GIROWUP BUITLIDING amd CABIN BON

IDING

The objective of this section is to provide material to help
you work effectively with your campers in providing an
opportunity to discover more about their group mates and
themselves, to appreciate similarities and differences in
persons through sharing, and grow in their personal
discoveries and self-esteem.

The Counselor
Group ground rules
First group meetings (activities)
Group building (activities)
Last Group meetings (activities)



This will be the first time your campers see, touch, smell and size-up the living group they will be with for the next few days. This is
also new and neutral space for all your campers. The intention of this time is for your group to begin “on the right foot”. You are all
new to this camp and group of people. What happens in the next 1/2 hour is crucial in how the group will relate to each other and
define the counselors role in the group, and how included they will feel.

Your campers have had a to check in at the busing location, wait for the bus to leave the site, and then a 45 minute bus ride to camp,
and have been placed with a group of peers and adults they may or may not know. If they have never been to camp before, they are
wondering what is going to happen next, have various reactions to the living arrangements, and wonder if they are going to make
friends.
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1. Sheet of paper, 2” x 207, one to be fastened around each participants
neck “bib-style”, with string.
2. Ball of string and scissors
3. Pencils or felt tipped markers
‘(
1. To allow campers to share information about themselves that they feel is
important for others to know.
2. To begin to get to know each other in a new and fun way.
3. To let campers begin to create friendships with others with the same or intriguing interests.
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1. Campers receive materials and are allowed 10 minutes for any of the following activities to introduce themselves to

fellow campers. Counselors may choose one variation for all campers to follow or allow campers to choose any variation they wish.
A. Campers may draw a picture of themselves, a caricature, a cartoon strip, etc.
B. Campers draw pictures of animals, objects, or music with which they
identify.
C. Campers write a series of words, such as adjectives. Words that describe their likes and interests.
Each Camper ties their completed sheet around their neck.

3. Campers circulate in “cocktail-party” fashion, but without speaking.
4. The counselor asks participants to move on to a new person every minute for a total of 5 minutes “meetings”.
5. After this non-verbal phase, they may speak to one another. They may be encouraged to ask questions they

ordinarily would not ask.
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After you have this information about each camper, have the group help decide on a “NICKNAME” for each camper. Have
the group make a “PACK” that they will only use nickname for the remainder of the camp session. AVOID hurtful/put-down

names.
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1. An opportunity for the campers to learn more about each other in a fun easy way.
2. Lets each camper have “fun” with the other campers and tell about him or herself.
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Ask all the campers to think of three statements about themselves. EXAMPLE: I like sushi, I was born in Alaska, I have a pet snake.
Then explain the name of the game as “2 Truths and a Lie”. Ask for a volunteer to begin. Have them share three statements about
themselves, but change or make up one that is a lie.

Go around the room and ask each camper which statement they think the individual said that was a lie.

Then have the individual reveal which statement was a lie.

Let each camper share his or her three statements.

* % # If you would like you can keep count of points (1 point for each correct guess of a lie) At the end you can let each camper
have a cookie or treat for each point received.

> 0k # This game can be played at any time and repeatedly over the 3 days with new truths and lies revealed each time. (During
any free time after period time or project time, etc.)

#808 *( 6 + “throw able” objects (stuffed animals, sock ball, bottle of suntan lotion, Hat, etc.)
(
1. A fun way to learn names in the group
2. Develop cooperation.
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1. Gather group in circle. Explain that you will take one object and toss it to a member across the circle.

BEFORE you toss it, you must call their name, “Buford”. Then Buford tosses the object to another member of the circle after he calls
her name. We continue until everyone has been called and the last member with the object tosses it back to me.

2. Let them try this a few times until it is comfortable. Then after you have tossed the first object, start a second object
going around, then a third, a fourth, etc. Pretty soon you will have things flying and people laughing. See how many objects you can
have “in the air” at once.

One of the goals of Camp is to provide each camper with a sense of belonging to a group. Group building can be achieved by giving
the members of a group activities and/or challenges they work at and accomplished. By providing an opportunity for the group to risk
and be successful they will learn more about the individual members and about how the group can operate and have fun together.

