 Purpose: (For camps) This can show how you may need to trust and rely on others 
 throughout the summer. It can also show how you can expect challenges to your work 
 and spiritual warfare that will feel like you’re being sabotaged.  
 
Samurai – Caution: Frisbees may get broken – You will need plenty of Frisbees and plastic wiffle 
 ball bats. Select one or more  players to use the bats; everyone else will get at least one 
 Frisbee. When the game begins, have players throw their Frisbees at the people using 
 the bats. Those holding the bats must try to deflect as many of the Frisbees as possible 
 using only the bat.  
 Purpose: If using only one bat, you can have all others throw Frisbees which can show 
 how life can throw unexpected things at you and it can be overwhelming. You can then 
 add in another person to help to show how with God, it is much easier to overcome the 
 things that life throws at you.  
 
Scotch Tape Portraits – You will need a camera and plenty of Scotch tape. Pair off players and 
 let one player tape the other players’ face into a weird and wacky combination! Once 
 done, take a picture! Award the team with the best picture with a print out of their 
 faces or make it into a giant poster for all to enjoy! 
 
Secret Agents – You will need to venture to a mall, outlet center, or strip mall and will need 
 index cards and hole punchers for leaders. Give each player an index card (1-4 should 
 have a hole punched into them). Those who have holes in their cards are It. Give the 
 players about 5 minutes to scatter around the playing area. Remind them that they are 
 to not interfere with customers, sales persons, or merchandise and are not allowed to  
 run away from one another. Groups are allowed, but can make for easy targets for It. Its 
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 will then begin hunting for others. If they tag someone, they must bring them to a 
 leader who will punch both cards. Whoever wasn’t It, is now It and who was It before 
 scores an extra point. If everyone is tagged, the game is over and whoever has the most 
 punches wins. If there are still people who have not been tagged then they are the 
 winners after time expires.  
 
Siberia – You will need water balloons and winter weather for this game. Each group has the 
 same number of water balloons and only has limited playing space. When the game  
 begins, you must try to hit the enemy with water balloons while staying dry. After the 
 game is over, bring everyone inside and warm up by a fire and with warm drinks. DON’T 
 play this game if it is too cold or the wind chill is too low. While a game like this can 
 become legendary, don’t risk hypothermia in students. Keep the playing time short, and 
 bring in kids to a warm place immediately.  
 
Sing Your Heart Out – Divide players into groups. A leader will then shout out a word. Each 
 team must think of a song that relates to that word or has that word in it and then sing 
 it for everyone. 
 
Slip N’ Slide Kickball – You will need tarps to lay down between bases and soap and water to 
 keep them slick. The game plays like normal kickball, but you have to run/slide/skate on 
 the slick tarps to get to bases.  
 
Slop Square – You will need a bucket, a ball, tape to mark borders, and your choice of slop 
 (water, pie filling, chocolate syrup, flour, etc.), and tarp for easier clean up. Tape out 
 your boundaries just like a normal game of 4-Square (8’x8’) (4’x4’ squares). Select 4 
 players and play the game as normal (bounce the ball between squares without hitting 
 the lines). Place the bucket full of slop in the center. When the ball is not on your side, 
 you can splash out slop onto your opponents for added fun.  
 
Space Helmets – You will need some large surgical gloves. Have volunteers take a surgical glove 
 and put over their heads and noses (but leave the mouth open!). When the contest 
 begins, players must try to blow up the gloves and pop them using only their nose.  
 
Spider Fighters – You will need balloons and string for this. This is essentially a variation of the 
 classic stomp the balloon game where everyone as a balloon tied to their ankle and 
 must protect it while stomping on others’ balloons. However, in this game, players are 
 divided into teams of 3-4. The players must lock arms with their partners to secure 
 themselves and must move with their backs together. Have a leader blow up one 
 balloon per player in the team (add an extra for teams of 3 if you have teams of 4 in 
 play). The “spiders” must now work together to move and stomp out other spiders’ 
 balloons. If your teams’ balloons are all popped, your team is out. Last team standing is 
 dubbed the winners. Teams are not allowed to break hold of one another once the 
 game begins.  
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 Purpose: Requires players to develop better teamwork, communication skills, and 
 respect for one another.  
 
Sticker Stalker – You will need a lot of stickers and can be played over the course of a youth 
 meeting night (like an Open Gym night). Give everyone at least one sheet of stickers or 
 however many you wish. The goal is to stick as many stickers on people without getting 
 caught. 
 
Strip Down – This game is actually more innocent than it sounds. Seat everyone in a circle and 
 give them a paper grocery bad to put over their heads. Once everyone has the bag on, 
 tell them to take something off that they didn’t wear to bed last night. Some will take 
 off a watch, or jewelry. Some may catch on and take off the bag. Keep going until more  
 people take off the bag. Before the last person takes off too much point out the obvious 
 with the bag! 
 
Sugar Packet Roulette – This is another simple and fun game to play at a restaurant on your 
 way to or from any kind of event. Find willing volunteers (works best with four) to play 
 and count out the same number of sugar packets as there are players. Have someone 
 referee this game. The ref will take all of the packets as well as a salt packet and open 
 them all. He or she will removed the sugar from one of the packets and replace it with 
 salt. Then, hand out the packets to each player. Let them pass them around to whoever 
 they want to for a few seconds. Then the ref stops them. On the count of 3, they all take 
 a “shot” of their packet. You’ll know immediately who downed a packet full of salt. Play 
 again until the last one standing wins if you wish! 
 
Supply Raid – You will need at least one water gun per player, water balloons, and small 
 lockboxes (about 5)  (the little tiny lunchboxes you can buy). You may also need to prop 
 up any tables you can as well as other barricades. Divide players into teams and have 
 various leaders walking around as judges. Both teams will start off opposite of one 
 another. A leader will begin the game by blowing a whistle. The objective of the game is 
 to eliminate all players from the other team. Players are eliminated when they are hit 
 ONCE. This is up to judge’s discretion. Hit players go to jail for 2 minutes and are then 
 allowed back in. Boxes are collected by team members and can be brought back to their 
 base to be exchanged for water balloons. Leaders will then return the box back to play. 
 If a player is hit before returning the box, the box is returned. Hit players must also raise 
 their water gun to signify that they are out. If a duel occurs where both players shoot 
 one another, the judge can either rule them both out or determine who was hit first and 
 eliminating that player. If players bring two boxes to the leader, they can be awarded 
 larger prizes if applicable (water balloon launcher).  
 Variation: If you have enough equipment or are at a course, you can play this game with 
 paintball guns by hiding boxes throughout the playing area and making the objective 
 one to collect as many as possible with total eliminations.  
 NERF Style – You can use NERF guns and balls and footballs as the items. Your refs call 
 outs and send players to jail for a set amount of time! 



118 | P a g e  
 

 Sample Playing Field for Supply Drop Shown Below: 
 
 
 
 
 
 
 
 
 
 
 
 

• Purple and Green dots are players 

• Red boxes are the boxes to retrieve 

• The purple and green squares represent starting points and jails; right now purple team 
has two in jail and green has one 

• Black shapes represent barriers erected across the area 

• Yellow dots are judges – two play the field, two manage the jails.  
 
Swamp Crossing – This is essentially carpet squares for your youth group, but with a few added 
 variations. You will need carpet squares from your local carpeting store or some old 
 pillow cases (these can be cut into various shapes if you’d like) (Try for 1 carpet square 
 per 3-4 players depending on the size of your group). The goal is for players to cross one 
 end of the swamp to the other without losing anyone and using only the carpet squares 
 to get across. Someone must be touching one of the rocks at all times or the group loses 
 it. If someone falls off of one of the squares or falls into the swamp, the whole team 
 must start over again. You can lay out extra squares to encourage group decision making 
 if they want to go for it. You can also throw in hazards to avoid (i.e. alligators or snakes) 
 that designate places where players cannot go through to add another aspect to the 
 game.  
 Purpose: This activity will help promote teamwork as groups have to stop and consult 
 one another for a strategy and must gauge abilities and skills on getting people across 
 safely and efficiently. Communication and respecting differences of opinion are key 
 here.  
 
Sweet Urchins – You will need toothpicks and a marshmallow. Have everyone take a toothpick 
 and sit in a circle. Each person should place the toothpick in between their teeth. One 
 person will start with the marshmallow on their toothpick. They will then turn to their 
 neighbor and pass the marshmallow with their toothpick to their neighbor. As the game 
 goes on, people will get more and more toothpicks in the marshmallow that they’ll need 
 to work around making more fun for everyone else involved.  
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 Editor’s Note: This is actually much harder than it sounds and very awkward, but it 
 generates a lot of laughs. I’d suggest trying jumbo sized marshmallows to make it less 
 awkward.  
 
Talk or Get Squirted – Assign a topic to students. If someone says “uh, um,” or pauses, they get 
 squirted. 
 
Tarp Surfing – This activity is great for welcoming campers to 
 camp and giving them a totally new experience! You 
 will need on very, very large tarp as well as a 
 skateboard. Be sure that campers are using proper 
 safety equipment as well for this activity. This activity 
 simulates surfing, but without any ocean needing to 
 be close. In order to make this work, lay the tarp flat 
 on the ground with one end being weighted down in 
 some way to prevent the tarp from pulling itself off of 
 the ground. Then have someone pull the tarp and run diagonally to the opposing corner 
 while the ‘surfer’ gets on the opposite side where the person began pulling. If 
 everything is done right, it’ll look like a wave with people surfing it in the middle of 
 summer. 
 
Tasty Kake Baseball – slow pitch Tasty Kake goods to someone with a wiffle ball bat. Have 
 students try and catch food chunks in their mouths to add some competition to the 
 game.  
 
Tchoukball – This is a great game that levels the playing field between athletic and non-athletic 
  campers. You will need a dodgeball ball and two spring like trampolines that you can 
 hold at a 45 degree angle (kind of like the nets baseball players throw into or that 
 protect pitchers in batting cages). This game is very simple. Players pass the ball back 
 and forth. They cannot take any more than three steps with the ball before they have to 
 throw it – much like in Ultimate Frisbee or Handball. Players score by throwing the ball 
 into the nets and having it bounce back out. If the opposing team catches it, they get a 
 point. If the opposing team misses the ball when it bounces back, the throwing team 
 gains a point.  
 
Ten Toes on the Rocks – You will need two baking pans (or deep dish trays), crushed ice, and at 
 least 20 marbles. Place the crushed ice and ten marbles into each pan. Have two players 
 remove their shoes and socks and sift through the ice using only their toes. Whoever 
 finds all ten first wins! You can turn this into a relay race and divide players into two 
 teams – as soon as one finds a marble, the next person jumps in. The first team to go 
 through ten people wins (you can add more marbles for this). 
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The Cinnamon Challenge – Caution: Sick Students – the object of the challenge is to eat a 
 spoonful of cinnamon in one minute. The dryness of the cinnamon may make some 
 students sick. 
 
The Gallon Challenge – Caution: Sick Students – this activity requires students to try and drink a 
 gallon of milk in one hour. Whoever does it or drinks the most within the hour wins. You 
 will get sick.  
 
The Great Chicken Race – You will need blindfolds and raw eggs. Divide players into pairs (you 
 can do boy-boy, girl-girl, or boy-girl (girl will be on his shoulders)). This is essentially a 
 land game of chicken, but can be played in a pool (although raw egg may not be good 
 for the chemical balance). The bottom player will be blindfolded and must navigate the 
 playing area. The person on their shoulders will be giving directions, must is hampered 
 by having to hold a raw egg in their mouth. If it breaks, they can talk commands, but it’ll 
 be pretty gross and messy. Make sure you have clean-up supplies on hand.  
 
The Great Plunger Race – You will need a plunger for each participant as well as a beach towel 
 and a non-carpeted floor. Draw a starting line with masking tape. On “Go,” players must 
 race to the end using only their plungers to propel themselves forward. You can also use 
 bed sheets and do a team race with players “rowing” with their plungers.  
 
Theft – You will need a ring of keys (the more, the more difficult the game), a metal bowl, a 
 chair, a blindfold, and a Nerf sword or pool noodle. Select one person to be blindfolded. 
 This person must sit on the chair and defend the keys while blindfolded. If the guardian 
 hits anyone with the sword, they must start over. You can have people try one at a time 
 or have everyone try at once creating a competitive game. The game can also be played 
 in the dark.  
 
Tweet the Scriptures – Divide your group into smaller groups or break into your small groups. 
 Assign each group a passage of scripture (or parts of a larger Bible story) and have them 
 read the passage as a group and tweet a message summing up the gist of the story while 
 also including hashtags at the end. Have groups explain their answers to help youth 
 better understand scripture.  
 Purpose: Helps students better understand scripture. By explaining their summaries, 
 they practice sharing scripture with campers and the public display helps provide 
 reminders for them.  
 
Snot-Put – You will need a box of Cheerios or Kix for this game and something to mark the 
 cereal pieces. Give all players a piece of cereal. Have all players take turns placing the 
 cereal piece just inside of their nostril and shoot it out as far as they can. Mark each 
 player’s placement. Whoever goes the farthest wins.  
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Ultimate Squidbee – This is played just like ultimate Frisbee, but instead of a Frisbee, players 
 are throwing a dead squid. You can also use cow heart or tongue. (Not for the faint of 
 heart) 
 
Venetian Roulette – You will need  at least one squirt gun, chairs, and music. This game is 
 played just like musical chairs, except that everyone is seated and they pass the water 
 gun around. Whoever has the water gun when the music stops is out. However, they 
 have the option of shooting the person on their immediate right or left, or shooting one 
 of them twice to take them out of the game as well.  
 
Video Game Co-op – You will need a video game console, at least two controllers, and some 
 good games for your church (some youth groups are okay with Call of Duty, others  
 aren’t)(Madden, Fifa, any racing game, etc.). Have players pair up into teams. One 
 player on the team will control the controller, but can’t see – their partner will call out 
 directions to their partner. This can lead to hilarious and frustrating games for the 
 players and audience. 
 
War of the Worlds – Have kids come in clothes that are okay to get incredibly dirty (to the point 
 where it could be okay to throw them away afterward) and have showers ready to go. 
 Divide players into two teams. This game is played in 5 rounds with youth smashing 
 different ammunition types over one another. Round 1 = Water Balloons – the driest 
 team wins. Round 2 = Tomatoes, Round 3 = Eggs, Round 4 = Flour, Round 5 = Mud – the 
 cleanest team afterwards wins these challenges. Be sure to let players know not to 
 throw these, but to break them on their opponents. Throwing could happen if everyone 
 has goggles to protect their eyes (although it would still be advised against with the 
 mud).  
 
Water CTF – Follow traditional CTF rules. However, use water guns and alka-seltzer tablets as 
 health meters. Affix the tablet to the players’ sleeve with duct tape. Use a small playing  
 field. Hoses and water balloon launchers are a nice touch too. This provides a quicker 
 game as anyone can be taken out no matter where they are at.  
 
Weeping Angels – An Original! And if you’re a Doctor Who fan, you’ll love this one! You will 
 need a deck of cards for this game as well as a cheap flashlight to disassemble. This 
 game is a cross between Mafia and Grog. Draw out however many cards equal your 
 total number of players. Put in one ace per every 6-7 players. Whoever draws the ace is 
 a Weeping Angel. Have all the players stand in a circle and close their eyes before 
 starting the game. Someone will then disassemble the flashlight and hide its pieces 
 throughout the playing area. Then the players will spread out. Turn off the lights so that 
 it is dark for around 30 seconds. After thirty seconds, turn the lights back on. During 
 those thirty seconds, the Weeping Angels were running around tagging people in the 
 dark. Everyone else was trying to avoid being tagged and was looking for flashlight 
 pieces. Bring everyone back into a circle and discuss if any pieces were found. Whatever 
 was found can be assembled if applicable. The parts are given to the leader and the 
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 lights go out again for thirty seconds. The process repeats until the Angels eliminate all 
 of the regular people or until the people assemble the flashlight. Once the flashlight is 
 assembled, players can shine it on someone. When the light lands on someone, they 
 show their card. If they have an ace, they are out. If they don’t, they keep on playing. 
 Angels can’t step into the light, but can eliminate whoever is holding the light by 
 sneaking up on them. Therefore, it is possible for one angle to get caught in the light 
 and another to sneak up behind the flashlight holder causing them to shine the light on 
 them and freeing the other angel before they were exposed. You can also rapid flash the 
 lights so that the Angels can only move when its dark and must freeze when the light 
 comes on. However, keep a time limit per round and you should probably make the 
 flashlight pieces a little harder to find.  
 
Whatever it Takes – This is a great opening for youth groups. Form two teams and ask for two 
 volunteers from each team. These volunteers must do whatever it takes to get into the 
 other team’s circle whether it includes jumping, crawling, or whatever to get through. 
 After about 5 minutes, stop the game and briefly interview the players who made it in 
 and how hard it was to do so. Then, interview those that remain outside the circle and 
 what it feels like. Then reveal that you told the players to do whatever it takes to get in, 
 but that the teams could have simply allowed the players in and you never told them 
 that they had to keep anyone out. This will help illustrate how we can keep people out 
 without even knowing it or knowing any better.  

 
Where’s Your Know-How? – You will need to create two series of trivia questions. One set 
 should focus on questions related to the Bible and the other series should be focused on 
 entertainment things (movies, celebrities, music, video games, sports, etc.). Divide into 
 two teams and alternate asking a question from each set to the teams. Each team 
 should get a chance to answer Bible and Entertainment questions. Track the score. 
 However, also track which set is getting more correct answers. Normally, the 
 entertainment stack should do better despite its variety.    
 Purpose: This can show how the god of entertainment can take hold of our lives. It often 
 pulls us away from the Bible and spending time with God and thus we end up learning 
 more about the world around us instead of learning more about God.  
 
Whoosh Ball – This is a fairly complex and fast thinking game, but has no winner. It’s best to 
 break down awkwardness in new groups. The leader will grab a whoosh ball which is an 
 imaginary ball. They will then “pass” the whoosh ball by making a “whoosh” sound to 
 the person on their right. If you don’t want to pass the whoosh ball, raise your hand to 
 the passer and say  “Whoa”. The passer then must go in the opposite direction as 
 normal. However, if players on both sides say “Whoa”, the passer is now a Double 
 Whoa’d Whoosher. This means they must pass the whoosh ball in the opposite direction 
 of the last “Whoa” the whole way around the circle without interruption. “Boing,” a 
 boing can happen when someone who has the whoosh ball stops and says “Boing”. They 
 squat down and stand back up while saying boing. Everyone else then must follow their 
 lead for as many times as the whoosher wishes (but anything above three is annoying). 
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 The next part to the game is “Zap.” This happens when a whoosher has the ball and 
 claps their hands together and says “Zap” in the direction of whomever they want to  
 pass the whoosh ball to. You cannot Whoa a Zap and you can’t Zap when you’ve been 
 Double Whoa’d Whooshed. Play continues from wherever you zap the whoosh ball. The 
 next part to the game is the “Freakout”. This is played by whoever has the whoosh ball 
 and sticks their hands up in the air and yells “freakout.” When this happens, all players 
 must run around and rearrange themselves with a new person on either side of them 
 before play continues as normal. The last piece of the game is called a Super Freakout. 
 This is played by the whoosher and yells freakout but also adds an added effect that all  
 players must do during the Super Freakout like quack like a duck or moonwalk. Then 
 play continues as normal. It’s best to slowly add the rules to the final product so all 
 players see and play each one. The game is goofy and kids have fun with it.  
 
Will it Taco? – This is a very simple game that can be tons of fun. The main question everyone is 
 seeking to answer is what kind of ingredients can be placed into a taco shell, thus asking 
 and answering, does it taco? You will need taco shells (tortilla wraps can work too) and 
 plenty of weird things to mix in together such as Cheetos, gummy worms, cereal and 
 milk, hotdogs, etc. Have one person serve as chef who must concoct something that 
 should ‘taco’ and serve it to the other team. The taste tester will determine if it tacos or 
 not.  
 
Write Your Own Eulogy – This can not only be fun, but incredibly powerful exercise for 
 students. Explain to students that they have died today. Encourage them to think about 
 everything they’ve done in their lives so far and where they are going after they’ve died. 
 Give students time to write this out and offer an opportunity to share them with 
 everyone else. Be aware that some students may have experienced a recent death, or 
 are forced to confront some serious issues within themselves. Therefore, this is better 
 suited to small groups with a leader in each small group.  
 

Yo Tapehead! – You will need masking tape and numerous light objects that will stick to the 

 tape. Divide players into teams of two or three. Teams should elect one person to be 

 the Tapehead. The Tapehead will have their head wrapped in masking tape (with the 

 sticky side facing out). They will be completely wrapped (with room for breathing 

 obviously). When the leader yells, “Yo Tapehead!” the Tapeheads must crawl out blindly 

 into the playing area and rub their heads on the ground to collect as many light weight 

 objects as possible on the tape. They must then crawl back to their teammates so that 

 they can remove the pieces. The team with the most pieces after 5 minutes wins.  

Your Beautiful Mug – You will need a decent camera for this. Let students know that they will 

 be in a photo competition. Throughout free time or at retreats, pull students aside 

 individually and have them make the most disgusting and hilarious face possible. Put 

 them into a file and show them to the whole group later. Have the students vote on 
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 who is the best and turn that picture into a poster that can hang in the youth room or 

 office and give it to them as a going away present when they graduate youth group or 

 counselor training.  

Youth Diary – You will need either a large roll of white paper and a table to set it out on or a 

 fairly large journal. Following each meeting or event or prior to either, allow youth to 

 come up and write their feelings or recap what they discussed about a lesson or event. 

 Have them initial and date it. This serves as a reminder of all the events and things that 

 the youth all share in common and is great to refer back to later to remind people of 

 what happened.  

Zombie Outbreak! – This game has 3 events that can all be done together, or spanned out over 
 a series of 3 meetings with lessons to go with them. You will need at least one bandana 
 for every player, rolled up tube socks and/or Nerf guns to use as weapons, and scraps of 
 paper with ‘O.Z.’ written on some of them. Zombies are identified as those who have a 
 bandana on their head (or around the neck if stunned) and humans are identified by 
 having a bandana wrapped around their arm. Humans become zombies when they are 
 ‘bitten’ (tagged) by a zombie. The tagged person must count to 30 and they then 
 become a zombie who starts tagging other humans. During those 30 seconds, they 
 should adjust their bandana. Zombies can be stunned by being hit with a Nerf gun dart 
 or tube sock. They must slide the bandana around their neck for 20 seconds and cannot 
 interfere with gameplay until the 20 seconds has elapsed. The game ends when all 
 humans are zombies or if time runs out.  
 

• Game 1 – Survival – Humans must survive and zombies must try to eat all humans. All 
players will begin as human and all players will receive a piece of paper that they are to 
not look at. When the ‘Begin’ sound sounds, all players will look at their slips. If it is 
blank, they are human. If it has “O.Z.” written on it, then those players are Original 
Zombies and must adjust their bandanas to their head and begin chasing people. Game 
ends when all humans are zombies OR if time runs out.  

• Game 2 – Get Out Alive! – Humans must collect all four hidden survival necessities (First 
Aid, ammo crate, Water jug, and Food); zombies must eat all humans. The game begins 
like Survival with all as humans and all given paper. All items should be hidden and a 
safe zone for the items to be dropped off to as well needs to be marked out. Humans 
must try to ward off zombie attacks while collecting the items. A person who collects 
and carries and item CANNOT attack. If they are tagged, they must drop the item where 
they were tagged for someone else to pick up – they cannot move during those 30 
seconds. Zombies cannot move survival items. Game ends when zombies turn all 
humans or when humans collect all of the items.  

• Game 3 – Get My People Out Alive! – This game begins like ‘Get Out Alive’. However, 
divide humans into different teams marked with either colored bandanas OR shape 
markings on their hands or faces. Each team or ‘community’ will have their own base. It 
is the humans’ goal to collect four of the survival items (you will need multiples in this 
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situation). Again, humans carrying items cannot attack zombies. If a human sees a 
human from another team carrying an item, then he or she can tag that person and take 
the item. The tagged person is frozen for 10 seconds before being able to move again 
and they can be tagged by zombies. Once an item makes it into a community safe zone, 
it cannot be stolen from there. The game ends when a team collects all four of the items 
OR when the zombies turn everyone.  
Purpose: 

• Game 1 – This is best served as a ‘fun alone’ kind of game, but can be an introduction to 
the idea that with Christ we have moved from living life like dead people to true 
authentic life. (Ephesians 2:1-10) 

• Game 2 – This game can move from the idea of being saved from living life dead, to an 
idea of unity. In this game, some teamwork is needed in order to be successful. The 
members of the living church (the humans) need to work together to reach their 
objective before the world overtakes them (the zombies). 

• Game 3 – This game can serve to compare and further the idea of unity off of Game 2. 
Here, the humans are further subdivided and fighting with one another to achieve their 
own personal objectives. The common enemy, meanwhile, seeks out all of them equally. 
This should be harder to do successfully than the second game. Here, you can compare 
how when we fight amongst ourselves and pursue our own agendas, we lose as a whole. 
When the church can’t get along, the enemy is the only real winner. Being united is how 
we triumph over evil and the world.  

o Unity Verses: 1 Corinthians 1:10, Colossians 3:13-14, 1 Pere 3:8, John 13:35 & 
17:20-23 

Editor’s Note: Best to start with one or two zombies depending on your group size; aim for an 

 8:1 ratio of humans to zombies; extra sock bombs, Nerf darts, and even flour loaded 

 stockings are good to have around. Try using some real survival items like an actual First 

 Aid kit, water case, and real food; for ammo, try filling a Nerf dart clip up or use a heavy 

 box so players have to work to carry stuff as opposed to pieces of paper with the items 

 on them 
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Minute-to-Win-It Games 

*All taken from the NBC television show and various other sources 
*Ideal fillers for staff break times or YCT Games 
 
A Bit Dicey – You will need popsicle sticks and at least 6 6-sided dice. The object of this 
 challenge is to hold the popsicle stick in your mouth and stack all 6 dice on top of one 
 another without any of them falling within a minute. 
 
Aerial Delivery – You will need one toothbrush holder per group, one cheap toothbrush per 
 group, and two rolls of floss per group. The goal of this challenge is to drop the 
 toothbrush into the toothbrush holder using only the floss. You can only use your hands 
 to put the toothbrush back on top of the floss for it to slide down again.  
 
Baby Rattle – You will need at least two empty 2 liter bottles that are cleaned and dry (more if 
 you want to do races), around 4 boxes of Gobstoppers per pair of bottles, and some 
 duct tape. Put the Gobstoppers into one of the bottles. Then, tape the second bottle on 
 top of the first so that the mouths of each bottle are touching and are taped FIRMLY 
 together. The goal of this challenge is to shake the bottle until all of the Gobstoppers 
 make it into the opposite bottle.  
 
Blind Pyramids of Giza – You will need 6 Solo cups per player for this game as well as a 
 blindfold for each player. Begin by blindfolding each playing and putting the stack of 6 
 cups in their hands. When the game begins, players must construct a pyramid out of the 
 cups without being able to see in under a minute. They can only use their hands to feel 
 around and construct the tower.  
 
Bump and Roll – You will need at least two tubes of tennis balls per pair of players for this and 
 tape to mark out foul lines. Lay foul lines on the ground about 20 feet apart. Pair off 
 players and give each one a tennis ball. They should stand on either side of the lines, 20 
 feet apart. Once the game begins, players must try to roll their balls across the ground 
 and have them hit each other. Each hit is a point. Whoever scores the most hits within 
 sixty seconds wins.  
 Variation: This can be combined with the idea in Rebound where players must knock 
 each other’s bottles over.  
 
Cantagious – You will need at least 6 soda cans. 3 will need to be emptied and 3 will need to be 
 full. The player must have the 3 empty cans stacked in one hand and the 3 full ones in 
 the other hand. In under a minute, the player must move the stacks of cans from one 
 hand to another without using their body for support or a table to support their 
 movements.  
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Card Ninja – You will need a watermelon (or some kind of melon) and a stack of playing cards 
 that is either water resistant for washing or expendable. A leader should cut the 
 watermelon in half and place it on a chair or a stand. The participant will be allowed a 
 specified amount of cards to throw at the watermelon. The goal is to try and throw the 
 cards so at least 5 stick in the fruit within a minute.  
 
Chocolate Unicorn – You will need at least 7 chocolate snack cakes per participant. When the 
 game begins, players must begin stacking the chocolate cakes one at a time on their 
 foreheads using only one hand of their choice. The goal is to create a freestanding 
 structure of 7 cakes that can stand for 3 seconds. If a cake falls off, players may use the 
 hand they used to stack the cakes to pick it back up. The first to do this in sixty seconds 
 wins.  
 
Defying Gravity – You will need 3 inflated balloons per player. When the game begins, players 
 must release all three balloons into the air and must try to keep them off of the ground 
 for sixty seconds without allowing the balloons to rest on their hands or anywhere on 
 their bodies.  
 
Dog Treat Hustle – You will need dog treats, a bowl for each player, and a pinch-close 
 clothespin for each player. Fill the bowls with the same number of dog treats. Have each 
 player get on all fours and put the clothespin in their mouth so that they can open and 
 close it with their mouth. When the game begins, players must pick up dog treats out of 
 their bowl and put them outside the bowl in a pile using only the clothespin. Whoever 
 finishes first or has the most in a minute wins.  
 
Hut, Hut, Hike! – You will need at least one hula hoop per player and plenty of rolls of toilet 
 paper. Mark a foul line about 15 feet from the hula hoop. Have players bend over like 
 they’re the snapper for a football team. Once the game begins, players must ‘hike’ the 
 toilet paper back and try to get it through the hula hoop. Whoever gets the most in sixty 
 seconds wins or set a predetermined about of goals to get before winning.  
 
Jelly Bean Toss – You will need small plastic cups and jelly beans. Have players line up across 

from their cup. When the leader says “Go,” players will try to toss as many jelly beans 
into their cup as possible. Whoever has the most after one minute wins.  

 
Leaning Tower of Pisa – You will need at least 6 solo cups per group and 6 ping pong balls per 
 group. In order to begin, make sure all of the cups are stacked in themselves. One 
 person will then toss or bounce (it’s up to you) the ping pong ball into the cup. Once the 
 ball lands in the cup, whoever is holding the cups must then take the bottom one out 
 and stack it on top. The top cup should now wobble. Continue to bounce a ping pong 
 ball into the cup and add one more to the top until all of the cups have a ball in them. 
 First to do this in under a minute wins.  
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Mad Dog – You will need a rule and two Tic-Tac mint cases per participant. Begin by securely 
 fastening the Tic-Tac cases to each end of the ruler. Pop open the lids on both cases so 
 that they are unobstructed. When the game begins, players must pick up the ruler in 
 their mouths and attempt to empty all of the Tic-Tacs in under sixty seconds. (Players 
 cannot turn their heads upside down to empty them, they must SHAKE the mints out) 
 
Merry Fishmas – You will need chopsticks, large candy canes, and plenty of smaller candy canes 

as well as some string. Tie a large candy cane to a chopstick. Players will put the 
chopstick in their mouth and will have to fish for smaller candy canes using only the 
large candy cane as a hook. The first to hook four or whoever has the most under a 
minute is the winner. 

 
Mini Marshmallows To-Go – You will need a bag of mini marshmallows, chopsticks, and some 
 kind of container. The goal is to collect as many mini marshmallows as possible in your 
 container using only the chopsticks within a minute. 
 
Peeps in the Nest – You will need small sandcastle buckets as well as plenty of Peeps candies. 

Have players partner up. One player will hold the bucket to their head while their 
partner tries to toss peeps into the bucket. Marshmallows can also be used as they can 
be cheaper and aren’t quite as seasonal.  

 
Pink Elephant – You will need a headband (something wide like a sweatband) and a plastic 
 slinky. To play, players must put on the headband and wedge the first 5 rings of the 
 slinky behind the headband. At this point, the slinky should dangle in front of their face. 
 Once the game begins, players must try to flip the slinky up and get it to rest standing up 
 on their foreheads for at least 3 seconds.  
 
Rebound – You will need empty plastic soda bottles (1 liter size are the best, but 16 oz. work 
 too), tennis balls, and a rebound wall with open space. Set up the bottles (1-3 per player 
 depending on skill) and mark a foul line about 10 feet from the wall (the bottles should 
 be at about 5 feet from either the line or the wall). Once the game begins, players must 
 throw the tennis ball against the ball and knock over one of the bottles. They CANNOT 
 just throw the ball and knock the bottle over; it has to be done off of a rebound from 
 the wall.  
 
Ribbon Hustle – You will need two yardsticks and two rolls of ribbon at equal length. Gather 

two teams of two players each. Fix the yard stick on both persons’ waists and tape the 
end of the unrolled ribbon to yard stick. Using only their motions, the teams must 
gather as much of the ribbon as possible.  

 
Sharp Shooter – You will need rubber bands and eggs. Place 3-5 eggs on stools or chairs and 

have the player try to shoot them off with rubber bands only. You can also use cards for 
this to make it easier.  
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Shave the Balloon – You will need shaving cream, razors, and balloons. Be sure that you have 
plenty of balloons pre-inflated so that you can readily apply more shaving cream. The 
goal is to shave off all of the cream on the balloon. However, any slight knick of the 
razor and the balloon will pop sending shaving cream all over the participant. You can 
have campers get into teams and try to shave as many as possible as a team or do this 
as a partner competition and see who can shave the most balloons in under a minute.  

 
Spudnick – You will need a potato, plenty of bendy straws, and a bag of M&M’s. Once the game 
 begins, players must stick 5 bendy straws into the potato and then they must balance an 
 M&M on the end of each straw. The M&M’s must sit atop the straw completely unaided 
 for at least 3 seconds.  
 
Stack Attack – You will need 36 cups (Solo brand cups work best). In under sixty seconds, 
 players must stack all 36 cups into a pyramid, and once the pyramid is complete, must 
 put all of the cups back into one stack.  
 
Stack’em – You will need at least three golf balls per group. The goal of this challenge is simple: 
 make a freestanding tower out of the golf balls. They must sit atop one another and 
 cannot be propped up by anything. This must be constructed in under one minute.  
 
Tic-Tac-Tweeze – You will need tweezers and small bowls as well as some Tic-Tac mints.  Spread 

all of the mints on a table. The goal is to get as many mints into the bowl as possible 
using only tweezers.  

 
Tissue Blow – You will need a tissue per group (divide players into groups of four or use 
 partners). When the game begins, players must blow under the tissue to keep it in the 
 air. Whoever can do this for sixty seconds wins. If there is a tie, send it into overtime 
 and see which group can do it longest for the win.  
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Flag Raising Activities 

50 Yard Scream – Very easy game that requires no materials to prep for. Basically have 
 campers/staff line up in one long line. You must run as long as possible while screaming. 
 As soon as you run out of breath, you need to stop and stay where you are. Whoever 
 goes the farthest wins. Great morning activity to get campers going and one that has 
 traces back to an actual game done by Native Americans! 
 
Campfire Songs – One easy activity is to just lead a few campfire songs to get the campers’ 
 vocal cords going.  
 
Dancing – You will need portable sound equipment and an MP3 player. Play a song or two that 
 campers can dance to that many would know, or designate a song to be the random 
 dancing song and let it play. 
 
Kung-Fu (or Fail-Kwon-Do) – Have a leader lead campers through various karate and martial 
 arts movements including high kicks, jumps, and punches as practice. 
 
Safari – This is an interactive story telling activity. Have someone lead it who is a good story 
 teller. Essentially, they should tell a story about traveling through the wilderness and 
 have the campers do as they do throughout the tale. The more humor used, the better.  
 For Example: 
 
 “Good day Cadets! My name is Donovan Hayfield, Colonel of Her Majesty’s Fifth 
Elephant Brigade. Today I will be teaching how to trek through the vicious wild from my own 
past experiences. Now, let’s begin. When traveling in the jungles of the Amazon, you may come 
across the native Naboomi peoples. When approached by one, extend your hand and firmly 
shake theirs. I have now demonstrated the firm handshake, now practice with a partner. Very 
good. Now, there may be times when you need to cross a mighty river. If that is the case, look 
for stones to jump across. One time I had to hop across the mighty Amazon across stones like 
so. I have now demonstrated, please practice jumping across the raging river. Very good. Now, 
some tribes are hostile such as the Gamoomi peoples. If you should come across one of them, 
raise your hands in the air to show that you surrender. Please do so as I am. Now, if that 
doesn’t work, they will give a mighty shout like so (shout). Please do the same to show me that 
you know the Gamoomi shout. Very good. After they shout, please do begin running as a storm 
of arrows shall quickly fall upon you. You must run while keeping your arms covering your face 
to shield yourself from the arrows. Etc. (the last bit can be great if you have water balloons that 
you can begin launching from a hidden location)” 
 
Shoe Kick – Have campers all form a straight line with some space in between them. Next, have 
 all campers take off one shoe and set their foot just inside of it so that it is dangling. On 
 “Go,” all of the campers are to try and kick their shoe as far forward as possible and 
 then retrieve it. Great way to get them up and moving around in the morning.  
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Sports Practice – Have a leader lead campers through various athletic stretches and workouts. 
 For example, kids can pretend to throw footballs from one to another and can do high 
 steps, or serve an imaginary volleyball and then spike it into the ground and so on.  
 
Trash Duty – Have campers go around and pick up a specified number of pieces of trash around 
 the campus to help with clean up. The messier the kids were, the greater the number of 
 items that need to be collected. This can then serve as a ticket into breakfast. Just make 
 sure kids wash their hands before eating. 
 
Wild Warthog – This is more of an addition to tack on at the end of another morning activity. 
 Basically, have a counselor who’s a good runner be prepared to run. They are the 
 warthog. As someone is leading the activity, they will at one point yell, “Oh look! A wild 
 warthog! Somebody go catch it! Go! Go! Go!” The warthog should then bring the 
 campers towards their next activity.  
 
Yoga – It’s great if you have a staff member who knows Yoga to lead this. This activity will help 
 campers stretch out before the day begins. 
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Nature Exploration Activities 

Be a Scientist! – There are many online websites that are looking for data supplied by the 
 average person. Organizations such as Project Feeder Watch, Celebrate Urban Birds, or 
 Project Bud Burst have many online forms that can be printed out, filled out my 
 campers, and mailed out for real life data to be used by real scientists in their work!  
 
Bird Watching – You will need to make sure that you 
 know the locations of any and all bird feeders
  throughout the camp. Have campers quietly
  sit and watch for any birds. If you have a 
 camera, you can take pictures or have 
 campers try and draw them. 
 
Bug Catchers – You will need some cheap plastic bug
  catching gear such as a magnifying glass 
 and some nets. This lets campers run around and catch various bugs and look at them 
 up close with the magnifying glass. 
 
Canoe Run – Depending on your camp’s access to creeks, rivers, and other bodies of water, 
 canoe runs are always a great way to get campers outside and exploring. Be sure that all 
 campers of life preservers and know the basics to operating a canoe (or kayak if you 
 have those available). You should also have a lifeguard with your kids if you are doing 
 this.  
 
Creek Stomping – Take campers through the creek and let them play in the water. Make sure 
 they know ahead of time that they will probably need water shoes and swimming stuff.  
 
Cricket Chirps – You can estimate the temperature by counting the number of cricket chirps in 
  a 14 second window and then add 40 to that number.  
 
Fire Starter – Have campers try and start their own campfire with close supervision of course! 

Discuss different methods of building a fire (log cabin vs. tepee), and where 
kindling can be found in the woods. If flint is available, show them how to 
use flint to create spark and to light kindling. Have teams race to see who 
can get a fire going the fastest. Be sure to have water nearby in case of an 
emergency! Also, try using Doritos as kindling. The spices make them easy to 
ignite. 

 Additional – potentially team up with the cooking class (if your camp has one) and roast 
 croissants filled with Nutella, marshmallow filling, or hot dogs. Also, try roasting 
 Starbursts! 
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Fort Building – Take campers around to build forts and bunkers for either paintball or for fun. 
 Have them gather branches and sticks to build a structurally sound shelter. 
 
Geocaching – This activity will require travel and some GPS tech – if you don’t have or don’t 
 want to do those, you can do a controlled version on camp grounds. Traditional 
 geocaching works by someone hiding a box with a treasure of some kind in it (usually 
 something small, but unique) and will upload the coordinates of the treasure’s location 
 online. Someone will then view the coordinates and hike out to the location of the 
 treasure and retrieve it. Once they retrieve it, they are expected to leave something else 
 behind in the box. If you want to keep your geocaching on camp grounds, have a leader 
 (either programming or simply whoever is leading the activity) hide the treasure(s) 
 around campus and give riddles to the campers for them to solve. Riddles can be word 
 riddles, obscure pictures of the hiding spot (i.e. a picture of the corner of the trashcan), 
 or haikus to name a few examples. This gets campers thinking and moving around camp 
 – just make sure that they’re supervised!  
 
Geoglyphs – Based off of the massive geoglyphs known as the Nazca
  Lines in the Nazca Desert in Peru, you can have campers 
 create their own enormous geoglyphs in a predetermined 
 and open area. Geoglyphs can be made either by moving 
 rocks away to  reveal clear sand or earth, placing rocks in an 
 orderly fashion, or carving something into the ground itself. If
  you have plenty of rocks, you can have campers try to create
  a giant person or message that can be seen from a hill or 
  possibly even the air. This is time consuming and can be 
 challenging as you can’t always see how your final product 
  looks from above or afar.  
 
Geode Hunting – You will need to locate some pictures of geodes and nodules as well as at 
 least one hammer, chisel, and socks to break open the rocks. If you are near a mineral 
 rich area, this is a great way to encourage campers to explore nature. Geodes and 
 nodules are typically very circular and have lumps all over them. To an untrained eye, it 
 can be  very difficult to tell, but you will never know the treasure inside until you take a 
 risk and break the rock open. Geodes will break very easily as they are hollow in the 
 center. Nodules are much tougher as they are solid the whole way through. It is always 
 best to tap the chisel in a straight line around the geode prior to breaking it. Once 
 notched, put the rock in a sock and hit it with a hammer a top concrete. You know you 
 have something good if you see clear crystals (geode) or you see glimpses of crystals and 
 it just needs polished (nodule).  
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Iron Campers – This is like any extreme cooking show. Assign everyone the same amount of 
 ingredients (10 sticks, 4 leaves, 2 pinecones, 1 wildcard item of their choosing etc.). Give 
 campers 10 minutes to search an area for the items. Once they are done searching, 
 campers must then create something in 20 minutes out of the items that they collected. 
 
Leaf Art – Have campers find healthy green leaves on the ground. Paint the leaves and then 
 press them onto a piece of paper. The painted image will stay and will leave a pattern 
 based off of the leaf. 
 
Leaf Bags – You will need mesh bags (like the ones fruits come in at the grocery store), dead 
 leaves, and possibly magnifying glasses. On the first day of the week, have campers 
 collect dead leaves and place them in the bag and seal it. Place the bag then in a natural 
 stream or creek and make sure that it is secured so that it won’t wash away. On the last 
 day of camp, collect the bags and look through them. You should have a variety of 
 aquatic wildlife in the leaves such as fish leeches, worms, possibly fish eggs, and other 
 such things. It helps to also have a biology book handy to help identify creatures or use a 
 biology student as the leader.  
 
Looking Below the Surface – This activity will require you and your campers to build a few 
 underwater viewers. You will need small plastic cups and some plastic wrap. Wrap the 
 plastic wrap around the lid of the plastic bucket/cup and you should be able to peer 
 through it to see the underwater world.  
 
Marshmallow Mavericks – You will need marshmallows and marshmallow cooking sticks. Have 
 campers begin roasting marshmallows trying to form a crust on them (golden brown or 
 burnt). Once this is done, pull the marshmallow out of the fire and have campers try to 
 peel off the crust (they can eat it if they want). Then, put the marshmallow back into the 
 fire and try to form another crust and peel it off. See how many crusts it takes to get to 
 the center of a marshmallow! 
 
Match Spear – You will need normal matches. Place a rock (or some other target) and mark a 
 line in the ground (this is the boundary line). Give each player a match and have them 
 throw them from the line like a spear (or a javelin throw). Whoever gets the closest to 
 the target wins! 
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Music Video – Have campers try and write and sing a song about nature. Recruit the A/V 
 Person to come out and film and compile it into a video to show campers at the end of 
 the week. 
 
Nature Baskets – Create a nature basket! Have campers gather some flowers and organize 
 them in a basket to present to someone around campus! 
 
Nature Journals – Have campers create their very own nature journals so that they can 
 remember their experiences from summer camp for years to come! Have campers take 
 notes of the things that they see such as animals and weird plants or the things that 
 they did such as building forts or catching bugs. All you need is some paper, a hole 
 puncher, and some string to make a simple Nature Journal!  
 
Outdoor Art – Grab some paper and show kids how things in the world around them can be 
 used to create art! Berries can be crushed and rocks can create some texture as well as 
 dirt. See images on next page for inspiration: 

 
 
Photo Safari – Take a camera and go out and have campers help you take pictures of the world 
 around you to then give to the A/V person to throw in the video for the week. 
 
Recycled Rube Goldberg Machine – these are the machines that start with someone knocking 
 over dominoes and starts a chain reaction that sends a piano flying through a window. 
 For this machine, have campers collect trash and try to make such a machine with the 
 trash and using water. Sticks and branches can also be used as well. 
Scavenger Hunt – Create a scavenger hunt for kids and have them spend time looking around 
 for the items on the list. You can even make it worth Cabin Cup points. Such items could 
 be a pinecone, a butterfly, a beetle, a moth, a snake, 3 blades of grass, a 4 leaf clover, a 
 purple flower, one piece of trash, an animal’s home, a berry, and so on. This encourages 
 kids to  thoroughly explore the area around them.  
 
Signs of Life – If you look closely enough, you can see many, many signs of wildlife around 
 camp. Encourage campers to look for chewed leaves, tracks, snail trails, spider webs, 
 and so on around the campus, especially the creek. As long as you are enthusiastic, your 
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 campers will be too! There are definitely snakes around and frogs in the water runoff 
 channels by the lower bathhouse. There are also large moths and beetles that can be 
 found around some of the cabins on campus. 
 
Sound Map – Have campers find a quiet place around camp somewhere, or close to the leader. 
 Give campers some paper and pencils and have them close their eyes. They should draw 
 an “X” roughly in the center of the paper to designate where they are at. Then, have 
 campers blindly draw symbols to mark the different sounds that they hear. If they’re in a 
 quiet place away from the rest of the campers, they should be able to pick up on some 
 interesting sounds. 
 