For many of your campers they have not had the experience to be responsible to and/or included in this large a group. The group
experience will also be a more constant and intimate group than a lot of them will be accustom. In return, members of the group can
experience supportive and long lasting friendships with many if not the entire group. The group building activities that the counselors
provide can enhance and cement the relationships that will develop.



Materials: Something for blindfolds

Goals:
1. To develop trust and communication between group members.
2. To experience the out doors using senses other than sight.

Process:
1. Divide the group into groups of two (try to get pairs of individuals that are familiar with each other).

1. Instruct them that they will each have an opportunity to lead their partner for a 5-minute walk. Let them know that the
blindfolded partner will be trusting them to keep them safe and from obstacles and harm.

2. 3. Let the sighted partner know they are to take their partner to experience different textures and smells and locations around the
group, camp etc.

OR.... you can lead the group of pairs through a trail and series of experiences (If ~ you need more control.)
3. After the time limit or trail, have the blindfolds removed. Ask the blindfolded member what they thought. Where did you think

you were? Any new smells or feelings? How did it feel to be lead? To the guides: How did it feel to be responsible for the
others? Reverse roles. (Guides become lead: blindfolded become guides) Repeat #2 - #4
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Materials: A group of bodies

Goals:
1. To create an opportunity to experience cooperation and communication.
2. To create an activity where the group needs to work together

Process:

1. Have a group stand in a circle facing inward. The members should be shoulder to shoulder.

2.Ask each person to place one hand in the center of the circle. They should take the hand of the person across from them.
Then they should take their remaining hand and put it in the center of the circle. Again take the hand of another person in the circle.
Try not to take the hand of the person next to you and try not to cross your own arms.

3. Let the members know that they have created a “Human Knot” and are not to let go of their partner’s hands.

4. As a group they are to communicate and work together to untangle the knot. They will need to have members go
over/under arms/hands.
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1. Send the group off in pairs to interview the cooks, nurses, directors, and specialists. Have them report back their names, what their
favorite food is, what animal they would most like to be, what their favorite song is, their favorite movie, etc.

1. Create a Scavenger hunt for another group.

Create a skit or song to perform for the entire camp.
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Your campers have been through days of activities, learning about new friends, learning about themselves. Hopefully your campers
have felt some of the joys and highs of being successful at an activity or making new friends. They will probably also have felt the
frustrations and challenges of living with a diverse group of new people.

As camp is coming to an end, their minds will begin turning towards returning to home environment (many times different than camp
has been), and/or holding on to the new friends and life at camp.

The last meeting as a group can be fulfilling and special experience in the closing of camp session. It can help in reinforcing the
positive growing experience that we have had at camp. A cabin closure can also put the final icing on the camp experience and give
us “permission” to focus on the return home. This refocusing towards home is a natural and inevitable event. By planning a closure
camp meeting, we can support the positive events of the last week and be support in going home. We allow them to take camp and us
home with them.

1. CHOOSE THE RIGHT TIME AND PLACE - Make it something special.
* At end of day or just before the evening activity the last night.
* Go to a special place - outdoors if possible.

Special snacks might be nice.

Make it an attractive event.
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2. SHARE GROUP HIGHS

* Sit close together in a circle.

* Ask campers to remember some of the things they did together as a group. Talk about the times they had the most fun - or
worked their hardest - etc.

3. SHARE INDIVIDUAL HIGHS

* Ask campers to think of the times during the camp when they individually felt the best - when they most felt turned on to
life, strong successful, really o.k. - A winner.

* These may be written on a card first or just shared without writing.

* Each tell about the best of those times to the other - what you did to others or others did - how you felt - what made it
happen.

* Go around the group a second or third time

* Counselors should share his/her high moments.

4. LOOK FORWARD AND MISSING

* Each camper tells one thing I’m looking forward to at home” and “one thing I’ll miss most about
camp”
5. FOOTBALL HUDDLE

* Group member stand with arms around each other’s shoulders in a small circle. Group hug or “whip”: One word to sum
up camp.

Sets

Have the kids sit down. Pick two or three kids that have something in common, like stripes on their shirts, no
shoelaces, or the same first letter in their name. Have them stand up. All the kids try to figure out what makes
them a "set."