Stand Up Paddleboarding (SUPing) – You will need to have 
 SUPs available for all of your campers. This is similar to
  a canoe run, but requires more balance. If you are 
 feeling  adventurous, you can run a week of camp 
 where campers must ride these to a camping 
 location (there are inflatable SUPs and they are more 
 easily transported than canoes are).  
 
 
Story Stones – Have campers collect a stone for the day and
  then gather painting materials. Have campers paint a 
 story for the day on it that they can keep.  
 
Survivalism – This is something that could be an activity in and of itself, but if it isn’t, Nature 

Exploration is a great way to teach campers some basic survival techniques 
that they can use while camping or if they should ever find themselves in 
such a situation. There are many books with in depth diagrams and 
walkthroughs of how to start fire without using matches, how to bandage 
wounds, make cordage, shelters, and identify edible plants and lethal 
animals (the Army Field Manual is a great tool for this). These can be fun 
and challenging for campers to try and do.  
 

The Collectors – Encourage campers to look around campus for unique natural items around 
 camp! This can be things such as petrified sticks, snakeskins, egg shells, unique rocks, 
 pinecones and so on! If campers want to collect leaves, collect the leaves and some 
 paper. Place the leaves between the paper and stack heavy books on top of them. After 
 a day or two, the moisture should be out of the leaves and they should be okay to be 
 preserved for the camper. 
 
Trail Walk – Take campers around campus to show them the different trails that exist around 
 campus. Or, just take a hike on an actual trail if such exist near camp.  
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Trash Patrol – If you’re running low on ideas, take campers around to pick up trash and to help 
 keep the campus clean.  
 
What’s That? – Have campers lay on the ground and stare at the clouds and discuss what you 
 all see in them.  
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Arts & Crafts 

The following are various crafts that can be done for the Arts and Crafts activity. Explicit 
 instructions and materials are provided as well as a key for anticipated cost for the camp 
 to gather materials as well as the age group for each activity. The same key will be used 
 as the games for the camps. These are also broken down between craft and art. Art has 
 specific techniques and tips to help campers improve their art skills. Also, the crafts are 
 followed by dollar signs to show how expensive they are. A light green is next to free 
 and a dark red is very expensive. A light red is beginning to become expensive. Some of 
 these will require a skilled instructor. Multiple price ranges indicate a range of costs 

 depending on the quality of the product that you choose to purchase. ($$$$$$) 
***Any craft with a Green Highlight has a lesson associated with it. 
 

Camp and Age Group Color 

Day Camp (Grades 2-4)  

Elementary School (Grades 4-6)  

Middle School (Grades 6-9)  

High School (Grades 9-12)  

 
3D Drawings – You will need a long piece of white paper, a ruler, and a pencil to begin. Begin by 
 mapping out and even number of columns on your piece of paper using the ruler. They 
 should all be equal in width. Once this is down, begin drawing 2 images. Draw one over 
 every other column. By the time you finish drawing your images you should see two 
 different pictures drawn within columns over the span of the paper. Once this is 
 complete, you can begin coloring your images however you wish. Once this is down, fold 
 along the pencil lines that you drew. Once the entire paper has been folded (so that 
 every line you drew is now a raised peak), you should be able to look one way and see 

 one drawing and look the other way and see the other drawing. $ 

 
 
3D Hand Drawing – You will need a pencil, markers, and sketch paper. Lay your hand and arm 
 down on the paper and tracing around it lightly with a pencil. Then, take a marker and 
 draw lines across the paper. Whenever you reach the pencil mark, gently bend the line 
 until it reaches the other pencil mark so that it makes a slight bend. Then continue on a 
 straight line. Continue this process until you fill the paper with various strips of colors. 

  The bends will make the hand look 3 dimensional. $ 
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3D Waterfall Sculpting – You will need pipes that 
 have been cut in half or the equipment to 
 do so and pipe joints as well as pipe primer 
 and glue. If the pipes need to be cut, have  
 someone who knows how to use the  
 equipment (usually a very sharp power saw 
  or hand saw) do it for you to avoid injury! 
 Have campers sketch out plans to make the  
 water continuously flow and create mini 
 waterfalls. If any pipes need to be glued 
 together, you will need pipe primer and glue
  which can be bought at a local hardware 
 store. You will also need plywood or particle
  board as well as screws and drills. Due to  
 the complexity of the craft and the use of 
  tools, only older campers should do this. 
 Have campers and counselors work 
 together to piece everything onto the 
 board. Then, add running water and watch 
 how it works. Be sure to check with water runs every now and then to make sure water 

 is going where you want it to. $  
 

 
Adjective, Adjective, Noun – You will need paper and coloring materials. This craft is great for 
 helping campers improve upon their vocabulary as well as express emotion and drawing 
 items through art. The object of this craft is simple. Have campers draw something (1 
 noun) along with 2 adjectives associated with it (i.e. angry adorable ball, long 

 magnificent banana, etc.). $ 

 
 
African Mud Mats – You will need a roll of brown paper that can be cut or long sheets of white. 
 If you’re using white paper, you will also need to brew some coffee and put it in a tub. If 
 you’re using white paper, dunk the paper into the coffee for a moment. Take it out and 
 crumple it up and then uncrumple it. Let it dry. The paper will now have a brown tint to 
 it. If you’re using brown paper, crumple it up as well. Now, take sharpies and draw out 
 geometric shapes on the mat. Color in various parts of it. This can make a nice prayer 

 mat or can be hung on the wall. $$ 
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Artful Letters – You will need plain envelopes, 
 pencils, watercolors, and pens. This is a
  great  way for campers to write lovely
  letters home. Have campers write out
  the name and address of whom 
 they’re sending the letter to in a 
 creative way. Next, decorate the 
 envelope. As long as the name and 
 address are clear as well as a place for the stamp, the post office will deliver them. 
 Decorate the envelope according to a theme. Its best to use pencil to begin, paint then 
 with watercolors, and trace the initial outlines with pen once the paint is dry. This is very 
 easy and can then be sent home or to friends directly from camp. Also encourage 
 campers to write the camp’s address where the sender writes theirs. (Blacked out 

 address) $  
 
 
Beastiary – You will need paper and drawing/coloring materials. Long ago, people thought 
 there were many odd creatures that lived on the planet. In this craft, campers will 
 imagine that God let them create their very own creatures. Campers should be 
 encouraged to think of some of the most prominent features of various animals (what is 
 the most noticeable part of a lion or zebra?). Encourage campers to draw from at least 3 
 different animals and draw where they live in the background. Lastly, have campers 

 name their animal. $ 

 
 
Cardboard Robits – Yes, robits, not robots. You will need cardboard, scissors, markers, and 
 brass paper fasteners. Cut out the legs, arms, body, and head of your robit and punch 
 small holes to line up the arms with the body, the legs with the body, and the head with 
 the body and insert the pins. Your robit can now move around and is free to be designed 

 by the camper. $ 

 
 

Cave Paintings – You will need a rough surface to 
paint on (roof tiles, paving slabs, or cardboard with 
sand glued to it) and acrylic paint (red, yellow, 
brown, black, and white). You will also won’t need 
paintbrushes. Ancient people used their fingers, 
hands, sticks, feathers, and leaves. Often, people 
painted animals or hunts and occasionally people, 

but these were done as stick figures.  $$ 
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CD Mirrors– You will need old CDs, basic craft supplies, and magnets that can either be glued 
 or taped to the CD. Have campers decorate the CD however they wish and then glue 

 magnets to the back side so that the reflective side acts as a colorful mirror. $ 

 
 
Celestial Jars – You will need mason jars, glow-in-the-dark 
 paint, and glitter. Wash out your mason jar really well. 
 Rubbing alcohol may be needed to be used. Also, make 
 sure, that the jar is totally dry before applying the paint.
  Mix up the glow-in-the-dark paint according to the 
 directions on the paint. Paint stars on the inside of the 
 jar. You can also mix in glitter to make it shine more. 
 The more colors you use, the better it should turn out. If
  you can seal the jar, it should preserve the jar for 

 around 2 years before the glow begins to fade. $$$  
 
 
Citrus Art – If fruit is readily available to be used, take various citrus fruits and cut them into 
 slices. If done with a clean knife for each slice, they can be preserved longer and eaten 
 later for the parts that aren’t used. Next, apply paint to the side and press down firmly, 
 but not too hard to leave paint in a citrus pattern. Allow the paint to dry and you have a 

 wonderful piece of art! $ 

 
 
Crayon Pop Art – You will need a variety of colors in crayons, a  
 hair dryer, a canvas, and glue. Glue all of the crayons at the
  top of the canvas with the points facing down. Next, heat  
 the crayon tips and watch the wax melt down the canvas 

 and create a colorful work of art. $ 

 Variation:  
  Hold the crayon just above the board and blow with
   a hairdryer. The hot wind will cause the crayon to 
   melt and spread the wax all over the paper in a  
  flow-like pattern.  
 
 
 
 
Crazy Contraptions – This is a less complex form of the 3D pipe wall but this would also be the 
 most crucial step to making such a contraption. Encourage campers to think of a robot 
 that they have been asked to create. The robot should be created to accomplish some 
 task that they don’t like doing (such as washing dishes). Campers should draw out their 

 robot and write out what each little thing on him or her does. $ 
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Cross-stitch Drawings – You will need two large sheets of 
 paper, paint/crayons/etc., scissors, and a ruler. 
 Decorate the sheets with whatever painting/drawing 
 supplies. One should be all cool colors (green, blue, 
 purple) and the other warm colors (red, orange, 
 yellow). Choose one sheet to be your primary sheet. 
 Fold it in half (like a hamburger) and cut strips from 
 the folded edge to the width of the ruler away from 
 the edge. Next, take the other sheet and measure out
  strips according to the width of the ruler. Cut along 
 these lines. Once the strips are cut out, weave them 
 between the cuts on the primary piece and you will have

  a unique checkerboard-esque piece of art. $ 

 
 
Dominoes – Have campers collect smooth stones from outside and rinse them off. Paint all of 

 them black and paint the dots in the appropriate fashion similar to real dominoes. $ 

 
 
Fairies in a Jar – You will need a jar, glow sticks, and glitter. Break the glow sticks and pour the 
 contents into the jar and add the glitter. Seal off the jar and shake. The material should 

 sparkle and shine. $ 

 
 
Faux Doughnuts – You will need Crayola Air Dry Clay, water, wax paper (to create the 
 doughnut), acrylic paint (browns, yellows, and whites), Mod Podge paint sealant, heavy 
 gloss gel medium, Golden Liquitex gloss varnish, and craft paint (to create the ‘icing’). 
 Begin by laying out the wax paper and rolling a
  golf ball sized ball with the clay. Roll it out into
  a log and twist the ends so that they touch 
 one another. Dip your fingers in water and 
 smooth out the edges until it looks like a white
  donut. Let the donut sit out  on the wax paper
  for about 3 days. You know that it is dry 
 whenever the donut turns from creamy white 
 to a very white white. Now you can paint your 
 donut. Use browns and yellow to create the right color. To make it look fried, dab the 
 wet paint with a paper towel a little. Let the paint dry. Once the paint is dry, begin 
 mixing your “icing”.  Pour the gloss varnish into a small bowl. Then thicken it with the 
  heavy gel medium until it is somewhat thick. While mixing, mix in your paint to get the 
 color of choice – be sure that it is opaque so that you can’t see your donut through the 
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 icing. Once it is mixed, dip the top of your donut into the icing and let it sit on the wax 

 paper to dry. It will take about a day to dry before you can ‘play’ with it. $$$$ 

 
 
Faux Fossils – You will need clay, wax paper, and plaster mix. Roll  up a ball of clay and spread it 
 out over the wax paper. Take  natural objects (seashells, pinecones, leaves, etc.) and 
 imprint them onto the clay. Next, mix the plaster together in a bowl. Apply the plaster 
 over the clay and allow it to dry for 30-60 minutes. It is best to have a counselor come  
 back in later and check on it so that the clay doesn’t completely dry out and get 
 ruined.The plaster should leave behind a mold that looks similar to fossils. Campers can 

 paint as well to make it look more authentic. $$ 
 
 
Finger Painting – Finger painting is a classic style of painting for smaller children. You will need 
 paper and non-toxic/non-staining finger paints. Pour out some of the paint into small 
 bowls and have kids paint whatever they desire. A fun technique is to take bubble wrap 
 and paint the top of it and press it gently onto the piece of art. It will leave a nice 

 honeycomb looking pattern on the finger painting. $ 

 
 
Fireworks – You will need clean toilet paper tubes, acrylic paints, scissors, and paper. Begin this 
 by cutting the toilet paper tubes into thins strips about half way up the tube. Bend these 
 cuts outward gently by pressing the cut side into the palm of your hand. Once done, 
 apply paint to the underside of the cut tube slivers and press down onto paper. Apply 
 other colors on top or spin the tube to provide more intricate designs and colors that 

 will look like fireworks! $ 

 
 
Ice Orbs – This is a fun, temporary sculpture that kids 
 can do at camp! You will need a balloon or bowl, 
 a place to freeze the bowl or balloon, salt, and 
 food coloring. Fill a balloon or bowl with water 
 and set it to freeze overnight. The next day, begin
  by sprinkling salt over the ice orb to create 
 various canyons and ravines. Once you’re 
 satisfied, begin dropping food coloring in to 
 further add to the ravines and to add color. Soon,

  you’ll have a beautiful sculpture to show others! $  
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Ink Abstraction – You will need a large sheet of white paper, bottles of ink, and straws. Drop a 
 little bit of ink onto the paper and use the straws to blow it the ink around. It will create 

 a unique spread of ink. Campers can then paint around the ink. $$ 

 
 
Kaleidoscopes – You will need paper towel tubes, plastic wrap, wax paper, a hole punch, tape, 
 wrapping paper, scissors, plastic paper sleeves, and transparent/shiny objects.  Take 
 your paper sleeve and cut out a strip wide enough to form a triangle. Form a triangle 
 with the plastic sleeve that will fit into the tube and tape down the overlap to secure it. 
 Next, use the tube to trace out a circle on the wrapping paper. Cut this circle out and 
 put a hole in it. Tape the paper to one end of the tube. Next, insert your plastic triangle 
 tube. Next, cut out a square of plastic wrap and fix it to the end opposite the circle. 
 Make sure you push it in enough into the triangle tube to create a shallow cup. Fill this 
 cup with shiny objects. Next, add the wax paper and secure it with tape. Now, decorate 
 the tube by painting it, drawing on it, or adding wrapping paper to the whole tube. You 

 now have a fully functioning kaleidoscope! $$$ 

 
 
Lanterns – You will need wire (1/8” to 1/16” thick), various colors of tissue paper, fairly large 
 paint brushes, glue, a bowl, water, and wire cutters. Gloves may also be a wise addition 
 as well. Begin by taking the wire and shaping it into whatever form you desire. However, 
 be sure that you leave a hook and something to rest a tealight candle in. The wire will be 
 your frame. It can be as complicated or as simple as possible. Once your frame is 
 complete, mix glue and water together in the bowl (about 50/50; it should be fairly 
 watery). Apply this mixture to your frame and tissue paper. The paper will be damp, but 
 it will harden when it dries. You will need about 2-3 layers of paper to make it sturdy. 
 Also, make sure that you leave your hook exposed and some method of placing the 
 tealight in the lantern. Likewise, make sure there is some kind of air slit to vent heat 
 when the candle is lit (should be directly above the candle) so that the lantern does not 

 catch fire. Once complete, they can be hung anywhere the camper likes. $$$ 

 
 
LEGO Photos – You will need a camera and a LEGO person. This may also require some 
 coordination with the A/V staff in order to get the pictures printed. Campers can go 
 around camp and take pictures of their LEGO person in various situations around camp. 

 These can make for amazing pictures. $$ 
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Lightsabers – You will need duct tape and pool noodle halves (preferably from solid pool 
 noodles). If the noodles aren’t already cut, cut them into two halves. Next, apply tape 
 around one side to create the hilt of the lightsaber. Kids can add their own details to the 
 hilt with various markings and buttons that can be glued on. You have now created safe 

 play lightsabers. $$$ 

 
 
Lines & Blobs – You will need small squares of white paper (6”x6” or 7”x7”), a black sharpie, 
 pencils, paints, and colored pencils. A leader or another camper can draw various lines 
 and/or shapes on the white paper in black sharpie. Then the camper must make those 

 lines and/or shapes work for their final piece of artwork. $$ 
 
 
 

 
Magic Bottles – You will need the plastic Pods Water Bottles 
that are meant for kids and miscellaneous items such as dice, 
fuzz balls, beads, plastic confetti, and other such items. Begin 
by filling the bottle with your collected items. Next, add 
water and seal the bottle off. These are similar to 
snowglobes and Shake & Discover Bottles, but a little 
different with a need for water and random plastic items to 

fill it with.  $$ 

 
 

 
 
Make Your Own Jellyfish in a Bottle – You will need a clear plastic bag, a water bottle, and food 
 coloring/dye. Tie cut the plastic bag into strips and tie them together. These can be 
 various lengths and widths to make for a more authentic look. Make sure all the strips 
 are tied to one central location. Fill the water bottle with water and add dye to it. Then 
 insert the “jellyfish” and seal off the bottle. The color adds that “pickled” look and the 

 plastic should seemingly float in the bottle. $ 

 
 
Marbles – This will need a cold place to truly work. Take regular balloons and fill them with 
 water and food coloring. Tie them off and place them in the freezer. Once frozen, cut 

 the balloon off and you now have large marbles to play with. $$ 

 
 
Memory Caps – You  will need permanent markers and plenty of like colored bottle caps from 
 plastic bottles. Count out an even number of bottle caps. Next, create little symbols 
 or drawings on the inside of each cap, making sure that each drawing or shape has a 
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 matching pair. Once done, flip all of your caps upright and shuffle them up. Now, play 
 a traditional memory matching game by flipping up one pair at a time. Easy craft and 

 simple game to bring home from camp. $ 

 
 
Monster in My Closet – A great craft for day campers! You will need black paper, pencils, and 
 coloring materials. Begin by having campers close their eyes as you tell them a scary 
 story. The story should lead up to them opening something (like a closet door). Campers 
 are to then open their eyes and draw the monster that they think the narrator saw. 
 Discuss with them what some scary things are that a monster should have. This helps 
 campers learn to express emotion through art and the black offers a new canvas for 

 them to try and work from. $ 

 
 
 
Monster Mask – This is a time consuming, messy project that also uses a substance that can 
 stain clothes and shouldn’t be on skin – therefore it is best suited for older campers with 
 leader supervision. You will need paper Mache materials (flour, water, newspaper, 
 scissors, and a hair dryer), a plastic grocery bag, 
 acrylic paints, and plumbing insulation foam. The end
  product should look like a Clicker out of the Last of 
  Us, but with enough practice and skill, you can make
  some cool stuff! Begin by putting the plastic bag over
  your face and QUICKLY marking out eye holes and a 
 place for your mouth to breath out of. Cut these 
 holes in the bag (you will be wearing this as you 
 paper mache a mask around your head). Next, mix 
 your paper mache and cut up your newspaper 
 strips. Put the bag back over your head and tie 
 off the excess by using a rubber band (be careful 
  to not pull too tight as you will stretch open the eyes
  more making it harder to lay the paper mache 
 around them). Begin laying the strips – be sure to cover ALL of the grocery bag with at 
 least 2 or 3 strips everywhere. Be sure to reinforce around the eyes, nose, and forehead. 
 The stronger the base, the less fragile the final product will be. Next blow dry the paper 
  mache  dry. Once it is dry enough to  stand on its own, let it sit out to completely finish 
 drying overnight. After it has dried, remove the bag liner and throw it out, the mask 
 should fit your face. Next, lay out a large trash bag or tarp and lay the mask on top of it. 
 Shake up the insulation foam, put on gloves, grab some old paintbrushes or mixing 
 sticks, and begin squirting the foam on the mask. As you do that, you can choose to 
 create little “petals” separate from the mask that can be glued or assembled into some 
 kind of gross crown. Use the whole can too, the stuff is only good for one use. After your 
 down with that, let the stuff dry (takes about 30-45 minutes depending on how thick it 
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 is). Once it has dried, you can begin painting it. Use whatever colors you like! If you 
 created petals, use an Exacto knife to cut chunks out of the skill that will fit the petals. 
 Glue them first and then paint. Once down, you should have a really gross and 

 disgusting looking mask to wear for Halloween or a costume party! $$$ 

 
 
Pencil Grips – You will need craft pipe cleaners and potentially googly eyes. This is an incredibly 
 simple craft. Have campers simply coil the pipe cleaners around a pencil and they now 
 have a comfortable pencil grip! If campers want to add more colors, have them wrap 
 the colors around one another before coiling them around the pencil. With practice, 
 campers may be able to craft animal faces. Be aware of limited craft resources however!

 $ 

 
 
Penny Paintings – You will need pennies, a very fine tipped paintbrush, and acrylic or oil paint. 
 The idea is very simple. Paint a picture on one of the sides of the penny. If you are using 

 oil paint, be sure to start it early in the week as it will take a few days to fully dry. $ 

 
 
 
Poi – These are fun little tools created by the Maori people of 
 New Zealand to improve hand-eye coordination. To 
  make your own you will need: a tennis ball or ball of 
 paper (tennis  ball is ideal), colored paper or fabric 
 (fabric is best) (400mmx400mm), string or cord 
 (shoelaces are a good choice), and some scissors. Cord 
 should be about 800mm long for ideal distance and 
 with plenty of room to tie off the ball. Begin by tying 
 the cord off  around the tennis ball. If you need to cut
  your fabric into the 400mmx400mm square, do that 
 now. Place the tied off ball in the center of the fabric and gather the corners up and 
 above the ball so that the ball is covered, but the string is still visible outside of the 
 covered ball. Cut off another cord and tie off the fabric over the ball so that it won’t fall 
 off or come loose; the tighter the better. Tie off large knots into the end of the cord that 
 is tied to the ball – these are the handles. You now have one! You can make a second 
 one so that you have a true set, or just use the one. You can add decorations if you wish 

 to make it stand out! $$$$  
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Pollock Kung Pao – Jackson Pollock was a famous artist known for his splatter paintings. He 
 would lay out his canvas and whip paint off of his paintbrushes or just throw whole 
 buckets of paint onto his canvas. Campers can do much the same thing, however this 
 should be done as a group due to the cost. You will need a large canvas (or paintable 
 surface), a very large tarp, and plenty of paint. Have campers take turns whipping the 
 paint onto the canvas, if there is enough paint you can allow them to throw buckets on, 
 just be aware of the potential mess involved. When it’s done, you will have your own 

 museum worthy abstract piece! $$$$ 

 
 
Pom-Pom Poppers – You will need regular balloons, plastic cups, scissors, and mini 
 marshmallows. Begin by cutting the cup in half. Keep the larger half. Blow up the 
 balloon, tie it off, and pop it near the top of the balloon. Cut the popped balloon in half 
 and apply the part that was tied off to the widest part of the top (what was once the 
 top). Add tape or glue if you wish to more securely hold the balloon to the cup. You can 
 now add marshmallows and pull the tied off part of the balloon and you can launch 

 marshmallows from it . $ 
 
 
Pool Lanterns – You will need balloons and glow sticks. Break the glow sticks so that they 
 activate and blow up balloons. Insert the glow sticks into the balloon and seal the 
 balloon off. These should then float on the surface of the pool. This can also be used as 
 an atmospheric touch to baptism nights. Just be sure the balloons are removed before 

 anyone gets in the pool. $ 

 
 
Portfolio Craft – This is a very complex and time consuming craft that is also resource 
 consuming and as such should probably be reserved for older campers. You will need: 
 cardboard, duct tape, newspaper, glue, water, shaving cream, cardstock, and paint.  
 Begin by cutting out two equal sized rectangular pieces of cardboard and a third piece 
 that is equally tall, but significantly thinner (this will be the spine. Lay out strips of duct 
 tape. Place the edge of one cover and an edge of the spine on the same piece of tape. 
 Do the same with the other side of the spine and the edge of the other cover. It is 
 absolutely important that you leave about a quarter of an inch of space between the 
 cover-spine-cover. This will allow it to close. If they are right against each other, they 
 will not close like a portfolio. Further bind the spine with duct tape on both sides. Next, 
 tear pieces of newspaper and mix glue and water together to create a liquidy paste. Use 
 a brush to apply the paste so that the newspaper bits will glue to what will be your 
 OUTSIDE of the portfolio. Once all the newspaper has been applied, let the glue dry and 
 apply more where newspaper is trying to stick out from the covers or spine. Once dry, 
 begin painting with ACRYLICS. Watercolors will not work! Allow the paint to dry. Next, 
 complete the shaving cream art by following the directions there. Be sure that the 
 cardstock has slightly SMALLER MEASUREMENTS all around so that it can be glued as an 
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 inside cover to the portfolio. Once the shaving cream is dry, glue the cardstock to the 
 inside of the portfolio. Now you should have a complete portfolio that can open and 
 close. Once the paint is dry, colored pencils can be used to draw on it or it can be 

 decorated with other items. $$ 

 Note: Be sure to thoroughly clean all brushes used with the paste. Food coloring can dye 
 the glue, but can also seep into the brushes. Spare cardboard and cardstock can also be 
 used to decorate the craft. 
 
 
Prayer Pin Wall – You will need some scrap wood, chicken wire fencing, nails, a hammer,  a 

staple gun (or industrial strength stapler), and some paint. 
You will need to take your wooden pieces and nail them 
together into a square of whatever size your pieces allow 
(smaller is nicer for portability, but larger can hold more 
pins). Once your square wooden frame is done, cut out a 
square of chicken wire fencing that is just slightly smaller 
than the outer edges of the wooden frame. Lay the fencing 
flat on the back of your pin wall and staple the fencing into 
the wooden frame. Once this is done, you can paint the 
wood and/or wire with paint or spray paints. Then all you 
will need to get are cheap plastic clothespins and 
notecards. Write your prayer on the notecard and then pin 

it to the wire fencing with the clothespins. $ 

 
 
Random Line Drawing – You will need a square sheet of paper, a sharpie, and colored pencils. 
 The leader should take the sheet of paper and draw 2-3 random lines and/or shapes on 
 the paper. The camper must now try and make a picture based off of those lines. This is 

 a great exercise to work the creative mind of campers. $ 

 
 

 
Reflective Letters – You will need a mirror, stick and peel letters, and
  spray paint. Take the letter stickers and apply them to the 
 mirror to spell whatever message you want. Next, spray paint 
 the mirror in an open area. Once the paint dries, peel off the 
 letters to reveal the message with the mirror shining through.

  $$  
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Scrabble Ornaments – All you need is glue, old Scrabble letter pieces, and some string to tie 
 hoops with. Glue names of people out of Scrabble pieces  together. Great gift for 
 parents or friends! 
 
 
Shake & Discover Bottles – You will need plastic bottles (old baby bottles work well) that can 
 be sealed. Add in various items such as glitter, random beads, sand, dirt, leaves, etc. to 
 create a find-it game for kids. Campers just need to shake it and turn it to try and find 

 various items inside. $ 

 
 
Shape Crayons – You will need old crayons and old cookie cutters. Unwrap all of the crayons 
 and crush them up into the cookie cutters. Place out on a metal tray and in a hot area. 
 The heat from the sun should melt them into the shapes. You can then punch them out 

 and kids can take them home with them or leave them with the camp. $ 

 
 
Shark Teeth – You will need scissors and paper plates. This craft is great for boys. Bend the 
 plate so that the center of the plate you’d eat off of is facing up and the sides are facing 

 down. Now, cut teeth into the plate. This will ultimately look like shark jaws. $ 

 
 
Shoe Fish – You will need a pencil, paper, and obviously a shoe. Have campers take off one of 
 their shoes and trace the bottom of it on to the paper. Next, have campers try and draw 
 a fish base off the outline of their shoe.  
 
 
Sharpie Cup Art – You will need various colors of sharpie markers and clear plastic solo cups. 
 Take the solo cup and color in bands with the sharpie in whatever color pattern you 
 desire. Next, place the cups on a tin foil covered tray and leave out in a hot area. The 
 heat will cause the cups to shrink and collapse upon themselves thus creating a unique 

 plastic cup once they’ve cooled. $$ 

 
 
Shaving Cream Art – You will need shaving cream, card stock paper, food coloring, and an old 
 baking pan. Squirt shaving cream into the pan and add drops of food coloring in random 
 spots on the shaving cream. Use toothpicks, marbles, or your hands to mix the colors 
 together. An old squeegee can also double as a tool to wipe off excess shaving cream. 
 Once done, apply the cardstock and press firmly. Remove the cardstock and then let it 
 sit out to dry. You will have a softly colored piece of cardstock that can then be drawn or 

 painted over or just left as it is! $ 

 Variation: 
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  Glowing Dragon Eggs – This isn’t so much a craft, but not fully a science   
  experiment either. You will need highlight ink (yellow and green work best),  
  water absorbent beads, water, and shaving cream. Pour some water into a bowl. 
  Next add the highlight ink and then the water beads. The beads should soak up  
  the dye and appear to glow. Give the beads a few hours to do this. Now, mix in  
  the beads to shaving cream. You will end up with a glowing mix of eggs that are  
  fun to play with! This can be taken home if closed containers are available. Also,  
  a black light may be necessary to get the full effect which would increase the  

  cost. $$$$ 

 
 
Silhouette Tubes – You will need toilet paper tubes, an 
 exacto knife, glue, cotton swabs, oak tag paper, and
  tweezers. Begin by taking the oak tag paper and 
 drawing small  animals, rides, trees, etc. on it. Next, take
  an exacto knife and mat and begin cutting out the  
 shapes. Be sure to leave a little flap attached to the 
  drawing for the glue. Bend this flap down, it should lay
  behind the cut out when it is attached. Next, place  glue
  onto a cotton swab and use the tweezers to hold the 
 cutout  Insert the cutout into the tube and use the swab
  to apply the glue. Once this has dried, you should be able to hold up the tube and see a 

 silhouette of your cutouts. $ 
 
 
Simon Says Art – Have participating campers gather various materials. Then, a leader says, 
 “Simon says ‘Draw a blue circle,’” and all of the campers will draw a blue circle. Continue 

 this pattern and see what campers create. $ 

 
 
Snow-globe – You will need a glass jar that can be sealed, glue, and glitter. Have campers find 
 things that they would like to glue to the bottom OR have campers create a liquid based 
 Shake and Discover Bottle. Once the item has been glued down, add plenty of glitter 

 and add the water. Seal the jar and you now have your own snow-globe. $ 

 
 
Soda Lids – You will need duct tape, lots of cans, scissors, gloves, and a stapler. Have campers 
 collect soda cans and rinse them out to get any extra soda out of them. They can then 
 wear gloves and cut the top and bottom off the cans. Campers can then try and design 
 and piece together hats made out of soda cans. It’s an easy way to teach kids about 
 recycling while giving them a unique item to take home. Campers can also make cars 

 and bookmarks out of the cans as well. $ 
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Sponge Tower – You will need plenty of sponges, a ruler, a pencil, and scissors. Measure out 
 lines for the blocks. Cut along the lines you drew. You can cut as many pieces as you 
 want so long as it is a multiple of 3. You will then have your own Jenga game. This can 
 also be used in conjunction with a lesson on the Tower of Babel as a tangible reminder 

 of the story. $ 
 
 
 
Stress Balls – You will need a pack of multicolored balloons (NOT water balloons), flour, a bottle 
 to put flour into, and scissors for this craft. Begin by placing some flour into a bottle (like 
 a normal soda or plastic water bottle from a gas station or vending machine). Next, blow 
  up a balloon and twist off the end, not tie! Place the lips of the balloon around the 
 opening of the bottle. Next, slowly add in the flour by shaking the bottle so that the 
 flour falls in. You only need to fill a small part of the balloon (about 1/16 full). Once 
 ready, slowly and carefully let the air out. You will have to sift the flour around a little on 
 the inside to push some air pockets out. Next, set the balloon down with the end 
 sticking up. Clean off the balloon with a damp cloth and cut off the end of the balloon. 
 Now, take 2-3 more balloons (preferably of the same color) and cut the ends off of 
 these too. Slowly stretch out the balloons 
 and wrap them around the flour filled 
 balloon taking care not to lose any flour. 
 Continue adding balloons around the ball to 
 best improve its durability and prevent loss 
  of flour during play. You can use glue to 
 secure edges if you wish. You can now take 
  another balloon of a different color and cut 
  off its tail and fold it over itself. Now, make 
  U-shaped cuts around the edges. When 
 unfurled, it should have U-shaped cuts on all the edges as well as one in the center of 
 the balloon. Place this over the ball and use it to hide any creases from the least balloon 
 you put on over the others. Now you ball is ready to be played with. They are incredibly 
 durable and can be smashed, squeezed, juggled, and thrown. Great toys for younger 

 kids and great stress relievers for adults. $ 
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Tesselations – You will need one sheet of paper 
 and a square of manila folder or oak tag. 
 You will also need scissors. The oak tag 
 square must fit perfectly into the sheet of 
 paper (ideally 9 times). Take the oak tag 
 square. Use it to trace out a faint grid on 
 the sheet of paper. Now, take the oak tag
  square and draw edges or grooves into 
 two adjacent sides (two touching sides 
 must not be cut. Once your lines are 
 drawn, cut them. Now, use the grid and 
 draw on the new lines you made. You can 
 now either erase your grid or keep it. Use the random lines that you drew with your 
  square to create your piece of art. The lack of direction lets you get a little creative. 

 However, you will need to do a repeating pattern. $ 

 
Tie-Dye Shirts – You will need white t-shirts, spray paint, and some kind of tarp to cover the 
 ground. Lay the shirt out flat. Pinch the middle and twist. The shirts should bind up. 
 Now, spray paint the color of your choice for the front. Once done, unbind the shirt. 
 Repeat the process as necessary throughout the shirt. Try binding in different places or 
 binding in different ways. The spray paint dries quickly enough for colors to be put on 
 top of one another without major blending occurring. Wash once alone before mixing 

 with other clothes. $$ 

 
 
Tiny Planets – While this is normally something down with panoramic shots and some photo 

 editing software, you can encourage campers to utilize the idea for a drawing. All you’ll 

 need is some paper, pencils, and colored pencils. Below are some photographic 

 examples of tiny planets: $ 
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Toilet Paper Tube Sculptures – You will need water and toilet paper 
 tubes. Paint may also be used if you want to decorate, but you 
 will need to dry brush the paint on. There is no set method for 
 doing these sculptures. A lot of it is trial and error, but it should 
 be fairly easy to make common faces. Begin by soaking the 
 toilet paper tube in water until it becomes pliable. Next, bend, 
 pinch, pull, push, and  other methods to cause the tube to 
 change shape until it begins to resemble a face. Once done, 

 allow it to dry and then decorate it. $ 

 
 
Upcycling – This is a great project for craft campers and nature exploration campers. All you 
 need to start is some junk. Have campers try and think of ways to recycle the junk they 
 see and use it for a new thing. Successful ventures could be sold or used around camp. 
 Materials and costs will vary because you won’t really know what you need until you 

 need it! Use the images below to get some inspiration! $$$$$$ 

    
 In order: Ladder turned into bookshelf; gumball machine turned into a beta fish tank; 
 guitar case turned into a bookshelf; bath tub turned into a sofa 

 
 In order: 2 Liter bottles into a car canopy, Skateboards into guitars, coffee pot into 
 terrainium 
 
 
Wax Paper Lantern – You will need wax paper, crayons, popsicle sticks, glue, and a tea light 
 candle. Take 8 equal sized square sheets of wax paper. Pair them with one another. 
 Take crushed crayon bits and place them between two sheets of wax paper and heat 
 with an iron or a hair dryer. Once the crayons melt, staple the edges together so that 
 they won’t come undone. Next, use the popsicle sticks to construct a cube like frame 
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 with the wax sheets acting as stained glass windows. Use hot glue to stick the sticks 
 together with the wax sheets. Once complete, light a tea light candle and watch the 

 lantern glow. $ 

 
 
Yarn Bowls – You will need two bowls, glue, yarn, and a balloon. Inflate the balloon and place it 
 in one of the bowls for stability. In the other bowl, pour some glue. Dip each strand of 
 yarn in the glue and place on top of the balloon. Once you have plenty of overlapping 
 pieces that form a bowl shape, let dry. Once it is completely dry, pop the balloon and 

 you’ll have a yarn bowl to put things in! $ 

 
 

Techniques 
 
Drawing 101 – Drawing is a basic skill that is the foundation for
  all other art endeavors so it is important that artist 
 aspiring campers practice. The following are a few tips, 
 tricks, and techniques that will help campers learn to 
 draw better and create unique works of art. 

• HB is a standard pencil. 2H pencils leave a very faint 
mark behind making it ideal for doing faint outlines and 
other markings in a drawing that can be easily erased or 
covered up. 6B pencils are close to charcoal and ideal for 
adding values to a drawing.  

• Contour Drawings – Have campers try to draw 
something without picking up their pencil. This provides 
a unique challenge to campers, but often leads to interesting creations. 

• Blind Contour Drawing – Like a contour drawing, you can’t pick up your pencil once you 
start. However, once you start, you also cannot look back down at your paper. You must 
stay focused on what you are drawing. With practice, you can create surprisingly 
accurate drawings.  

• Value Scales – Have campers practice adding values (fancy artist lingo for shading). Take 
a strip of paper and divide it into sections (6-10 is good, the more you have, the more 
subtle the value transitions need to be). One end should be white and the other shaded 
black. Have campers then shade the rest of the segments with appropriate values that 
will illustrate a seamless change from light to dark. 

• Don’t outline. If you outline, you become locked in. Don’t draw the head if you’re 
drawing a face; draw eyes, then a nose, and then a mouth before working on outlining 
the actual head. 

• Draw a Perfect Circle – This can be done by moving your hand in a circular motion again 
and again with your pencil ready to touch down. Touch down gently and keep moving in 
a circular motion and you should create a very good circle. 
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• Colored Pencils – Work light to dark with these – it is also wise to invest in high wax 
pencils (they blend better) and a few ‘clear’ colored pencils that serve as a blending tool.  

• Extended Arm Drawing – Tape a pencil to a yard stick or other instrument to require the 
artist to use the end of the extension to draw with the pencil from a distance. This helps 
artists create unique loose markings and feel a new way to hold a pencil.  

• 2 Pencils – Tape two pencils together and begin drawing. This will create unique doubles 
of every mark. Some will be darker than others, some will be lighter and many will be 
unpredictable. This allows for a creative way to learn new ways to handle a pencil and 
create interesting works of art within works of art.  

 
Watercolors – You will need water color paints, water, and preferably water color brushes 
 (they are much softer than other brushes) and water color paper (thicker with small, 
 scattered ridges in them). Apply water to water color paints and use the brush to apply. 

 Watercolor paper should be bought as well.$$ 

• Technique Tips:  
o Work darkest to lightest  
o Add the most paint with the least water to make a dark color and add more 

water to create a softer shade.  
o Use an old toothbrush and apply some paint and flick over painting to speckled 

spots over it 
o Apply a generous amount of paint before painting the painting and add saran 

wrap to the top. The saran wrap will crinkle and let the paint dry which will 
create unique ridges and blended colors as a background if you choose to add 
more than one color  

o Once you become skilled with watercolors, try drawing with pencil and use 
watercolors to illustrate the drawing.  
 

Acrylic Paints – You will need acrylic paints and preferably acrylic brushes and canvas boards or 
 actual canvases as well as water. Let campers paint whatever they wish, but be 
 conscientious of limited resources. A good quality inexpensive brand is BASICS – it 
 leaves a gloss behind when it dries. If you want a more opaque look, Artists’ Loft is very 

 cheap and doesn’t leave a glossy look. $$$ 

• Technique Tips: 
o White makes things lighter, and black makes things darker, but they will also 

turn the color more like them. Encourage campers to use a yellow with white to 
make a green lighter or a blue with some purple and black to make a green 
darker.  

o Encourage campers to make use of texture, have them experiment with different 
brush strokes 

o If you have mediums, make sure that campers DO NOT mix paint with them, but 
use a popsicle stick to scoop it out and mix with their paint.  
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o Use a little bit of paint and brush it out before applying it to the painting, this will 
leave a dusted over 
look on the painting. 

o If you want a straight 
edge, try laying down 
masking tape and paint 
over it and then 
remove so that you 
have a straight edge. 

o Newspaper bits and 
other things can be glued down or painted onto the painting to add new 
elements to it. 

o Try using a sponge as a brush – just be sure to thoroughly clean it when you’re 
done! 

• Brush Care 
o ALWAYS wash brushes after each use 
o Brushes should be washed with warm soapy water thoroughly. NO paint should 

be left on the brush when you are done. Test this out by brushing a paper towel. 
 
Paper Mache – You will need lots of glue, water, newspapers, and probably wire if a camper 
 is trying to make a large sculpture. Mix the glue and water together to make a liquidy 
 paste. Soak newspaper strips in the paste and lay so that they begin building off of one 
 another. Another method is to use flour and water. Use around 2-4 tablespoons of 
 water (it all depends on how big your project is). Slowly add water to the flour and stir 
 until it has the consistency of pancake batter. Soak the strips in the mixture and strain 
 the excess off. Lay around the object. Once complete, take a blow dryer to it to hasten 
 the drying process. Once, dry, campers can then paint it. Make sure campers thoroughly 

 wash hands. $$ 

 
Mobiles – Mobiles can built in a variety of ways with a variety of materials and as such, they 
 price range is extraordinary. There is one fairly cheap method involving water, tape, 
 reeds, and sheets of paper. You will probably after buy reeds to use. You will also need a 
 large bin to soak water in and a flat board to tape wet reeds to. Soak the reeds in the 
 water. After about 2-3 minutes, pull them out and tape them down to the large dry 
 board in whatever line shape you desire. Once the reed dries, it will lock into that shape 
 and can be taped to other reeds or paper. Use the reeds as the structure to your mobile 
 and use the paper to add weight as well as something for the air to catch. These can be 
 very small mobiles to very large. Use string to tie all the pieces together and ultimately 

 hang from somewhere. $$ 

 
Ink Drawings – You will need ballpoint pens that hold a lot of ink. Draw your picture in pencil 
 first and then trace over it in ink. To shade, you use the pen. Use stippling which is 
 where you dot ink everywhere where you want shade. The closer the ink dots, the 
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 darker the shade appears. You can also use cross hashing. Draw straight lines in one 
 direction and then add lines going perpendicular. This will also add shade and values to 

 the work. Go over the drawing with colored pencils to add color to it. $$ 

 
Charcoal and Chalk – This is a timeless art style that requires charcoal pencils or sticks, chalk, 

 preferably kneaded erasers, and thick paper. $$ 

• Technique Tips: 
o Press the charcoal hard to leave a dark mark. 
o Use your fingers to blend the charcoal to make it lighter and create a more 

smooth transition of values.  
o Use chalk to create highlights and contrast the darkest corners of the drawing to 

make things pop! Chalk can also be blended by using your fingers.  
o Crinkle the paper to make the drawing to appear to have more texture 
o Keep it loose. Charcoal drawings look best when they are sketched and not finely 

drawn 
o This can also be drawn over an acrylic painting to provide a more in depth piece 

of art. 
 
Calligraphy – This is an old and more difficult art form of writing. You will need special pens as 
 well as bottles of ink to dip the pens in. Manuscript pens work as well. It would also be 
 wise to print off letter writing instructions from the Internet if the leader is unsure. This 

 is a tedious piece of art, but the writing looks beautiful. $$ 

 
Pastels – Pastels are essentially chalks for artists. However, sidewalk chalk will NOT double as 
 art pastels. You should purchase legitimate pastels as well as pastel paper (it has vertical 
 ridges on one side of the paper. A pastel artwork is actually considered a painting even 
 though you are actually drawing. Pastels are fairly easy to use and can be used to create 

 beautiful pieces of art. Pastel paper should be purchased as well. $$ 

• Technique Tips: 
o Work lightest to darkest. Once it 

is on dark, it will not blend out 
and adding more will NOT work. 

o Use your fingers to blend. 
However, be aware that 
different colored chalk can linger 
on your fingers and may cause 
you to accidentally mix colors.  

o In order to keep the pastels from 
smudging other things such as 
clothing, take it outside and 
spray hairspray on it from a distance. The hairspray will dampen the pastel 
particles and cause them to stick when dry.  
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Clay – Clay is a great art medium that kids love to play with and work with. However, clay can 
 be very expensive (around $1 per pound). If clay is offered as a craft, you may not be 
 able to fire them. Kilns are incredibly expensive, but there are methods that could be 

 used for a natural kiln. $$ 

• Technique Tips: 
o Water is your friend – clay is hard to work with when it dries. Therefore, 

constantly add water with a sponge, the clay should be workable, NOT slick and 
slimy. If the clay is slick, then there is too much water.  

o Eliminate air bubbles – In order to make sure that the sculpture doesn’t explode 
when fired in the kiln, you must eliminate all air pockets. This is done by 
slamming the clay clump down onto a stretched canvas over a hard block. The 
canvas prevents the clay from picking up excess debris. Form the clay into a 
prism and then take a wire and cut it into slices like a loaf of bread. Once done, 
compress them together and repeat as necessary until you see no air bubbles 
(holes) in the clay slices. 

o Scoring – in order to make sure that things hold together, you should score to 
objects. Scoring is taking a sharp tool and hashing the areas you will be joining 
together. It is best to use a slanted hashtag pattern. Add water so that it is slick, 
and compress the two together. Smooth out edges and the pieces should hold. 
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Science Based Crafts 

These are all crafts that have some science behind them. Most take advantage of some pretty 

cool chemical reactions that can be used to make really awesome things to use in your own 

backyard. But, because a lot of these utilize a chemical reaction, you will need access to a stove 

for heat. These follow the same descriptors as Arts & Crafts; colors mean the same age levels 

and money signs mean the same expected cost per activity. $$$$$$ 

Bouncy Balls – You will need borax, cornstarch, glue (white makes an opaque ball; clear makes 
 a translucent ball), water, containers to mix everything in, and a spoon to mix with. Mix 
 in borax, cornstarch, water, glue, and food coloring together in a bowl. Once the 
 mixture is stiff, scoop out globs and roll into a ball. Allow them to dry and they should 

 bounce. $ 

 
 
Citrus Balloons – It only takes a drop of citrus juice to pop a balloon. Look crazy cool by crafting 
 a blow dart shooter, soak some Q-Tips in citrus, and shoot them at some balloons to see 

 what happens! $$ 

 
Color Cups – This is more of a science experiment than a craft. You will need 3 clear cups, 
 primary color food coloring, tissues, and water. Set the cups in a row. Add water to 
 about half full in the cups on the far ends. Add primary color dye to each one. Then add 
 a tissue to bridge the cups between the far ones and the center one. The dyed water 
 should climb up the side and seep into the middle cup where the colors will mix and 

 create a new color. $ 

 
 
Color Powder – You will need: a mixing bowl, baking sheets 
 with a slight raise in them, corn starch, food coloring, 
 water, and a blender/food processor. This is most like 
 the color powder used during the Color Run races. The
  portions are: 1 cup corn starch, 1/3 – 1/2 cup of water
  mixed together. Once this forms a relatively thick, yet
  runny substance (i.e. like maple syrup) mix in the 
 colors you’d like to use to get the shade you’d like. 
 Once thoroughly mixed, pour the mixture into a pan to
  dry. It will take about 2 days to dry (you know it is dry 
 when the top is really cracked). Then take the dry contents and pour them into the 
 blender or food processor and blend. This will turn the mixture into powder. You can 
 then put the powder into small Ziploc bags OR fill condiment squirt bottles with the 
 powder to shoot out at people. This can also be mixed with games like Quarantine as a 

 tagging substance or used with the Power of Flour idea for colored hits. $$$$ 



161 | P a g e  
 

 
 
Exploding Paintbags – You will need Ziploc bags, chalk, and vinegar. Crush up some chalk and 
  place it in the Ziploc bag. Add in some vinegar and as it expands, the bag will pop 

 leaving a nice messy paint smear on a bag for you to create some lovely modern art! $$ 

 
 
Fire Tornado – Caution: This can get very hot and very out of control if proper supervision is not 
 used! – You will need a fire pit, at least twelve large fans and nearby power sources to 
 turn them all on. First, create your fire. Next, begin to
  turn on the fans one by one. Soon, the circular air 
 movement will cause the fire to grow and spin and 
 lengthen out into a tornado. The excess heat from 
 the fire may cause the fans to melt, so keep a close 
 eye on your fans and carefully pull them away. If 
 things get too hot, cut the power and let the fire burn

  like normal.  $$$$$ 

 
 
Giant Bubbles – The recipe for giant industrial strength bubbles is: 6 cups water, 1 cup corn 
 syrup, 2 cups Joy dish soap. Use large clothes hangers or even your arms to create large 

 bubbles. $ 

 Variation: Add highlighter ink to regular bubbles to make them glow or food coloring for 
 random colors.  
 