Hula Hoop Pass

Description

Have the group form a circle holding hands. Ask two people to let go of their grip long enough for them to place their hands through a hula hoop before
rejoining them.

The team task is to pass the hula hoop around the circle in a specified direction until it returns to the starting point.
Another way to play is two use two hoops and have them go around the circle in opposite directions.

You can also use loops of rope (about hula hoop size).

Requirements: Hula hoop
Objective: To pass a hula hoop along a circle of people.

Silent Interviews

Description

1. Divide the group into pairs - try to make mix the group into pairs of folks who don't know each other well.

2. Ask the participants to introduce themselves to their partner.

3. Instruct the group that from this point forward, speaking is not allowed. This includes whispering, mouthing words, and making sounds, too!

4. Inform the group that they must tell their partner 3 things about themselves without speaking, similar to a charades game. These things can
not be physical characteristics.

5. Once all of the partners have finished miming to each other, call everyone back into a circle.

6. Ask for each pair to verbally introduce their partner to the group, as well as the three things that they learned (or think they learned).

If you are working with very young children, you can do this as a group activity, where one child acts out a hobby for the group to guess.

Objective: To learn something about another person without talking.

Toilet Paper
Description
You will need 2-3 rolls of toilet paper depending on the size of the group

1. Have the group sit in a circle

2. The leader tells the group to pretend that they are going on a camping trip overnight.

3. The group leader then passes out the rolls of toilet paper and tells the group that they'll need to bring enough toilet paper for one night in the forest.
4. Once they have taken their sheets, tell them that for every piece of paper that they took, they need to tell the group one fact about themselves.

(Or you could set it up ahead of time that they earn their toilet paper by revealing facts about themselves...one sheet of TP for every bit of info!)

Requirements: 2-3 Rolls of Toilet Paper
Objective: Campers and staff learn about each other in a fun way!

Joke & Punch line

Description
Set-up: Write a joke on one card and a punch line on another. Be sure to mix the cards up. The number of different jokes you use is up to you.

Give each person a card. Explain that they may have a joke or a punch line on the card. On a given signal, they are to walk amongst the crowd trying to
find the other part of their joke/punch line.

When they find their other half, you may ask them to get to know their new partner by asking things like favorite ice cream or dream vacation etc...

When this is done, everyone can return to a circle and, with their partner, tell their joke.

Requirements: Enough index cards for each member of the group
Objective: To find the person that has the punch line to fit your joke or the joke to fit your punch line.



Official Rules of Gaga (Israeli Dodge ball)

1. Designate one non-player as the referee. The referee is the sole authority during
play and is responsible for settling disputes and ensuring fair play.

2. The referee begins play only after all players are standing in the gaga court and
have indicated that they are ready to start the game.

3. One player tosses the ball up in the air. Players yell "ga" on the first bounce and
"ga" again on the second bounce, and the ball is then in play.

4. Players hit the ball with their hands only, and may not carry or throw the ball - it
must be punched with open hand or fist.

5. Anytime the ball hits a wall, another player then can catch it and they begin to
punch the ball along the ground.

6. Any player who is touched by the ball either directly or by a rebound off the wall
is "out" and must step out of the circle.

7. If the ball contacts a player or a player's clothing below the waist, that player is
eliminated. If the ball contacts the player above the waist, the player is still in.

8. If the ball goes out of the gaga court, the last player to touch the ball is
eliminated.

9. If a player catches the ball before it bounces, the player who had the last contact
with the ball is eliminated.

10. Once the player hits the ball, he or she must wait until the ball touches
someone else before hitting it again (no double touches).
11. If there are only two players remaining, a player may hit the ball up to 3

times in a row. The ball is "rejuvenated” by contact with the wall, and the hit
count resets.

12. Some Ga-Ga games are designed to be team efforts, although the sport is
traditionally a one-against-all competition. Teaming, or intentional passing of the
ball to other players, is allowed only at the discretion of the referee and must be
specified in advance of play.

There are plenty of variations available, and like 4-square; you can certainly make your
own house rules!