 
Gummi LEGOS – Caution: Hot sugar can cause SEVERE burns! – This is more of cooking based 
 activity, but you can actually build things out of the LEGOS too. You will need a bottle of 
 light corn syrup (colorless), packages of Jell-O (whatever color you wish your candy to 

be), unflavored gelatin mix, and a LEGO mold off 
of Amazon. To make these, take a ½ cup of cold 
water and then add in a ¼ cup of corn syrup. Cold 
water helps the water and corn syrup separate 
for better measurements. Next, stir the water and 
syrup together so that they blend together 
smoothly and it all looks like water. Pour the 
mixture into a pot on the stove top (stove 
SHOULDN’T be on yet!). Add in two packets of 
unflavored gelatin and pour the entirety of the 
Jell-O mix. Next, slowly stir all of the ingredients 
together. Now, turn the stove top on at Low-

 Medium heat for around 5-10 minutes stirring regularly. Once the mixture is smooth 
 and fairly thick (think maple syrup), you are ready to pour the mixture into molds (ice 



162 | P a g e  
 

 cube tray molds work too). Condiment containers are great for pouring the syrup into 
 molds as it reduces the risk of burns. In order to make these stackable, you will need a 
 more specific silicon mold as opposed to ice cube trays. Pour the mixture into these 
 molds and apply a LEGO base plate to the top of the mold that has been sprayed with 
 cooking spray. Let the plate rest atop the mold and apply weight to it (a large book) for 
 about 5 hours allowing it enough time to cool. After this, remove the plate and your 
 gummies should be totally stackable. You can also add Vitamin C to these candies by 
 grinding up 8 500mg tablets in a blender until they are powdery and mixing it into the 
 normal recipe. This adds not only vitamin C to the gummies, but makes the a little more 

 opaque, and they taste a little sour making them taste even better! $$$ 

 
 
Home-Made Lava Lamp – You will need a
  16 oz.  or 1 liter water bottle, 
 some kind of cooking oil, water, 
 food dye, and an alka-seltzer. Fill
  the bottle half full with oil. Then
  fill the rest of the bottle with 
 water.  Then add 10 drops of dye.
  Then add the alka-seltzer. Make 
 sure that you cut it up and make 
 sure that a leader does this as the
  alka-seltzer is medicine. The alka
 -seltzer will cause a reaction 

 simulating a real lava lamp. $$$
  
 
Magnetic Slime – This is a fun one! You will need liquid starch, Elmer’s glue, Iron Oxide powder, 

and a neodymium (rare earth) magnet. Pour ¼ cup of liquid starch 
into a bowl and mix 2 tablespoons of iron oxide powder. Mix well. 
Add ¼ cup of Elmer’s glue to the bowl and mix well. Now, take the 
slime out by hand. There will be some liquid left in the bowl, 
that’s okay. There will be black on your hands and your nails, but 
that can be easily fixed with rubber gloves. Pat the slime “dry” to 
remove any excess liquid (this is what will stain your hands). Once 

“dry” it is free to play with using magnets! $$$$ 

 
 
Mountain Dew Lantern – You will need 16 oz. cans or 1 liter bottles of Mountain Dew, 
 peroxide, and baking  soda. When you mix these together, you will get a reaction that 
 will cause the  mountain dew to glow. DO NOT drink the mixture after you’ve mixed 

 everything together! $ 
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Porcui-bags – Discover molecules with campers using Ziploc bags, water, and sharp pencils! 
 Ziploc bags are made of polymer, a molecule that prevents water from escaping when a 
 pencil is pushed through the plastic. Fill the Ziploc bag with water. Then, begin pushing 
 sharp pencils through the other side and watch was the polymer prevents water from 

 escaping so long as the pencils remain in place! $$ 

 
 
Slime – You will need Elmer’s clear glue and STA-FLO brand 
 liquid starch (can be found in the laundry section of the 
 store). The recipe is 1 ½ cups of glue to 1 ½ cups of 
 starch. Be sure to add in food coloring to give the slime 
 some kind of color. You may also need to use your hands
  to create the appropriate texture as spoons and other
  utensils may not work too well. The final product should
  be slimy, stretchy, and all sorts of nasty. It can be kept 
 for about a week – food coloring may also cause colors 
 to bleed onto clothing or furniture so care should be 

 used when handling it. $$ 

 
 
 
Smoke Bombs – This is a craft that involves fire so caution should be exercised. This will also 
 take some time and require use of a stove top and old cooking equipment. You will 
 need: 3 tablespoons potassium nitrate (sold as saltpeter in a gardening store), 2 sugar, 1 
 teaspoon baking soda, 3 tablespoons organic powder dye (sold in hobby stores), 
 cardboard tube (halved paper towel tube, toilet paper, or push pop ice cream tube), 
 duct tape, pen or pencil, firework fuse (hardware, rocketry stores), cotton balls, and a 
 sauce pan.   
 
 Begin by cooking the potassium nitrate and 
 sugar together over LOW heat in the sauce  
 pan. After the sugar browns and caramelizes, 
 remove the mixture from heat (it should be 
 like smooth peanut butter, runny, yet fairly 
 thick). Next, stir in the teaspoon of baking 
 soda. Once mixed in, add the 3 table spoons of
  organic dye (blue and orange work best). 
  While the mixture is still warm and workable,
  pour/stuff the mixture into the contents of your tube (make sure that one part of it is 
 closed obviously). Once the mixture has thoroughly been stuffed in, jam a pencil/pen 
 through the center to create a hole that runs close to or to the bottom. Let the mixture 
 cool and harden. Once hardened, remove the pencil. Insert the fuse and cotton balls so 
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 that the fuse burns well. After this, duct tape the sides and the top leaving only the fuse 

 exposed. You can now light your smoke bomb! $$$$ 

 
 
Sugar Glass Bottles – Caution: Hot sugar can cause SEVERE burns – Make sure you are using 
 gardening or welding gloves when handling the mixture to avoid burns on your hands!  
To Make the Sugar Glass: You will need 3 ½ cups of sugar, add a quarter (1/4) of a teaspoon of 
 cream of tartar, 2 cups of water,  and 1 cup of WHITE corn syrup all into a pot to cook in. 
 Stir prior to heating. SLOWLY add heat – you want to avoid burnt sugar and stickiness. 
 Work up to medium-high heat, no higher. You will also need a candy thermometer 
 (meat thermometers don’t go high enough for the temperature). You are aiming for 
 around 300 degrees Fahrenheit (or when the substance is boiling, but very thick). Now 
 the sugar glass is ready for your mold. You can also mix in coloring prior to cooking it to 
 give it a specific coloration – the natural color is an amber color.  
To Make the Mold: You will need 1 2L bottle of soda (emptied), 1 beer bottle or glass soda 
 bottle (emptied)(beer bottles look more like normal glass bottles), 2 packs of Oomoo 
 #25 rubber molding clay (most expensive thing), and hot glue.  Before you begin, make 
 sure your bottles are completely clean of labels, clean inside, and free of any glue 
 residue. Next, cut about ½ an inch below the top of the 2L bottle. Take this cut off piece 
 and hot glue it to the inside of the glass bottle with it facing up (so it kind of makes a 
 funnel). You can also glue in the 2L bottle cap and drill an old paint stirrer into the top to 
 help act as a brace to keep the glass bottle from touching the bottom of the plastic 
 bottle. Insert your glass bottle and brace into the plastic bottle. Next, spray some 
 cooking spray over the glass bottle to keep it from sticking to the mold and begin mixing 
 your rubber clay following the directions provided on the boxes for that. The bottle will 
 most likely be very buoyant so you may need some books to help weigh it down from 
 directly above. After the mold is mixed, pour it into the 2L bottle with the glass bottle 
 inside. It is key to try and keep the glass bottle as balanced and even as possible for the 
 ideal glass bottle. Let the mold dry for the appropriate time. After the time given on 
 your Oomoo, cut along the sides of the 2L bottle to where you touch the glass. You mold 
  should only have two cuts in it so that the mold can be opened from the top kind of like 
 a mouth. Be sure not to cut the whole way down to the bottom of the 2L bottle. Free 
 your mold and pull out the glass bottle. Now, you can begin preparing the mold for your 
 sugar glass. 
To Make the Bottle:  Coat the interior of the mold with cooking oil or mold release spray to 
 prevent the sugar glass from sticking to it. Put rubber bands and duct tape around the 
 mold to make sure that it is securely tight – you can also reuse your 2L bottle as an 
 outer shell to prevent the hot sugar from potentially dripping on you or anywhere else. 
 Carefully pour the sugar glass into the mold and set the pot down. Once the mixture is 
 in the mold, carefully tile and roll the mold over top of the pot to try and get some of 
 the excess sugar glass out. You want to evenly spread the sugar throughout the mold, if 
 you’d just pour it in, you’d have a solid glass bottle. Pour any excess into the pot and let 
 your bottle cool for about an hour. After it is fully cooled, slowly and carefully remove 
 the sugar glass bottle from the mold. You can use this mold as many times as you’d like 
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 – just try to keep your mold clean and cared for. Be sure to keep the glass somewhere 
 cool until you’re ready to smash them OR you can fill them with soda and drink out of 
 them while also eating the glass (just use cooking spray to line the mold then).  

The initial cost is large (mainly for the mold), but afterwards, this is relatively cheap: 

 $$$ 

 
 
Water Lantern – This works best in a dark area. You will need a gallon of water and a headset 

 light. Fix the strap to the gallon jug and the light refraction will produce ambient light. $ 
 
 
Watermelon Crush – You will need a watermelon and A LOT of rubber bands. This isn’t so much 
 a craft, but is a cool science experiment that is messy and fun for kids to attempt. Begin 
 by adding rubber bands around the core of the watermelon one at a time. Have 
 someone keep count as you or another camper adds them. After a while, the combined 

 constriction of the rubber bands will tear the watermelon in half. $  

 
 

Waterproof Sand – You will need a baking sheet, aluminum foil, a bag of sand, and Scotchgard 

 Protector (it must be Protector, other kinds won’t work!). Line your baking sheet with 

 aluminum foil. Spread your sand out on the baking sheet. Next, liberally apply 

 Scotchgard Protector over the sand. Be sure to spread out the sand and apply multiple 

  coats. Be sure to test your sand with water before adding more water to play with. $$ 
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Party Games, Riddlers, & Brain Busters 

Ancient Numbers – Ancient Numbers is essentially a sleight of hand game. You will need 10 
 sticks or items to lay down. As you lay down the items, you spread your hands/fingers 
 out according to the number you wish it to be. The idea is that everyone is focused on 
 the items you lay down and not your hands. If my number is 10, I would lay my hands 
 down completely open for a moment when I lay my items down. If my number is 3, I’d 
 quickly show three fingers when I finish laying down my items. 
 Variation: You can do a variation with a different name of your choice. However, offer 
 no signs and just choose a random number or say that they direct to the viewer to some 
 random object in the room, but always choose something that isn’t suggested. 
 
Black Magic – This will require two people. One person A will leave the room, and everyone will 
 pick a random object for Player A to guess. The dialogue should then go like this: 
  Player B: “Is it that fire hydrant?” 
  Player A: “No.” 
  Player B: “Is it that white shoe?” 
  Player A: “No.” 
  Player B: Is it that clock?” 
  Player A: “No.” 
  Player B: “Is it that black belt?” 
  Player A: “No.” 
  Player B: “Is it Dave’s watch?” 
  Player A: “Yes.” 
 The player knows what it is when the keyword “black” shows up. Whenever a player 
 asks if it is something that is black, the next item will be the correct item. 
 
Book Magic – Lay out several books on a table. When the guesser leaves the room, have 
 everyone else agree on a certain book. The leader will point to several books which the 
 guesser will say either ‘Yes’ or ‘No’ to identify if it is the book the group chose or not. 
 The guesser knows the right book when the leader first points to the book that is 
 farthest right. After doing that, whichever book is pointed to next, the guesser will know 
 is the correct book.  
 
Car – Have the guesser leave the room while the leader and the remaining players choose three 
 objects and select one of them to be the object they identify as the one for the guesser 
 to know. Bring the guesser back into the room. The guesser will be shown all three 
 objects one at a time and will then guess which one the group selected. This is done by 
 the leader who will say one of three things upon the return of the guesser. If they 
 something that begins with a “C”, the guesser know that the first object he or she is 
 shown is the right one. If the leader says something starting with “A”, then the guesser 
 knows it is the second and a statement starting with “R” indicates that it is the third 
 object (“Come in,” “Alright,” “Ready?”) 
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Going on a Trip – This game will require two people who know a lot of different sports teams 
 and their corresponding cities as well as the geography of a lot of U.S. cities. One player 
 will leave the room, they are the guesser. The other will stay and ask for a major U.S. 
 city (for example, Charlotte, NC); this person is the storyteller. The guesser will then 
 come back in. The storyteller will begin by saying, “We’re going on a trip.” They will then 
 spell out a sports team to the guesser (for this example, the Panthers). All consonants 
 will be a city with the matching first letter. All vowels are associated with a number of 
 nights. A= 1 night, E = 2 nights, I= 3 nights, O= 4 nights, and U=  5 nights. For example, 
 my story will begin with, we are going on a trip. Our trip starts out in Pittsburgh, 
 because it is nice there, we decide to spend one (A) night there. From there we will go 
 to Newark, then to Tallahassee, then Harrisburg. While in Harrisburg, our car breaks 
 down and we spend two (E) nights there. We then go to Richmond and end our trip in 
 San Francisco. The guesser, knowing that all cities begin with the first letter of the city to 
 spell out the team and that all vowels are nights, will know that I just spelled out 
 PANTHERS to them. Knowing that the Panthers are based in Charlotte, they’ll know that 
 the city stated was Charlotte.  
  Pittsburgh 
  A (1 night) 
  Newark 
  Tallahassee 
  Harrisburg 
  E (2 nights) 
  Richmond 
  San Francisco 
 
Droodles – These are fun competition games that kids tend to be better at due to how they try 
 to define objects. Adults tend to only get two to three definitions whereas younger kids 
 get five or more. Examples:  
 
 
 
 
 
 
 
 
 
 
How Many Bears – This game is maddening simple, yet really difficult if you don’t know the 
 trick. Begin by throwing out false numbers that don’t match the code, or do match the 
 rule if you’d like. Example: There are 20 bears sitting on the pool table, 3 in your mouth, 
 and 16 in the tree. Next ask the question. The question begins “How many bears are…?” 
 After that, pick any location or place for the bears to be. An example would be, “How 
 many bears are swimming in the pool over there?” The answer in this case would be 6 
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 because there is one bear for each word after ‘are’ in the first part of the question. The 
 more words you add after ‘are’, the more bears there are. The false numbers throw 
 everyone off and make it more challenging. Yet, when people get it, they love it.  
 
Hypotheticals – These are great icebreakers that can lead to fun conversations at meal times or 
 in cabins. These are just silly, stupid, or dumb hypothetical situations that would never 
 actually happen, but encourage thought, discussion, and debate.     
 Here are some examples: 

• Who would win in a fight, 1,000 turkeys or a T-Rex? 

• If Jurassic Park was real, would you visit it? 

• Who would win in a fight: a shark or a bear? 
 
Math Fun – This isn’t so much of a brain game, but more of a cool fact. Think of a number. 
 Double that number and add six. Now half it. Subtract the number that you started with. 
 You answer is three. 
 
Minute Mysteries – The following are quick riddles with the answers afterwards. Provide a clue 
and campers can only ask Yes/No questions. 

• Clue: A man pushes his car in front of a motel and says, “I’m broke and out!” What 
happened? 

o Answer: He’s playing monopoly 

• Clue: I want to go home, but the man in the mask won’t let me. Who is the man in the 
mask? 

o Answer: He’s the catcher 

• The Two Doors: Clue: A man is taken to a dungeon. There he finds two doors. One will 
 take him to freedom and the other to a hungry lion. Also, there are two guards. 
 Each one blocks a door. One guard always lies and one always tells the truth. The 
 guards know what is behind each door and know who lies and who tells the 
 truth. The man is allowed to ask one yes/no question to determine how to get 
 out. What is his question? 

o Answer: Would the other guard tell if it was safe past this door? The honest 
guard would say yes/no based on whether or not you are correct in the safety of 
the door you chose. The liar would say the same answer as the honest man. 
Therefore, you do the opposite of what the guards said to be safe.  

• Clue: There are 6 sisters and each sister has one brother – how many brothers are in the 
sisters’ family? 

o Answer: 1 each sister only has ONE brother. 

• Clue: We’re five little items of an everyday sort; you’ll find us all in ‘a tennis court’. 
o Answer: Vowels 

• Clue: What is the beginning of eternity, the end of space and time, the beginning of 
every end, and the end of every race? 

o Answer: The letter ‘E’ 

• Clue: Which word in the dictionary is spelled incorrectly? 
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o Answer: Incorrectly 

• Clue: How many of each species did Moses take with him on the ark? 
o Answer: None; Noah made the ark, not Moses 

• Clue: He has married many women, but never been married. Who is he? 
o Answer: A priest 

• Clue: What begins with an ‘E’ and ends with an ‘E’, but contains one letter? 
o Answer: Envelope 

 
Multiple Choice Confusion – Answer the following multiple choice question: If you were to 
 answer this question randomly, what is the chance that you will be correct? A) 25%, B) 
 50%, C) 0%, or D) 25%? 
 
My Ship Sails – You will need a ball for this game or anything that is safe to toss in a circle. Have 
 players begin by sitting in a circle. The leader will start and say, “My ships sails with…” 
 and will then name something using his or her initials. If her name is Julie Davidson, she 
 could say, “My ship sails with juicy donuts (of jumping ducks, or joyous dogs, etc.). She 
 will then pass it to someone else in the circle. The player she passes it to will do the 
 same thing with their initials and pass it. However, is someone doesn’t know how it 
 works, they can pass it back to whoever passed it to them for another hint.  
 
Problematic Paradoxes – These are great philosophical/ice breaking questions that get kids 
 thinking and can lead to some interesting conversations! 

• The Time Traveler’s Paradox – If you discover time travel and go back in time and kill 
 your biological grandfather, then how could your grandfather have ever had 
 your father to have you? By killing your grandfather, you kill yourself meaning 
 that you never existed to discover time travel to travel back in time to kill your 
 grandfather, but then he’d leave so you would exist to discover time travel and 
 kill him…  

• The Liar Paradox (Pinocchio’s Paradox) – Is the following sentence true or false? “This 
 sentence is false.” By saying it is true, would mean that it is in fact not false, but 
 then by being false it is actually true.  

o Pinocchio’s Paradox – If Pinocchio would say, “My nose will grow now!” What 
would happen? 

▪ If this sentence is true, then his nose grows because he truthfully says so, 
but it doesn’t grow because according to tradition, his nose only grows 
when he lies, therefore Pinocchio is lying and it would grow. But, if it 
grows then it is true which means it would not grow, and so on. 

▪ If this sentence is false, then it doesn’t grow because he is lying, but by 
lying he actually makes it grow which would then render the statement 
true, and so on.  

• The Omnipotence Paradox – Could God create a rock so heavy that even he could not 
 lift it? If he couldn’t create it then he wouldn’t be all-powerful. If he could create 
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 it, then he is powerful enough to make the rock, but not to lift it which doesn’t 
 make any sense. 

o For the sake of Christians, I typically assume that God is capable of making a 
square circle (which can be another Omnipotence Paradox) 

• The Bootstrap Paradox – Say you went back in time and taught yourself how to ride a 
 bike to your younger self. By doing this, adult you learned how to ride a bike by 
 being taught by your older self. But in order for your older self to learn how to 
 ride a bike in the first place, they had to learn it when they were younger. But 
 you learned it when you were younger from adult you who learned it as a child. 
 So, who actually learned how to ride the bike first? 

• Ship of Theseus Paradox – A ship called the Jackdaw went on a long voyage. While 
 sailing, it ended up replacing various parts at different ports. Eventually it had a 
 new hull that looked just like the original, as well as new cannons (that looked 
 like the originals), new masts and sails, even a new crew, and a new captain and 
 first mate by the time it returned from where it first set sail from. Now, is this 
 the same Jackdaw that left the port 20 years earlier or an entirely new one even 
 though it looks EXACTLY the same, just with new pieces?  

o Identity Paradox – Your cells replace themselves with new cells approx. every 6 
 months. Are you physically the same person as you were 6 months ago? 

• The Chicken and Egg Paradox – Which came first, the chicken or the egg? The egg needs 
 to come from a chicken, but a chicken can’t be hatched without an egg first. (The 
 easy church answer is God created the chicken first, but humor it!) 

• Force Paradox – What happens when an infinitely immovable object meets an infinitely 
 unstoppable force? Does one win and another lose? 

• Possibility Paradox – If everything is possible, is it possible for something to be 
 impossible? 

 
Red, White, and Blue – This game is essentially the same as Black Magic, but much harder to 
 learn the secret to. After the group has selected an object, the guesser returns. The 
 leader asks them questions. This time, instead of a black object, the leader will use a red 
 object to signal that the next statement will be the object. For round two, the leader will 
 use a white object to note that the next statement will be the object. In round three, the 
 leader will use a blue object. After round three, the leader and guesser move into a 
 rotation of red objects, white objects, and blue objects; red, white, and blue.  
 
The Game of Snaps – This game is a linguistic game with some distractors thrown in. To start, 
 the leader will say, “The Game of Snaps starts now.” This marks the beginning. Then 
 they would say something like, “Frank Robbed (snap 4 times) Gary,” or “Peter (snap 4 
 times) (snap 4 times) Led.” In the first one, the word to guess was “frog” and the second 
 was “pool.” The consonant in the word being guessed is the first letter of each word 
 said. The number of snaps correlates to the place of the vowel in the alphabet. One 
 snap = A, 2 = E, 3 = I, 4 = O, 5 = U.  
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The Land of Nodd – The Land of Nodd is a linguistic game. The leader starts of the game by 
 saying  something along the lines of “Cookies are allowed in the Land of Nodd, but not 
 chips.”  This is the clue for players. They must then guess for things that are allowed in 
 the Land of Nodd. If they don’t get it, another clue can be given. Once someone gets it, 
 they should then continue to give examples as well so that the people who don’t get it 
 continuingly get frustrated. The key is that only things that have two letters back to back 
 can be in the Land of Nodd. Therefore, it’s best to use examples that are similar, but 
 different in the sense of the letters. Other examples:  
 

• Doors are allowed, but not windows. 

• Screens are allowed, but not mesh. 

• Sunscreen is allowed, but not lotion. 

• Coffee is allowed, but not soda. 

• Parakeets are allowed, but not toucans. 

• Peyton Manning is allowed, but not Tom Brady. 

• Deer are allowed, but not ducks. 

• Apples are allowed, but not oranges. 

• Letters are allowed, but not numbers. 

• Butter is allowed, but not jam. 

• Jelly is allowed, but not jam. 

• Cell Phones are allowed, but not computers. 

• Wii’s are allowed, but not Playstations. 

• Dr. Pepper is allowed, but not Pepsi. 

• Peppers are allowed, but not tomatoes. 

• Communication Majors are allowed, but not History Majors. 

• Books are allowed, but not tablets. 

• The moon is allowed, but not the sun. 

• Spoons are allowed, but not forks.  

• Cabbages are allowed, but not potatoes. 

• Halloween is allowed, but not Christmas. 

• Llamas are allowed, but not alpacas. 

• Messi is allowed, but not Ronaldo 
 
This is a Stick – This is a very simple linguistic game. The key word is the word “Okay.” Hold up 
 any combination of fingers in any pattern. If you say “Okay, this is a stick,” then it is a 
 stick. Something is not a stick if you do not prefix the statement with “Okay.” The 
 players need to try and figure this out. 
 
Writing in the Sand – The guesser leaves and the leader and the remaining group pick a word 
 that the guesser has to guess on the first try. For example, say the word is ‘Light’. All 
 consonants (L, G, H, T) are given through verbal cues. The leader will say something like, 
 “Looks like you’re ready.” The guesser knows the first letter is “L” because the leader 
 used “Looks” (an L-starting word). Then the leader will take a stick and draw on the floor 
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 in various shapes and rap the floor with it to note vowels in a word; 1=A. 2=E, 3=I, 4=O, 
 5=U. In this example, the leader would hit the ground three times to let the guesser 
 know that the vowel is I. Then the leader would say something else like, “Got it yet?” 
 (G). Then something like, “How about now?” (H). And then finally something like, 
 “Thanks for playing.” (T). The guesser should now know that the word is “Light”. 
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Miscellany 
 
**These are all games or activities that didn’t quite fit in anywhere else, but were too awesome 
and fun to leave out! 
 
Cardboard Testimonies – This could have fit with YCT, but it wasn’t really a game and is more of 
 an activity you can do for a Youth Sunday or as an opener to your serious session at 
 camp. You will need large foam white boards (you can find them at any art store) or use 
 simple cardboard squares (the white works best however due to the black marker and 
 better contrast to read) (cardboard also must be blank on both sides) and black 
 permanent markers. On one side, write who you were before Jesus (i.e. I’m self-
 conscious and afraid; I was addicted to drugs). Then on the reverse side write who you 
 are with Jesus in your life (i.e. I’m courageous in Christ; I’ve been clean for X years with 
 His help). Have participants walk up and show the “Before” slide and then flip it to the 
 “After” side and walk off the stage. This is a great way for staff to invite campers to ask 
 them about their lives and their testimonies at the campfire or for people in the church 
 to share their past struggles and their triumphs in Christ to promote transparency, trust, 
 and unity. Very simple, but can be very powerful. 
 
Escape the Cabin (Room) – This is a great brain game that requires a fairly intelligent game 
 creator. This is great for camps with cabins that lack a purpose and can be converted 
 into puzzle rooms. There are all kinds of different examples of how to do this. This can 
 also serve as a unique team building facet that can be built and utilized for camps that 
 wish to expand upon team building facilities. The main goal is to lock a group of players 
 into a room and they must look for clues and solve puzzles to find and unlock the key to 
 set them free all in an hour. The room can also tell a story where players must piece 
 together a story while trying to escape. You may need to buy some unique furniture. Be 
 sure to be explicit with instructions so that kids aren’t ripping apart paintings or trying to 
 muscle their way out of windows to escape the room.  
Examples of furniture and puzzles to use are as follows: 

• Chests with false bottoms, or tables/end tables with secret drawers 

• Notes tucked in the pages of a journal 

• Messages with letter combinations that correspond 
to places on a chess board (the queen moves before) 
(Queen on B4) 

o Or chess board riddles that unlock a new clue 
   

 
 
 

• Writing on walls that needs black light to see 
o Or pictures with certain letters or objects 

that illuminate under a black light 
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• Messages in Morse Code with a key  

• Number locks with hidden lock combinations that 
need to be discovered 

• Hollowed out books that hold a key but are 
shelved with numerous other books 

• Bookcase doors  

• Number Code Rings  

• Lettered Code capsules      Sample Code Wheel  (3 less than top)        

• Riddles involving symbols on playing cards and they’re corresponding numbers 

• Use of a Playstation or Xbox that must be searched in trophies or achievements to 
complete a riddle to unlock a new riddle  

• Photos of the room to show differences or distract players from clues  

• Quotes from famous pieces of literature – i.e. lines from Poe’s Tell Tale Heart that 
signals to a clue underneath a loose 
piece of the floor 

• Glyphs that are made with shadow or 
light that must be matched up with 
certain objects which will then tell the 
location of the next clue or key – Ubisoft 
did something similar with Assassin’s 
Creed IV as a puzzle mini game 

 
Letters To & Fro – This is kind of like a craft, but not quite. It was something that could have 
 possibly fit in under YCT for writers in a youth group. Essentially, create a fictitious 
 correspondence between two people. This is a fun spin on passing notes. If you create a 
 character who isn’t allowed to write, then write all of their notes on random scraps of 
 paper that could be found around the house. If you’re writing in the early 20th century, 
 try using some of the proper language at the time. This is a great way to strengthen a 
 bond between two people while encouraging them ask big questions. Is your character a 
 pastor? How would he/she respond to certain questions about faith? If your camp has a 
 “Mail Call Time” this is a great way for campers to share notes with one another. It 
 encourages kids to practice writing and thinking and is a way for kids who may not like 
 sports to still participate and have fun at camp.  
 
Mini-Golf – Mini-golf courses are a classic, laid back way to have fun while still being fiercely 
 competitive. Golf courses take time and energy to make, but once they are made with 
 proper care, they are easy enough to add in interesting and unique obstacles that make 
 unique challenges and represent the unique culture of your camp.  
 
Muddy Tug-O-War – You will need to create a mud pit for this and get a large tug of war rope. 
 This is a great messy game that can be done with the whole camp in teams in a 
 tournament style competition. The game is crazy fun and kids love getting dirty. Be sure 
 to take a “mudshot” of the group after they’ve all fallen into the mud! 
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 Variation: Times Four!: Tie off two ropes in the center and create four teams. All four 
 teams pull at the same time. The last team standing wins. As teams are pulled in, briefly 
 stop the match to allow the teams time to re-center themselves so that the ensuing 
 pulls are fair for all three teams.  
 
Staffers Memory Game – This is a great and simple game/craft that you can make and then sell 
 in your camp store, or simply give away to campers as a part of memory packages! Take 
 two pictures of all of your staff – one can be serious, the other funny, or both funny, 
 maybe some in costumes or take two photos of pairs of staff doing things together. 
 Essentially, you are making a matching game out of pictures using your staff as the stars 
 for it. Print out copies of the pictures and laminate them. This can be packaged in Ziploc 
 bags or another kind of container and then sold in the camp store or given to 
 counselors. You could even take quotes from each of your staff members and print 
 them on to the photo somewhere. Be sure to add similar backs to all of the pictures so 
 that they hold for a long time and kids can’t see the picture on the other side. An 
 example of two pairings are on the next page: 
 
***This could also be styled as popular trading cards among kids through various online sources that have 
templates for you to upload pictures and allow you to more easily customize text; however this takes longer and 
runs the risk of violating copyright laws if you are selling them for profit. 

 
The Gospel Skit – This is a day-long skit (breakfast to dinner) where the different cabins at your 
 camp will recreate the social atmosphere and hierarchy that existed in Jesus’ time in 
 order to more effectively illustrate the Gospel (we did this during our heavy Wednesday 
 so campers were thinking about Christ for the majority of the day). Pre-assign each 
 cabin a different social group. It is best to give a card to the counselors in each cabin as 
 to who they are and how that social group would interact with other groups. The point 
 is that as the groups are forced to interact with one another, campers can see how 
 unfair things  were and how ostracized some social groups were. As the day 
 progresses, whoever is playing Jesus, can begin to “heal” people. Once someone has 
 been “healed” or has  interacted with Jesus, they can go and tell someone else to come 
 to him. The disciples can also begin to start healing people as well to help alleviate some 
 attention off of whoever is playing Jesus. Here are some examples of possible groups 
 ranging from highest in society to the lowest in society at the time: 
 

1) Romans – They were soldiers who kept order and represented the might of the 
Roman emperor. Roman citizens were to be respected wherever they went. They 
should bully other groups (minus Pharisees) 

2) Pharisees – The Pharisees were the religious teachers of the time. They upheld the 
Jewish laws and customs and were responsible for the execution of the law 
throughout the Jewish population. They should act arrogant, self-righteous, and 
above everyone else. 
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3) Jews – Jews were standard Jewish citizens who loved the Pharisees and looked to 
them for religious guidance. They should be enthralled by the Pharisees, but can also 
start looking to Jesus for spiritual guidance once he starts healing people.  

4) Tax Collectors – They were Roman or Jewish people who collected funds for the 
Roman Empire. They were despised by Jews as they too represented the oppression 
of the Roman Empire. They should go around demanding taxes for Caesar. 

5) Mutes – Those who could not speak. They must communicate without using their 
mouths.  

6) Deaf – Those who could not hear. They must ignore everyone.  
7) Lame – Those who could not walk or had bad limbs. They should limp everywhere.  
8) Lepers – Those sick with leprosy that were ostracized from the rest of society out of 

fear that interaction with them would render one unclean and then necessitate a 
trip to the Pharisees to become clean again.  They should be separate from others 
where applicable and can try and touch others to get them to do something. Once 
healed by Jesus, they can rejoin the group.  

9) Disciples – These are the people who follow Jesus and actively serve the others 
around them. They should serve all others (i.e. the lepers first) 

 
The Power of Flour – This isn’t so much a game or an activity, but a way to make a lot of the 
 games in here more fun and much messier. You will need stockings (all sheer works 
 best) and ¾ cup of flour in the bottom of each stocking. Tie off the stockings and now 
 you’re ready to go! Each filled stocking is like a baking goods paintball only without the 
 paint; upon impact, the flour poofs out in plumes of white smoke. This can be added to 
 games like Capture the Flag, Quarantine, Assault, and many others! Be sure to fill the 
 stockings with colored powder (Science Craft) to make color chaos! 
 
The Respect Poster – This is a great activity to do in cabins that helps promote unity and sets 
 clear expectations for campers for the week. Kids understand why there are rules – they 
 really do. Just because we don’t like a law or rule doesn’t necessary mean we don’t 
 understand why it is in place. A lot of us may not like speeding laws, but we get why 
 they exist. This activity plays off of that and acts as a kind of “Classroom Constitution” 
 which is used in schools. You will need markers (different colors are best) and a large 
 piece of poster board. In the center of the poster write the word “RESPECT”. Then, write 
 in 5 different areas branches that read, “Staff,” “God,” “Camp,” “Yourself,” and 
 “Others”. Have counselors guide campers on what some ways are that everyone could 
 respect others. Most would agree that we shouldn’t touch anyone else’s stuff – then the 
 counselor or a camper can write that on the poster. How can you respect yourself? 
 Shower and brush your teeth daily. This activity, with proper guidance, can help 
 campers create clear expectations of themselves and one another and helps to create a 
 level of accountability. Counselors and campers can even discuss punishments for not 
 meeting expectations. Entire cabins have voted on push-ups of a certain number for 
 each infraction or loss of activity/free time. When the campers are all on board, they 
 know why they’re in trouble and accept the consequences. This can even be done with a 
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 staff to illustrate clear expectations for them and the repercussions of not meeting 
 those expectations or violating those rules.   
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Spiritual Metaphors 
 
These are all various illustrations that can be used in lessons or when talking with a student 
about the Gospel. These are great metaphors that make the message easier to digest and easier 
to understand and are usually best suited to specific kinds of students and campers.  
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The Debt Metaphor – The Bible uses debt as a metaphor for the depth of your forgiveness from 
 God. You can use sacks of sand or a weight bench to best illustrate this visual and 
 physically, or simply explain it. Think of the bar as your life and each weight plate is a 
 sin you commit or as a debt (i.e. student loans, mortgage, credit cards, etc.).  Life starts 
 out pretty easy with the bar. Then you commit a sin and it adds a little weight to the life, 
 but you can still lift it no problem. You commit a few more sins, and the weight adds up 
 and the bar gets harder and harder to lift. But, you keep going with life. They’re only a 
 few small sins, no big deal right? You commit some more and more weight is added. 
 Soon the weight becomes too much and when you go to lift again, the bar falls on you 
 and your stuck – you need someone to take the weight off, take the sin away. As God 
 forgives us of all of the crushing sin in our lives – like if the bank just said “We forgive 
 you of all of your debts for your stuff, the weight is gone. Now go and don’t collect debt 
 again.” That is how God forgives us. However, we shouldn’t let it get that bad all of the 
 time – if it gets a little heavy, no matter how small the sin, we should run to God and 
 seek his forgiveness for our transgression. This is best suited for people who think they 
 need God once a week or at a set time and place and those who aren’t believers and 
 have tons of debt from school and life. 

Associated Scripture: John 13:1-20 (especially verse 10) 
 
The Drink Metaphor – Pick out any two drinks you enjoy, but ones that don’t mix well at all 
 (lemonade and coffee). We have this habit of saying we love God, but not actually living 
 out those words with actions. We take a drink from God, “I love you God,” and then go 
 to a sin that we love too much to let go. We take drink from that, “I get drunk.” We 
 then shift back to God, “I can’t wait to get into your word today,” but then go to our sin, 
 “Alright naked girls on the Internet.” We sometimes do this back and forth with God and 
 our sin that we both love and they don’t mix. So I try to compromise – I’m 85% God and 
 15% sin – (mix the drinks) and its awful. The two don’t mix. It’s an all or nothing thing. 
 We can’t swing back and forth. Our words say, “I love God,” but our actions say, “I love 
 this sin more.” We can’t do that. So go to God and ask for the rest to be removed from 
 you – all that is offensive to Him, all that makes you feel sick and torn inside and let your 
 words of love for God move to actions of love for God. This is best suited for those who 
 have been Christians for most of their lives. It’s easy over time to swing between God 
 and sin and try to rationalize it to make ourselves feel better, to try and quiet the Holy 
 Spirit within us.  
 Associated Scripture: John 21:15-19 
 
The Embers Metaphor – This metaphor works best with a campfire and some tongs to pull hot 
 coals out. Begin by approaching the fire and removing a red hot coal from the pit of the 
 fire. Lay the coal out away from the fire and let it cool as it slowly loses its glow. After a 
 while of silence of people watching the coal cool, pick it back up (best with your bare 
 hands if cool enough) and put it back into the fire. This is symbolic of the need for 
 Christian fellowship. When we are surrounded by other Christians, we grow in God and 
 can then step out from the Christian community and start a “fire” for God somewhere 
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 else when we’re on fire for God. However, if we don’t return to the fold, we cool and 
 slowly lose our effectiveness for God. Also point out that when the coal reentered the 
 fire, it re-ignited is flame and burned hot and bright once again. Demonstrating the 
 physical metaphor in silence works best and then beginning to teach on that is great for 
 a camp campfire night or a campfire on a youth retreat. This is best suited for visual 
 learners, those who do not frequent a church or other Christian community, as well as 
 showing how being close to God can change us.  
 Associated Scripture: Hebrews 10:24-25; Matthew 18:20;  
 
The Flashlight Metaphor – In Jesus’ Sermon on the Mount, he calls us to be “lights on a hill” 
 that illuminate the darkness – much like the job of a flashlight. However, a flashlight can 
 only do its job well if it’s got the right stuff on the inside making it operate. If a flashlight 
 is full of junk like pen pieces, pennies, string, paper balls, gum, and other such knick-
 knacks, even the wrong batteries, then it won’t shine. It’s useless; likewise, if we fill 
 ourselves with anger, greed, lust, and false idols, we too won’t shine. However, if you 
 completely dump the junk out of the inside of that flashlight and put the right batteries 
 inside, it will start to shine. We too need to empty ourselves fully of the bad things in 
 our life and try to refill that emptiness with the goodness of God. It is then that we are 
 truly able to shine to those around use and illuminate the darkness. This is best suited 
 for multiple demographics, primarily those who feel as though they don’t need to clean 
 up their act, or that they have it all together. It is also great for younger kids.  
 Associated Scripture: Matthew 5:14-16 
 
Glow Stick Metaphor – You will need a glow stick for this one. When a glow stick is first pulled 
 out of its case, it doesn’t glow. It’s perfectly straight, completely unblemished. Overall, 
 its perfect, but it doesn’t glow like it’s supposed to. In order to get a glow stick to glow, 
 it needs to be bent and broken in order for light to come. Being a Christian is kind of the 
 same. We don’t just become a Christian and magically start glowing for Christ. We need 
 to have trials and tribulations that test our faith and help us grow in Christ. Like the glow 
 stick, we must be bent and broken in order for God’s light to shine through us. This is 
 best suited for those who are struggling with some serious trials at the moment and are 
 struggling in their faith. In the midst of trials, it is hard to see the point and purpose. This 
 is a reassuring metaphor the illustrates that God has a purpose to all of our suffering.  
 Associated Scripture: 1 Peter 5:10; James 1:12; Romans 12:12; 1 Corinthians 10:13 
 
 
The Penny Metaphor – The Bible is riddled with scripture saying how God views all sin equally 
 and every sin is equal in the eye of God – from the liar to the murderer, God sees them 
 as equally evil. However, we as humans tend to rank sins in our attempt to make 
 ourselves “more righteous” than our neighbors – as a result, we sometimes feel that 
 one of our sins is so bad that God can’t forgive us or wouldn’t because other Christians 
 won’t forgive it. Think of the sins in your life as stacks of pennies. Looking straight at 
 them, some are bigger than others. Those little ones may be lies or lustful thoughts and 
 those big ones may be something extreme like drug addiction or murder. But look at 
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 them from above – they all look equal. This is how sins looks to God and he is willing to 
 forgive you of those sins and let you start anew. This is best suited for those who believe 
 their past is too dark or their sin too great for God to forgive them and love them.  
 Associated Scripture: Ephesians 2:8-9  
 
 
 
 
 
 

       How We See Sin     How God Sees Sin 
 
The Rope Metaphor – You will need a fairly long/large rope (preferably white) with a colored 
 `tip about 5 inches long (red is great with white). The point of this metaphor comes from 
 Francis Chan – The rope represents all of eternity and the colored area, that small tiny 
 colored area represents our lives. Our decisions in this life affect our eternity. Whatever 
 happens within our short lives has everlasting implications. Therefore, it is important 
 that the decisions you make now are the best ones. This is best suited for new believers 
 on the verge of making a decision or making a recommitment to Christ.  
 Associated Scripture:  
 
The Story Metaphor – Why do we like movies? Video games? Our brains are addicted to good 
 stories. We crave them. But what makes a story a good story? And are we living out our 
 lives as good stories? Do we face conflict? Do we experience character development? 
 Does our setting change? Is there risk, drama, or suspense? Very often, we choose to 
 not live lives of purpose; stories of purpose. I’ve imagined us meeting God and us just 
 having a conversation with God about our stories and if we lived up to the narrative that 
 God wanted us to live when he created us in our specific place and time. Do we live a 
 good story? A key to a good story is character development. A good character changes 
 over time. Do we? When we commit to God, our character is transforming and this  
 transformation becomes a part of our testimony. But what about after that? 
 Transformation doesn’t stop there with God. God continues to develop our character 
 into something more and more amazing should we allow Him to do so. The human body 
 essentially recreates all of its cells every six months – you are physically a different 
 person now than you were six months ago. It is this idea that helps people see that their 
 life has purpose. This is best suited for new believers and old believers who feel “stuck” 
 – like they aren’t going anywhere or they’re stagnant in life. Remind this people that to 
 live a good story requires us making a choice to face conflict with courage and take risks 
 in order to allow God to develop our character.  
 Associated Scripture: Ephesians 2:10 
 
The Test Metaphor – Imagine you are in school and are about to take the biggest test of your 
 high school career in your worst class. You need to pass this test to pass the class and 
 you need to pass this class to graduate from school...and it’s your worst class. You study 
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 and study and study trying to do whatever you can to ace this test. When you finally get 
 the test, you realize that you didn’t study enough. But you read the instructions 
 carefully anyways as you begin and secretly knowing that you’re going to fail. But in the 
 instructions all the teacher put was to go to the back of the test and write your name on 
 the last question of the test and walk up and turn it in. That’s it. You don’t have to do 
 anything else other than write your name where it tells you to. How would you feel? 
 This is the equivalent of grace. No matter how hard we try and prepare for God’s test, 
 we’re going to fail, so it makes it simple for us – just write your name and its done. No  
 do, just done. That is the relief we should feel as Christians when we realize how 
 forgiven we are. This is best suited for those who believe that they need to DO 
 something to get into heaven or feel as though they aren’t worthy enough to be close to 
 Jesus.           
 Associated Scripture: John 3:16  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Campfire Songs 
 

Bazooka Bubblegum 
 
Myyyy mom gave me a penny,  
She said go buy some Denny’s 
But I didn’t buy no Denny’s, 
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Instead 
I 
Bought 
Some… 
 
Bubblegum!  
Bazooka-zooka bubblegum 
Bazooka-zooka bubblegum 
 
Myyyy mom gave me a nickelt,  
She said go buy a pickle, 
But I didn’t buy no pickle 
Instead  
I  
Bought  
Some… 
 
[Chorus] 
 
Myyyy mom gave me a dime,  
She said go buy a lime! 
But I didn’t buy no lime,  
Instead 
I  
Bought 
Some… 
 
Myyyy mom gave me a quarter 
She said go buy some water (pronounced ‘wor-ter’) 
But I didn’t buy no water,  
Instead  
I 
Bought 
Some… 
 
Myyyy mom gave me a dollar 
She said go buy a collar 
But I didn’t buy no colloar,  
Instead  
I  
Bought 
Some… 
 
Myyyy mom gave me a five 
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She said, ‘Go stay alive!’ 
But I didn’t stay alive,  
Instead 
I  
Choked 
On  
Bubblegum! **gagging and coughing noises** 
 

Boom-Chicka-Boom 
 
Traditional Version (Repeats for all versions) 
I said a BOOM-chicka boom! (audience repeat) 
I said a BOOM-chicka-BOOM! (audience repeat) 
I said a Boom-chicka-rocka-chicka-rocka-chicka-boom! (audience repeat) 
I said alight (audience repeat) 
I said okay (audience repeat) 
I said one more time now (audience repeat) 
This time… (audience repeat) 
__________ Style! (audience repeat) 
 
Granny Style (Sound old to sell it) 
I said a boom-chicka-boom 
I said a boom-chicka-boom 
I said a boom-chicka-rock-chicka-I forgot the rest… 
I said alright 
I said okay 
I said, ‘Who are you people?’ 
This time… 
____________ Style! 
 
Janitor Style 
I said a broom-a-mop-a-broom 
I said a broom-a-mop-a-broom 
I said a broom-a-mop-a-sweep-a-mop-a-broom! 
I said alright 
I said okay 
I said one more time now 
This time… 
___________ Style 
 
Jesus Style (Good version to close with) 
I said a tomb-an-empty-tomb 
I said a tomb-an-empty-tomb 
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I said He-is-risen-He-is-risen-He-is-risen-from-the-tomb! 
I said, ‘Hallelujah!’ 
I said, ‘Hallelujah!’ 
Thank you Jesus for loving me! 
 
As Loud as You Possibly Can! (Yell out the verses) 
Tiny Voice Style (make little tiny voices) 
 

Grey Squirrel 
All verses are sung together with the motions that are listed within the verses. 
 
Grey squirrel **one hand up to show a claw**, Grey squirrel **other hand up to show a claw** 

Swish your bushy tail **spin around and shake your rear as if you had a tail** 
 
Wrinkle up your little nose **wrinkle your nose by itself or with the help of your finger** 
Shove a nut between your toes **Swing a leg out and pretend to put a nut between your toes** 

 
Grey squirrel! Grey squirrel! 
Swish your bushy tail! 
 

Hillshire Farm Song 
 
I said a BEEF hotlinks (audience repeat) 
I said a BEEF hotLINKS (audience repeat) 
I said I brought beef-kilbasa-hot-smoked-sausage-chedderwurst! (audience repeat) 
When I say, ‘Hillshire’ you say, ‘Farm’ 
Hillshire (audience: Farm) 
Go meat! (All) 
 
Vegetarian Version 
I said a veggie BURGER (audience repeat) 
I said a veggie BURGER (audience repeat) 
I said a veggie-burger-side-salad-and-soy-milk-to-drink (add a high note for ‘drink’) (audience 
repeat) 
When I say, ‘Save the,’ you say ‘Bay’ 
Save the (audience: Bay) 
Go Green! (All) 
 

Little White Box 
(All sing together) 
 
If I had a little white box to put my Jesus in, **outline a box with your fingers in the air** 
I’d take him out and **kissy sounds while bringing hands to lips** 
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And share him with my friends 
 
And if I had a little black box (outline box) to put the Devil in **create horns with your fingers** 
I’d take him out and SMASH HIS FACE! **punching actions** 
And put him back again 
 

The Bear Song 
Each line is sung and then repeated back and each stanza is sung and repeat together after 
finishing the fourth line.  
 
The other day 
I saw a bear 
A great big bear! 
Oh way out there 
 
He looked at me 
I looked at him 
He sized up me 
I sized up him  
 
He said to me 
Why don’t you run? 
I see you ain’t 
Got any gun 
 
And so I ran 
Away from there 
But right behind 
Me was that bear 
 
And then I see 
Ahead of me 
A great big tree 
O glory be! 
 
The lowest branch 
Was ten feet up 
I’d have to jump 
And trust my luck 
 
And so I jumped 
Into the air 
But I missed that branch 
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On the way up there 
 
Now don’t you fret 
Now don’t you frown 
‘Cause I caught that branch 
On the way back down 
 
That is the end 
There is no more 
Unless I meet  
That bear once 
 
I met that bear 
Again once more 
Now he’s a rug 
On the bedroom floor! 
 

Penguin Power Team 
Verses go as follows with all singing and repeating through to the very end. Repeat and add on 
one action at a time (right arm, repeat, right arm-left arm, repeat, right arm-left arm-right foot, 
repeat, and so on.) 
 
Have you seen, a penguin power team? 
Look at me, a penguin you will see. 
Penguins attention.  
Penguins begin. 
Right wing (repeat) **flap right arm until you’re at attention again** 

Left wing (repeat) **Flap both right and left arm until attention again** 
Right foot (repeat) **Flap both arms and stomp right foot until attention again** 
Left foot (repeat) **Flap both arms and now both feet until attention again** 
Bob your head (repeat) **Flap arms, stomp feet, and bob head until attention again** 
Turn around OR Move around (repeat) **Flap arms, stomp feet, bob head, and turn around OR move 

around until attention again** 

Penguins STOP! **freeze in place** 
 

Jay Bird 
This builds from a whisper to a yell in 10 verses (the fifth verse should be normal speaking 
volume and one barely a whisper) 
 
Way down South, not so very far off, 
A Jay Bird died of the whooping cough 
And he whooped so hard  
From the whooping cough 



187 | P a g e  
 

That he knocked his head and his tail right off! 
Second (or third, fourth, fifth, etc.) same as the first! 
A little bit louder and a little bit worse! 
 

Rock, Sword, Shield 
Verses are followed with appropriate motions 
 
He’s my rock, my sword, my shield 
He’s the wheel in the middle of the wheel 
He’s the lily of the valley, the bright and shining stars 
Makes no difference what you say,  
I’m gonna get on my knees and pray 
And worship til the day Jesus comes, Yee-haw! 
 
Motions:  
Rock = Two closed fists,  
Sword = Two raised fingers from the fists,  
Shield = Opened palms,  
Wheel in the Middle of the Wheel = Palms moving in two circles together,  
Lily of the Valley = Raising hands from stomach to overhead making them open like a flower by 
head, 
Bright/Stars = Plucking motions into the sky, 
Makes No Difference = Hand on hip and wagging finger,  
Knees/Pray = Crouch and hit knees with palms,  
“Worship til…” =  slowly begin to rise from crouch and transition your knee smacking to 
clapping,  
“Yee-haw” = lasso motion 
 
Variations: You can build to sing this as fast as you possible can or you can repeat and omit one 
key word at a time (i.e. after singing it once, the next time don’t say anything for rock and sing 
the rest like normal, after that, omit rock and sword, and continue along that pattern until 
you’re omitting the whole song.  
 
 
 

Tips on making it a Summer They’ll 
Remember 
 

We always want to make summer camp memorable. Here are a few small tricks that I’ve 
picked up over the years and from other, wiser people that have helped make it a memorable 
summer that will keep kids coming back for years! 
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Nicknames 
 
 Nicknames are one of those things that we either love or hate and it usually depends on 
the nickname we get stuck with. Over the years working at camp, we did new ones every year 
mainly because, well, we could do it and because we felt it necessary to give new ones to 
returning staff along with granting one to newer staff. Nicknames were great for 
communicating over walkies when needing to give information pertaining to staff and keeping 
any campers out of the loop that would hear it. These often had different reasons behind it too. 
One year we did UFC names so everyone got a nickname as if they would be a UFC fighter. 
These raged from epic (“Tommy Gun” Thompson to the weird “Washcloth” Washabaugh). 
Other years we base them off of military codenames that were related to the person’s 
personality (“Iron Curtain,” “Vanilla Thunder,” “Rubber Duck,” “Slack Daddy,” “Stank,” etc. Kids 
would remember these would most likely use them throughout the week too; it makes them 
feel like they too are a part of the staff.  
 

Flexibility 
  
 The Cardinal Rule of camping is to be flexible. I’ve seen camps where they cling to the 
structure of a schedule like a scared rock climber clings to a rock wall. They just won’t budge. 
While this is good in the sense that everyone knows what’s coming, it can be prove to be 
interesting when things don’t go as planned. One year our speaker wasn’t doing great – his 
messages were old and borderline hostile to those who weren’t already Christians and the kids 
weren’t responding well to what we had scheduled. So, we through the schedule out the 
window (I wish we had done this literally for added effect at the time) and changed up the 
order of things and found brand new, never tried before games that the kids liked (these were 
our high school kids, who most of which had been coming for life and already knew everything 
about the schedule before we would release it). Another time, we had a particularly good 
message going early in the work where the spirit moved a lot of campers to make decisions and 
confess things well before we had planned for any such thing to happen – but it wasn’t 
everyone and we had to figure out how to operate the games kids were looking forward to with 
a diminished staff as some were still with campers. Keeping ourselves flexible and in tune to the 
general atmosphere and spirit of camp allowed for a more enriching spiritual and overall camp 
experience.  
 
 

Stupid Videos 
 
 If you run your sessions anything like we dd ours, we try to run something on the 
projector to keep kids entertained and focused before starting worship so that they aren’t 
running around or are being too loud. We opted to run various Youtube videos that were camp 
friendy (I would suggest anything from Devinsupertramp, Kid Snippets, Bluefish TV, and 
language and content appropriate HISHE (How it should have ended)). But after a while, we 
decided to start making our own parodies and dumb videos. We’ve done ones based off the 
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Avengers where the staff dressed up as various heroes (we used this to introduce our staff and 
the theme for the week), self-made music videos, parodies of movies and video games (Saving 
Private Jonathan where we saved a lawn owl from enemy soldiers and Adrift where we took 
Assassin’s Creed IV to the pool in a canoe and created a belly flop contest video out of it), and 
others that just served as stupid little shorts where the kids could see their counselors having 
fun and being genuine on screen. These kept kids quiet and focused on something prior to 
worship and were great team building activities for the staff. You can even turn some into 
teachable videos or marketable videos that the camp can use for promotion in the off season or 
to stimulate hype as kids are getting ready for summer camp.  
 
 
 
 
 
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Sources 
This is a short list of some of the places I drew a lot of inspiration from. Unfortunately, I do not 
have every website I have consulted and am working to rectify that as soon as possible. 
However, these places offer additional ideas for games. 
 
 
Brown, Harko. “Traditional Maori Games.” http://www.hop.org.nz/rangatahi/maori-games.pdf 

http://www.hop.org.nz/rangatahi/maori-games.pdf
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Burns, Jim; Mark Simone, and Joel Lusz. Games, Crowdbreakers, and Community Builders (Fresh 
Ideas Resource). March 1, 1999.  
Ultimate Camp Resource. http://www.ultimatecampresource.com  
Youth Specialties. Crowdbreakers and Mixers for Youth Groups. 1997. 
Youth Specialties. Games for Youth Groups. 1997. 
Youth Specialties. Games 2 for Youth Groups. 1997. 
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3 

3D Drawings 

Arts & Crafts · 138 

3D Hand Drawing 

Arts & Crafts · 138 

3D Waterfall Sculpting 

Arts & Crafts · 139 

5 

50 Yard Scream 

Flag Raising · 130 

500 

Small Group Game · 17 

A 

A Bit Dicey 

Minute-to-Win · 126 

Acrylic Paints 

Arts & Crafts · 156 

Adjective, Adjective, Noun 

Arts & Crafts · 139 

Aerial Delivery 

Minute-to-Win · 126 

African Mud Mats 

Arts & Crafts · 139 

Alaskan Kickball 

Large Group Game · 39 

A-maze-ing 

YCT Games · 91 

American Football Futbol 

YCT Games · 91 

Amoeba Race 

Large Group Game · 39 

Ancient Numbers 

Riddlers · 166 

Angels and Demons 

Large Group Game · 39 

Annika’s Revenge 

YCT Games · 91 

Archaeologists 

Large Group Game · 40 

Artful Letters 

Arts & Crafts · 140 

Assassins 

YCT Games · 91 

Assault 

YCT Games · 91 

Asteroids 

Small Group Game · 17 

Atlas 

YCT Games · 92 

B 

Baby Food Roulette 

YCT Games · 92 

Baby Homerun Derby 

YCT Games · 92 

Baby Rattle 

Minute-to-Win · 126 

Back to Back 

YCT Games · 92 

Ball Name Game 

Small Group Game · 17 

Balloon Battles 

Large Group Game · 40 

Balloon Tower 

YCT Games · 92 

Bang 

YCT Games · 92 

Be a Scientist! 

Nature Exploration · 132 

Beach Towel Volleyball 

Small Group Game · 18 

Beastiary 

Arts & Crafts · 140 

Bedlam Ball 

Large Group Game · 40 

BFF Showdown 

YCT Games · 93 

Bible Drills 

YCT Games · 93 

Bible Smugglers 

YCT Games · 93 

Big Chug 

YCT Games · 94 

Binocular Soccer 

YCT Games · 94 

Bird Watching 

Nature Exploration · 132 

Birdie on a Perch 

YCT Games · 94 

Black Magic 

Riddlers · 166 
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Blazedale Ball 

Large Group Game · 41 

Blend-O-Rama 

YCT Games · 94 

Blind Kickball 

Large Group Game · 42 

Blind Pyramids of Giza 

Minute-to-Win · 126 

Blind QB 

YCT Games · 94 

Blinded by Money 

YCT Games · 94 

Blitzkreig 

Large Group Game · 42 

Blowdarts 

YCT Games · 91 

Blowdarts 2.0 

YCT Games · 95 

Board Game Rotation 

Icebreakers · 7 

Board Lift 

YCT Games · 95 

Boat Races 

Large Group Game · 43 

Bobbing for Marshmallows 

YCT Games · 95 

Bobbing in Beans 

YCT Games · 95 

Bologna Artists 

YCT Games · 95 

Booger Shooter 

YCT Games · 96 

Book Magic 

Riddlers · 166 

Boom Boom Blindman 

YCT Games · 96 

Bottle Bowling 

YCT Games · 96 

Bouncy Balls 

Science Craft · 160 

Bowitgee 

Small Group Game · 18 

Boxball 

Large Group Game · 44 

Brain Freeze 

YCT Games · 96 

Brain Games 

Icebreakers · 7 

Bubblegum Tower 

Large Group Game · 44 

YCT Games · 96 

Bug Catchers 

Nature Exploration · 132 

Bullrush 

Large Group Game · 45 

Bump and Roll 

Minute-to-Win · 126 

C 

Cake Head 

YCT Games · 96 

Calligraphy 

Arts & Crafts · 158 

Campfire Songs 

Flag Raising · 130 

Candy Madness 

Small Group Game · 18 

Candyman 

Large Group Game · 45 

Canoe Run 

Nature Exploration · 132 

Cantagious 

Minute-to-Win · 126 

Captain’s Coming 

Large Group Game · 45 

Capture the Flag (CTF) 

Large Group Game · 46 

Capture the Fort 

Small Group Game · 18 

Car 

Riddler · 166 

Car Push 

YCT Games · 96 

Card Ninja 

Minute-to-Win · 127 

Cardboard City 

YCT Games · 97 

Cardboard Maze 

YCT Games · 97 

Cardboard Robits 

Arts & Crafts · 140 

Cardboard Testimonies 

Misc. · 173 

Cardboard Warriors 

YCT Games · 97 

Cave Paintings 

Arts & Crafts · 140 

CD Mirrors 

Arts & Crafts · 141 

Celestial Jars 
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Arts & Crafts · 141 

Centipede Stampede 

Large Group Game · 49 

Centipede Wars 

Large Group Game · 49 

Chaos 

Large Group Game · 50 

Charades Dice 

Small Group Game · 19 

Charcoal and Chalk 

Arts & Crafts · 158 

Chariot Races 

Small Group Game · 18 

Cheeto Toss 

YCT Games · 97 

Chinese Auction 

Large Group Game · 50 

Chocolate Unicorn 

Minute-to-Win · 127 

Chubby Bunny 

YCT Games · 97 

Citrus Art 

Arts & Crafts · 141 

Citrus Balloons 

Science Craft · 160 

Civil War 

Large Group Game · 51 

Clay 

Arts & Crafts · 159 

Clothes-Pin Slime 

YCT Games · 97 

Cobbler, Cobbler 

Small Group Game · 19 

Cold Kiss Relay 

YCT Games · 97 

Color Cups 

Science Craft · 160 

Color Powder 

Science Craft · 160 

Color Wars 

YCT Game · 98 

Commando Church 

YCT Games · 98 

Communist Church 

YCT Games · 98 

Compass Name Game 

Icebreakers · 8 

Conquest 

Large Group Game · 51 

Conversation Jenga 

Icebreakers · 9 

Corn-Shucking Race 

YCT Games · 98 

Couch Potato Race 

YCT Games · 99 

Counselor Hunt 

Large Group Game · 51 

Counting Coup 

Small Group Game · 19 

Countries 

Large Group Game · 51 

Couriers 

Large Group Game · 52 

Crab Soccer 

YCT Games · 99 

Crawdad Shuffle 

YCT Games · 99 

Crayon Pop Art 

Arts & Crafts · 141 

Crazy Contraptions 

Arts & Crafts · 141 

Creek Stomping 

Nature Exploration · 132 

Creeping Closer 

YCT Games · 99 

Cricket Chirps 

Nature Exploration · 132 

Cross-stitch Drawings 

Arts & Crafts · 142 

Crowd Surfing 

Small Group Game · 20 

Cuckoo’s Nest 

Large Group Game · 52 

Cupid 

YCT Games · 100 

Cyclops 

YCT Games · 100 

D 

Dancing 

Flag Raising · 130 

Dead Ants 

Large Group Game · 53 

Dead Fish 

Small Group Game · 20 

Death Hack 

YCT Games · 100 

Defying Gravity 

Minute-to-Win · 127 

Denied! 
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Small Group Game · 20 

Diced Darts 

Small Group Game · 20 

Dinosaurs 

Small Group Game · 20 

Dip and Stick 

YCT Games · 100 

Dirty Words 

YCT Games · 100 

Dodge It! 

Small Group Game · 21 

Dodgeball 

Large Group Game · 53 

Dog Treat Hustle 

Minute-to-Win · 127 

Dominoes 

Arts & Crafts · 142 

Donut on a String 

YCT Games · 101 

Drawing 101 

Arts & Crafts · 155 

Drip-Drip-Splash 

Small Group Game · 21 

Drop-Off 

Large Group Game · 56 

Dumping Ground 

Large Group Game · 57 

E 

EAT! 

YCT Games · 101 

Egg Drop 

Large Group Game · 57 

Egg Roulette 

YCT Games · 101 

Eggs on Ice 

YCT Games · 101 

Elimination 

Large Group Game · 57 

Empires 

YCT Games · 101 

Epic Paper Ball Game 

Large Group Game · 57 

Epic Paper War 

Small Group Game · 21 

Escape the Cabin (Room) 

Misc. · 173 

Event in History 

Icebreakers · 9 

Everybody’s It! 

Large Group Game · 57 

Everything but the Kitchen Sink! 

Large Group Games · 58 

F 

Fairies in a Jar 

Arts & Crafts · 142 

Family 

YCT Games · 101 

Faux Doughnuts 

Arts & Crafts · 142 

Faux Fossils 

Arts & Crafts · 143 

Finger Fencing 

Small Group Game · 22 

Finger Fencing: Jell-O Warrior Edition 

YCT Games · 101 

Finger Painting 

Arts & Crafts · 143 

Fire Starter 

Nature Exploration · 132 

Fire Tornado 

Science Craft · 161 

Fizzle War 

Large Group Game · 58 

Flash Mob Generosity 

YCT Games · 102 

Flea Market 

Small Group Game · 21 

Flying Dutchman 

Large Group Game · 59 

Footwashing 

Icebreakers · 9 

Fort Building 

Nature Exploration · 133 

Four on a Couch 

YCT Games · 102 

Frankenana 

YCT Games · 102 

Freeze 

YCT Games · 103 

Frisbee Bowling 

YCT Games · 103 

Frisbeedonkulus 

YCT Games · 103 

Frog 

Small Group Game · 22 

Fruit Ninja 
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YCT Games · 103 

G 

Game Show Games 

Large Group Game · 59 

Gauntlet of Champions 

YCT Games · 103 

Geckos & Locusts 

Large Group Game · 62 

Gemstone Smugglers 

Large Group Game · 62 

Gender Genius Challenge 

YCT Games · 103 

Geocaching 

Nature Exploration · 133 

Geode Hunting 

Nature Exploration · 133 

Geoglyphs 

Nature Exploration · 133 

Giant Angry Birds 

Small Group Game · 22 

Giant Bubbles 

Science Craft · 161 

Giant Pool 

YCT Games · 104 

Giant Scrabble 

Large Group Game · 63 

Giants, Wizards, and Elves 

Large Group Game · 63 

Gitja 

Small Group Game · 23 

Glowing Dragon Eggs 

Arts & Crafts · 151 

Glow-In-the-Dark Easter Egg Hunt 

Large Group Game · 64 

Going on a Trip 

Riddlers · 167 

Gold Rush 

Large Group Game · 64 

Gorilla, Man, Net 

Small Group Game · 23 

Grab Bag Feast 

YCT Games · 104 

Grab Bag Skits 

Small Group Game · 23 

Grog 

Large Group Game · 64 

Gross Domestic Product 

YCT Games · 104 

Gummi LEGOS 

Science Craft · 161 

H 

Hamburgers and Noodles 

Small Group Game · 24 

Hand Tap Game 

Small Group Game · 24 

Have You Ever 

Icebreakers · 10 

Herbivore and Carnivore 

Small Group Game · 24 

Home-Made Lava Lamp 

Science Craft · 162 

Hot Onion 

YCT Games · 105 

How Many Bears 

Riddlers · 167 

Huddle-Up 

YCT Games · 105 

Hula Ball 

Large Group Game · 65 

Human Chess 

Large Group Game · 64 

Human Foosball 

Small Group Game · 25 

Human Mafia (The Card Game) 

YCT Games · 105 

Human Snowball 

YCT Games · 106 

Hungry Hungry Hippos 

Small Group Game · 25 

Hut, Hut, Hike! 

Minute-to-Win · 127 

Hyper Spy Hunt 

YCT Games · 107 

Hypotheticals 

Riddlers · 168 

I 

Ice Orbs 

Science Craft · 143 

Icebreaking Board Games 

Icebreakers · 10 

Idol Smashdown! 

YCT Games · 107 

Ink Abstraction 
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Arts & Crafts · 144 

Ink Drawings 

Arts & Crafts · 157 

Invention Convention 

YCT Games · 107 

Iron Campers 

Nature Exploration · 134 

Irongut 

YCT Games · 108 

J 

Jelly Bean Toss 

Minute-to-Win · 127 

Jelly Bean Traders 

Icebreakers · 11 

Jelly Belly Challenge 

YCT Games · 108 

Jesus Ads 

YCT Games · 108 

Jousting 

Small Group Game · 25 

Jumbo Dutchblitz 

Large Group Game · 66 

K 

Kaleidoscopes 

Arts & Crafts · 144 

Kamikaze 

YCT Games · 114 

Kangaroo 

Small Group Game · 26 

Kaos 

Large Group Game · 67 

Keepaway 

Large Group Game · 68 

Ketchup 

YCT Game · 108 

Kick the Can 

Small Group Game · 26 

Ki-o-Rahi 

Large Group Game · 68 

Kite 

Small Group Game · 26 

Kodiment Kickball 

Large Group Game · 69 

Kung-Fu (or Fail-Kwon-Do) 

Flag Raising · 130 

L 

Ladder Race 

Small Group Game · 26 

Lanterns 

Arts & Crafts · 144 

Laser Maze 

Small Group Game · 27 

Leaf Art 

Nature Exploration · 134 

Leaf Bags 

Nature Exploration · 134 

Leaning Tower of Pisa 

Minute-to-Win · 127 

LEGO Photos 

Arts & Crafts · 144 

Letters To & Fro 

Misc. · 174 

Life Size Clue 

YCT Games · 109 

Lightning Strikes 

Large Group Game · 70 

Lightsabers 

Arts & Crafts · 145 

Lines & Blobs 

Arts & Crafts · 145 

Lone Assassin 

YCT Games · 109 

Looking Below the Surface 

Nature Exploration · 134 

M 

Mad Dog 

Minute-to-Win · 128 

Mad Hatter 

YCT Games · 109 

Madman in a Box 

Large Group Game · 70 

Madman Tag 

Large Group Game · 71 

Magazine Relay 

Small Group Game · 27 

Magic Bottles 

Arts & Crafts · 145 

Magnetic Slime 

Science Craft · 162 

Mail Order Human 

YCT Games · 109 
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Make Your Own Jellyfish in a Bottle 

Arts & Crafts · 145 

Marbles 

Arts & Crafts · 145 

Marshmallow Mavericks 

Nature Exploration · 134 

Marshmallow Tower 

YCT Games · 109 

Match Spear 

Nature Exploration · 134 

Math Fun 

Riddlers · 168 

Mattress Jousting 

YCT Games · 110 

Mattress Surfing Relay 

Large Group Game · 71 

Me? Embarrassed? 

Icebreakers · 11 

Medic Mayhem 

Large Group Game · 71 

Meltdown Tag 

Large Group Game · 72 

Memory Caps 

Arts & Crafts · 145 

Memory Jar 

YCT Games · 110 

Mentos Challenge 

YCT Games · 110 

Merry Fishmas 

Minute-to-Win · 128 

Meso Ball 

Small Group Game · 27 

Messy Twister 

YCT Games · 110 

Mine Chute 

YCT Games · 110 

Mini Marshmallows To-Go 

Minute-to-Win · 128 

Mini Warriors 

Small Group Game · 28 

Mini-Golf 

Misc. · 174 

Minute Mysteries 

Riddlers · 168 

Missionaries 

Large Group Game · 78 

Mobiles 

Arts & Crafts · 157 

Model-Off 

YCT Games · 110 

Modern Jousting 

YCT Games · 111 

Modern Parables 

YCT Games · 111 

Molecules 

Small Group Game · 28 

Mommy Bird 

YCT Games · 111 

Monster in My Closet 

Arts & Crafts · 146 

Monster Mask 

Arts & Crafts · 146 

Mosquito Bites 

Small Group Game · 28 

Mountain Dew Lantern 

Science Craft · 162 

Mr. President 

YCT Games · 111 

Muddy Tug-O-War 

Misc. · 174 

Multiple Choice Confusion 

Riddlers · 169 

Music Video 

Nature Exploration · 135 

Musical Chairs of Doom 

Large Group Game · 72 

Musical Handshakes 

Icebreakers · 11 

Musical Squirt Guns 

Small Group Game · 28 

My Ship Sails 

Riddlers · 169 

N 

Name that Game 

YCT Games · 111 

Name that Logo 

YCT Games · 112 

Name that Ride 

Small Group Game · 28 

Name that Sound! 

Small Group Game · 29 

Napkin Races 

YCT Games · 112 

Nature Baskets 

Nature Exploration · 135 

Nature Journals 

Nature Exploration · 135 

Never Have I Ever 

Icebreakers · 29 
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Ninja 

Small Group Game · 29 

Noodle Hockey 

YCT Games · 112 

O 

Off The Wall 

Large Group Game · 73 

Omega 4-Square 

Small Group Game · 30 

Outdoor Art 

Nature Exploration · 135 

P 

Paper Mache 

Arts & Crafts · 157 

Paper Toss Game 

Icebreakers · 11 

Pass It Around 

YCT Games · 112 

Pass It On 

YCT Games · 112 

Pastels 

Arts & Crafts · 158 

Pea Pipers 

YCT Games · 112 

Peanut Butter Crawl 

YCT Games · 113 

Peeps in the Nest 

Minute-to-Win · 128 

Pencil Grips 

Arts & Crafts · 147 

Penny Paintings 

Arts & Crafts · 147 

Photo Safari 

Nature Exploration · 135 

Pickett’s Charge 

YCT Games · 113 

Picture Search 

Small Group Game · 30 

Pink Elephant 

Minute-to-Win · 128 

Pitfall 

YCT Games · 113 

Pizza Maker 

Small Group Game · 30 

Poi 

Arts & Crafts · 147 

Poi Rakau 

Small Group Game · 30 

Pollock Kung Pao 

Arts & Crafts · 148 

Pom-Pom Poppers 

Arts & Crafts · 148 

Pool Lanterns 

Arts & Crafts · 148 

Porcui-bags 

Science Craft · 163 

Portal 

YCT Games · 113 

Portfolio Craft 

Arts & Crafts · 148 

Prayer Pin Wall 

Arts & Crafts · 149 

Problematic Paradoxes 

Riddlers · 169 

Protect the General 

YCT Games · 114 

Pterodactyl 

YCT Games · 114 

Puckelball 

Large Group Game · 74 

Pudding Pictionary 

YCT Games · 114 

Pugby 

Small Group Game · 31 

Pumpkin Puzzle 

YCT Games · 114 

Q 

Quarantine 

Large Group Game · 74 

Question Ball 

Icebreakers · 11 

R 

Raiders of the Ark 

Large Group Game · 85 

Random Line Drawing 

Arts & Crafts · 149 

Raw Biscuit Relay 

YCT Games · 114 

Real-life Battleship 

Small Group Game · 31 
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Rebound 

Minute-to-Win · 128 

Recycled Rube Goldberg Machine 

Nature Exploration · 135 

Red, White, and Blue 

Riddlers · 170 

Reflective Letters 

Arts & Crafts · 149 

Ribbon Hustle 

Minute-to-Win · 128 

Ring on a String 

Small Group Game · 31 

River Raid 

YCT Games · 114 

Rocket Skeet Chicken 

YCT Games · 115 

Royal Family 

Large Group Game · 75 

S 

Sabotage Kitchen 

YCT Games · 115 

Safari 

Flag Raising · 130 

Samurai 

Icebreakers · 12 

YCT Games · 115 

Sardines aka Christians in the Catacombs 

Small Group Game · 32 

Scavenger Hunt 

Nature Exploration · 135 

Scavvers 

Large Group Games · 75 

Scotch Tape Portraits 

YCT Games · 115 

Scrabble Ornaments 

Arts & Crafts · 150 

Scream Machine 

Small Group Game · 32 

Sea Storm 

Small Group Game · 32 

Search and Destroy 

Large Group Game · 75 

Secret Agents 

YCT Games · 115 

Shake & Discover Bottles 

Arts & Crafts · 150 

Shape Crayons 

Arts & Crafts · 150 

Shark and Octopus Tag 

Large Group Game · 76 

Shark Tag 

Large Group Game · 71 

Shark Teeth 

Arts & Crafts · 150 

Sharks 

Small Group Game · 32 

Sharp Shooter 

Minute-to-Win · 128 

Sharpie Cup Art 

Arts & Crafts · 150 

Shave the Balloon 

Minute-to-Win · 129 

Shaving Cream Art 

Arts & Crafts · 150 

Shipwreck 

Large Group Game · 32 

Shoe Fish 

Arts & Crafts · 150 

Shoe Frenzy 

Icebreakers · 12 

Shoe Kick 

Flag Raising · 130 

Siberia 

YCT Games · 116 

Siege 

Large Group Game · 76 

Signs 

Icebreakers · 12 

Signs of Life 

Nature Exploration · 135 

Silent Interviews 

Icebreakers · 12 

Silhouette Tubes 

Arts & Crafts · 151 

Simon Says Art 

Arts & Crafts · 151 

Sing Your Heart Out 

YCT Games · 116 

Sit Down If… 

Icebreakers · 13 

Slime 

Science Craft · 163 

Slip N’ Slide Kickball 

YCT Games · 116 

Slop Square 

YCT Games · 116 

Smoke Bombs 

Science Craft · 163 

Smugglers & Spies 
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Large Group Game · 77 

Snake 

Small Group Game · 33 

Snot-Put 

YCT Games · 120 

Snow-globe 

Arts & Crafts · 151 

Soda Lids 

Arts & Crafts · 151 

Softball in the Dark 

Large Group Game · 78 

Sound Map 

Nature Exploration · 136 

Space Helmets 

YCT Games · 116 

Spider Fighters 

YCT Games · 116 

Sponge Tower 

Arts & Crafts · 152 

Sports Practice 

Flag Raising · 131 

Spudnick 

Minute-toWin · 129 

Squirrel 

Small Group Game · 33 

Stack Attack 

Minute-to-Win · 129 

Stack’em 

Minute-to-Win · 129 

Staffers Memory Game 

Misc. · 175 

Stand Up Paddleboarding 

Nature Exploration · 136 

Steal the Bacon 

Large Group Game · 78 

Stealth 

Large Group Game · 79 

Sticker Stalker 

YCT Games · 117 

Story Stones 

Nature Exploration · 136 

Stranded 

Icebreakers · 13 

Streets and Alleys 

Large Group Game · 79 

Stress Balls 

Arts & Crafts · 152 

Strip Down 

YCT Games · 117 

Strung Out 

Icebreakers · 13 

Sugar Glass Bottles 

Science Craft · 164 

Sugar Packet Roulette 

YCT Games · 117 

Supply Raid 

YCT Games · 117 

Survival 

Large Group Game · 79 

Survivalism 

Nature Exploration · 136 

Suspending Judgment 

Icebreakers · 13 

Swamp Crossing 

YCT Game · 118 

Swat 2.0 

Icebreakers · 13 

Sweet Urchins 

YCT Games · 118 

Switcher 

Large Group Game · 80 

T 

Talk or Get Squirted 

YCT Games · 119 

Tapawai 

Small Group Game · 33 

Tapeworm 

Large Group Game · 80 

Tarp Surfing 

YCT Games · 119 

Tasty Kake Baseball 

YCT Games · 119 

Tchoukball 

YCT Games · 119 

Team Building Circuit 

Large Group Game · 81 

Tell Me A Story! 

Icebreakers · 14 

Ten Toes on the Rocks 

YCT Games · 119 

Tennis Launcher Showdown 

Small Group Game · 34 

Tesselations 

Arts & Crafts · 153 

The Amazing Race 

Large Group Game · 84 

The Cinnamon Challenge 

YCT Games · 120 

The Collectors 
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Nature Exploration · 136 

The Gallon Challenge 

YCT Games · 120 

The Game of Snaps 

Riddlers · 170 

The Gospel Skit 

Misc. · 175 

The Great Chicken Race 

YCT Games · 120 

The Great Plunger Race 

YCT Games · 120 

The Human Knot 

Icebreakers · 14 

The Land of Nodd 

Riddlers · 171 

The Power of Flour 

Misc. · 176 

The Respect Poster 

Misc. · 176 

The Smiths 

Small Group Game · 35 

The Toaster Game 

Icebreakers · 15 

The Toilet Paper Game 

Icebreakers · 15 

Theft 

YCT Games · 120 

This is a Stick 

Riddlers · 171 

Tic-Tac-Tweeze 

Minute-to-Win · 129 

Tie-Dye Shirts 

Arts & Crafts · 153 

Timeline 

Icebreakers · 15 

Tiny Planets 

Arts & Crafts · 153 

Tissue Blow 

Minute-to-Win · 129 

Ti-Uru 

Small Group Game · 36 

Toe Ball 

Small Group Game · 35 

Toilet Paper Tube Sculptures 

Arts & Crafts · 154 

Trail Walk 

Nature Exploration · 136 

Trash Duty 

Flag Raising · 131 

Trash Patrol 

Nature Exploration · 137 

Treasure Pass 

Large Group Game · 85 

Treasure Raiders 

Large Group Game · 85 

Triangle Tag 

Large Group Game · 86 

Tweet the Scriptures 

YCT Game · 120 

Two Truths and a Lie 

Icebreakers · 15 

U 

Ultimate Squidbee 

YCT Games · 121 

Underground Church 

Large Group Game · 86 

Unicorn 

Icebreakers · 15 

Upcycling 

Arts & Crafts · 154 

V 

Vaputta 

Large Group Game · 87 

Venetian Roulette 

YCT Games · 121 

Video Game Co-op 

YCT Games · 121 

W 

Wall Ball 

Small Group Game · 36 

War of the Worlds 

YCT Games · 121 

Water CTF 

YCT Games · 121 

Water Lantern 

Science Craft · 165 

Water Olympics 

Large Group Game · 87 

Water Warfare 

Small Group Game · 36 

Watercolors 

Arts & Crafts · 156 

Watermelon Crush 
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Science Craft · 165 

Waterproof Sand 

Science Craft · 165 

Wax Paper Lantern 

Arts & Crafts · 154 

Weeping Angels 

YCT Games · 121 

Werewolf 

YCT Games · 106 

What’s That? 

Nature Exploration · 137 

Whatchamacallit Basketball 

Small Group Game · 38 

Whatever it Takes 

YCT Games · 122 

Where’s Your Know-How? 

YCT Games · 122 

Who Pranked Who? 

Large Group Game · 88 

Who Stole the Cookies from the Cookie Jar? 

Icebreakers · 16 

Whoosh Ball 

YCT Games · 122 

Wild Warthog 

Flag Raising · 131 

Will it Taco? 

YCT Game · 123 

Will-O-the-Wisp 

Large Group Game · 89 

Wink Killer 

Small Group Game · 37 

Wolfpack 

Large Group Game · 89 

Write Your Own Eulogy 

YCT Games · 123 

Writing in the Sand 

Riddlers · 171 

X 

XTREME Wiffle Ball 

Large Group Game · 89 

Y 

Yarn Bowls 

Arts & Crafts · 155 

Year of the Coin 

Icebreakers · 16 

Yo Tapehead! 

YCT Games · 123 

Yoga 

Flag Raising · 131 

Your Beautiful Mug 

YCT Games · 123 

Youth Diary 

YCT Games · 124 

Z 

Zombie Apocalypse 

Large Group Game · 90 

Zombie Outbreak! 

YCT Games · 124 

Zombie Tag 

Large Group Game · 71 

 
 
 
 
 
 
 
 

Games Resources 

The following are resources for the games that require paper cut-outs to be successful. These 
are meant to help save time on the part of the programmer. These can be simply copied and 
cut-out for use or to be laminated.  
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In order of appearance: 

• Survival – pg. 204 

• Smugglers & Spies – pg. 212 

• Missionaries – pg. 223 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Survival Game Cards 

Berries 
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10 Points 

 

Berries 

 

10 Points 

 

Berries 

 

10 Points 

Berries 

 

10 Points 

 

Berries 

 

10 Points 

 

Berries 

 

10 Points 

 

Fruit 
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25 points 

Fruit 

 

25 points 

 

Fruit 

 

25 points 

 

 

Fruit 

 

25 points 

Fruit 

 

25 points 

 

Fruit 

 

25 points 

 

 

Vegetables 
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25 Points 

 

Vegetables 

 

25 Points 

 

Vegetables 

 

25 Points 

 

 

Vegetables 

 

25 Points 

 

Vegetables 

 

25 Points 

 

Vegetables 

 

25 Points 

 

 

Meat 
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50 Points 

 

Meat 

 

50 Points 

 

Meat 

 

50 Points 

 

 

 

Meat 

 

50 Points 

 

Meat 

 

50 Points 

 

Meat 

 

50 Points 

 

 

 

Fish 
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50 Points 

 

Fish 

 

50 Points 

 

Fish 

 

50 Points 

 

 

 

 

 

Fish 

 

50 Points 

 

Fish 

 

50 Points 

 

Fish 

 

50 Points 

 

 

 

 

 

Water 
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75 Points 

 

Water 

 

75 Points 

 

Water 

 

75 Points 

 

 

Water 

 

75 Points 

 

Water 

 

75 Points 

 

Water 

 

75 Points 
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Medicine 

 

100 Points 

 

Medicine 

 

100 Points 

 

Medicine 

 

100 Points 

 

 

 

 

Medicine 

 

100 Points 

 

Medicine 

 

100 Points 

 

Medicine 

 

100 Points 

 

 

 

Gear 
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125 Points 

Gear 

 

125 Points 

 

Gear 

 

125 Points 

 

Gear 

 

125 Points 

Gear 

 

125 Points 

 

Gear 

 

125 Points 

 

Smugglers and Spies Cut-Outs 
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Biscuits 

 

25 Points 

 
 
 
 

Biscuits 

 

25 Points 

 
 
 
 

Biscuits 

 

25 Points 

 

Biscuits 

 

25 Points 

 

 

 

Biscuits 

 

25 Points 

 

 

 

Biscuits 

 

25 Points 
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Biscuits 

 

25 Points 

 
 
 
 

Biscuits 

 

25 Points 

 
 
 
 

Biscuits 

 

25 Points 

 

Biscuits 

 

25 Points 

 

 

 

Biscuits 

 

25 Points 

 

 

 

Biscuits 

 

25 Points 

Chocolate 
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50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 

Chocolate 

 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 

Chocolate 
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50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 

Chocolate 

 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 

Sugar 
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75 Points 

 
 
 

Sugar 
 

 
75 Points 

 
 
 

Sugar 
 

 
75 Points 

 

Sugar 

 

 
75 Points 

 
 
 

Sugar 
 

 
75 Points 

 
 
 

Sugar 
 

 
75 Points 

Pelts 
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100 Points 

 
 
 
 

Pelts 
 

 
100 Points 

 
 
 
 

Pelts 
 

 
100 Points 

Pelts 

 

 
100 Points 

 
 
 
 

Pelts 
 

 
100 Points 

 
 
 
 

Pelts 
 

 
100 Points 

 

Books  
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125 Points 

 
 
 
 

Books  
 

 
 

125 Points 

 
 
 
 

Books  
 

 
 

125 Points 

Books  

 

 
 

125 Points 

 
 
 
 

Books  
 

 
 

125 Points 

 
 
 
 

Books  
 

 
 

125 Points 

Gadget 
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150 Points 

 
 
 
 
 

Gadget 
 

 
150 Points 

 
 
 
 
 
 

Gadget 
 

 
150 Points 

 
Gadget 

 
 

 
 

150 Points 
 
 
 
 
 
 
 

Gadget 
 
 

 
 

150 Points 
 
 
 
 
 
 
 
 
 
 

Gadget 
 
 

 
 

150 Points 
 
 

Weapon 
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150 Points 
 
 
 
 
 
 

Weapon 
 

 
 

150 Points 
 
 
 
 
 
 

Weapon 
 

 
 

150 Points 

Weapon 

 

 
 

150 Points 
 
 
 
 
 
 

Weapon 
 

 
 

150 Points 
 
 
 
 
 
 
 

Weapon 
 

 
 

150 Points 

Intel 
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500 Points 

 
 
 
 
 
 
 
 

Intel 

 
500 Points 

 
 
 
 
 
 
 
 
 
 

Intel 

 
500 Points 

 

Intel 

 
500 Points 

 
 
 
 
 
 
 
 

Intel 

 
500 Points 

 
 
 
 
 
 
 
 
 
 

Intel 

 
500 Points 

 

High Value Target 
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750 Points 
 
 
 
 
 

High Value Target 
 

 
 

750 Points 
 
 
 
 
 

High Value Target 
 

 
 

750 Points 
 

 
High Value Target 

 

 
 

750 Points 
 
 
 
 
 

High Value Target 
 

 
 

750 Points 
 
 
 
 
 

High Value Target 
 

 
 

750 Points 

 
 
Missionaries Cut-Outs 
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Biscuits 

 

25 Points 

 
 
 
 

Biscuits 

 

25 Points 

 
 
 
 

Biscuits 

 

25 Points 

 

Biscuits 

 

25 Points 

 

 

 

Biscuits 

 

25 Points 

 

 

 

Biscuits 

 

25 Points 
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Biscuits 

 

25 Points 

 
 
 
 

Biscuits 

 

25 Points 

 
 
 
 

Biscuits 

 

25 Points 

 

Biscuits 

 

25 Points 

 

 

 

Biscuits 

 

25 Points 

 

 

 

Biscuits 

 

25 Points 
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Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 

Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
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Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 

Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
 
 
 

Chocolate 
 

 
 

50 Points 
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Clothing 
 

 
 

100 Points 
 
 
 

Clothing 
 

 
 

100 Points 
 
 
 

Clothing 
 

 
 

100 Points 
 
 

Clothing 
 

 
 

100 Points 
 
 
 

Clothing 
 

 
 

100 Points 
 
 
 

Clothing 
 

 
 

100 Points 
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Worship Music 
 

 
 
 

150 Points 
 
 
 

Worship Music 
 

 
 

150 Points 
 
 
 

Worship Music 
 

 
 

150 Points 
 

Worship Music 
 

 
 
 

150 Points 
 
 
 

Worship Music 
 

 
 

150 Points 
 
 
 

Worship Music 
 

 
 

150 Points 
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Bible  
 

 
 

300 Points 
 
 
 
 
 

Bible  
 

 
 

300 Points 
 
 
 
 
 
 

Bible  
 

 
 

300 Points 
 
 

Bible  
 

 
 

300 Points 
 
 
 
 
 

Bible  
 

 
 

300 Points 
 
 
 
 
 
 

Bible  
 

 
 

300 Points 
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Guard Patrol Map 
 

 
 

500 Points 
 
 
 
 

Guard Patrol Map 
 

 
 

500 Points 
 
 
 
 
 

Guard Patrol Map 
 

 
 

500 Points 
 

Guard Patrol Map 
 

 
 

500 Points 
 
 
 
 

Guard Patrol Map 
 

 
 

500 Points 
 
 
 
 
 

Guard Patrol Map 
 

 
 

500 Points 
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Missionary 
 

 
750 Points 

 
 
 

Missionary 
 

 
750 Points 

 
 
 
 

Missionary 
 

 
750 Points 

 
 

Missionary 
 

 
750 Points 

 
 
 

Missionary 
 

 
750 Points 

 
 
 
 

Missionary 
 

 
750 Points 

 
 


