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MENTAL ACTIVITIES
FELT WOODLAND ANIMAL MASK
https://www.pinterest.com/pin/73042825192407017/
Supplies: Felt, Scissors, Markers, Hot Glue, Hole Punch,
Elastic String

PAPER CANDLE LANTERN
https://www.thejoysharing.com/2018/10/paper-lanterncraft.html
Supplies: Popsicle Sticks, Glue, Hot Glue Gun, Markets,
Tracing Paper, Stencils

WOOD COOKIE NECKLACES
Supplies: Wood cookies, markers, string, paint, beads,
feathers

WIND CHIMES
https://www.pinterest.com/pin/636274253586565111/
Supplies: String, Sticks, Beads, Scissors, Paint, Markers,
Feathers, Hot Glue

CLAY IMPRESSIONS
Allow campers to explore outside and find items to do
clay impressions. Leaves, sticks, stones, flowers, etc.
Supplies: Clay, Paint, Markers, String, Beads, Nature
Items

MENTAL HEALTH
ACTIVITIES
SIDEWALK SKEE-BALL
Use sidewalk chalk to draw a point-valued bullseye on a
paved area. Toss beanbags on the target to rack up points.
Sanitize the bags before each use. This can be played in
teams or as part of a relay. You can also have kids bring in
their own beanbag to use.
You could also use hula hoops and draw the points inside
each hula hoop with each stacked farther from the toss line.
Add a cup of water for fun and if someone hits the cup of
water, they get bonus points.
MAKE YOUR OWN BEANBAG AT HOME:
Cut out two square pieces of fabric that are 6.5"
Double-up the fabric to make it thicker. A thicker piece of
fabric is recommended.
Keep the fabric inside out and knit three edges together
with a needle and thread or sewing machine. Once
finished, flip the fabric so that the pattern is showing.
Using a small funnel (or piece of paper rolled into a cone),
fill your beanbag with corn to the desired weight.

MENTAL HEALTH
ACTIVITIES
SIDEWALK CHALK CROSSWORD CHALLENGE
Use sidewalk chalk to draw crossword puzzles on the ground. Then, draw
circles in an area farther away from the puzzle that are numbered 1-6 for
each puzzle/team. The numbered spots must be at least six feet apart.
The counselor will call out a word to find and then the first person (#1) will
run to the puzzle, circle the word then complete 5 jumping jacks. Once
finished they must run to their circle number on the ground and sit down.
Next, the counselor will call our the next word, and each kid will do the same
until their team is finished.

WORDS WITH FRIENDS CHALK CHALLENGE
For kids able to spell and write.
Use sidewalk chalk to draw a long word. One at a time, kids will run up to the
word on the ground and add a word that overlaps 1 letter. They will continue
to play until someone can no longer add on.

SOCIAL ACTIVITES
STAY SIX FEET APART
WATER BALLOON BATTLESHIP
Split up into 2 teams (any size is good). Everyone must be 6 feet apart.
Have sheets held up over a line (could use a volleyball net to hold them
up) to block the view of the 2 teams. Each team lays down 3 players
spread 6 feet apart. The remaining players on the teams then proceed to
throw water balloons over the sheet. A judge keeps eye in case a player
laying down in the playing field gets hit. Once a player gets hit they are
out and can proceed to throw balloons. The team that loses all of their
players laying down loses.

SOCIAL ACTIVITES
CAMP CARNIVAL
Split campers up into groups of 5-6. Spread the groups out around the camp.
Each group works together to create an activity with supplies they have
available at camp. They can then pull 10 items from the camp supplies to setup their activity which in turn will become a camp carnival. Each group sets up
their activity and writes directions for there activity/game. Groups will alternate
between stations to play each activity. At the end, campers will vote on the
best activity after rotating through each station.

JUNK YARD WARS

Based on an old TV series from the early 2000s, give campers a task to build a
machine using only the items you give them. For example, one that all kids love
is to make a catapult with scrap lumber, ropes, cloth, etc. to launch water
balloons at each other. Give them a couple of hours to build their catapult, with
the showdown a head-to-head water balloon war to see which groups
catapult will launch the farthest.

TALENT SHOW

Establish a day and time for a talent show to take place at camp. Allow
campers a few days to ponder their talent to perform in front of camp.

INTELLECTUAL
ACTIVITIES
PSYCHIATRIST
https://www.icebreakers.ws/medium-group/psychiatrist-game.html
One person leaves the room. Everyone in the circle decides on a certain rule
to follow when answering the psychiatrist’s questions. Examples might be:–
tell the truth when legs uncrossed, tell a lie when legs are crossed–answer
all questions with five word phrases–begin all sentences with a
vowel.When a rule is decided upon, the psychiatrist comes back into the
room and starts asking questions to people in the circle. They continue
asking questions until they recognize the pattern. They have three guesses
to try and figure out the rule.When the psychiatrist guesses correctly or
guesses three times incorrectly, the round is over, and someone else gets to
be the psychiatrist.

AH - SO - GI

Everyone sits in a circle, and learns the 3 commands and their movements.
Ah! The person says “Ah” loudly, and puts their left or right hand across
their forehead in a saluting motion, with fingers pointing at the person
next to them.
So! The person says “So” loudly, and puts their left or right hand across
their chin in a saluting motion, with fingers pointing at the person next to
them.
Gi! The person puts both arms together in front of them in a clapping
motion and points to someone else, anywhere in the circle.
The phrases must always go in that order, and each phrase needs its
correct hand motion. You go when you are pointed at by someone next to
you using “Ah” or “So,” or by someone across from you using “Gi.” When
you are “Gi”ed at by someone you start the sequence over again.When
someone makes a mistake (ie, goes out of order, uses the wrong hand
motion, hesitates in confusion for too long) they are out.When someone
gets out, each member of the group puts a hands in the middle with thumbs
up, and calls “You’re outta here!”.That person leaves the circle and the
group closes in the space. The person who was on right side of the exited
person starts the sequence again, by saying “Ah!” and pointing to the left or
right. The game continues until there are two people left.

INTELLECTUAL
ACTIVITIES
1-2-3 LOOK
Everyone closes their eyes and lowers their heads, the leader calls out 1-23-Look! As the leader calls “look,” the campers look up at one specific
person.*Campers cannot change who they are looking at during each round.
If that person is looking back at him/her, both players are out. If that person
is looking at a different person, the campers put their heads back down and
wait for the next call of “1-2-3 Look.”Continue the game rapidly to close the
circle and eventually you’ll be left with two people and the game is over.

ALIBI

Campers sit in a circle. One camper is chosen to be the detective, and leave
the circle briefly. Another camper is chosen as the criminal, without the
detective knowing who. The detective returns and stands in the center of
the circle.The detective goes around the circle one at a time, asking each
person, “Where were you last night?” Each person has to respond to the
question with their alibi (ex. I was walking my dog, I was at the grocery
store, I was watching a movie, etc.). After each person has given their alibi,
the detective goes around the circle a second time asking the same
question. Everyone but the person who was chosen as the criminal gives
the same answer as the first time, but the criminal gives a different alibi.
The detective has to remember everyone’s alibis from the first time around
the circle in order to figure out who is the criminal. If they do not guess
correctly, the criminal wins and becomes the next detective.

PHYSICAL ACTIVITIES
KNOCK IT OUT
Split campers up into 2 teams (any size is good). Each team has their own side
and own set of targets to hit. Set up cones 5-10 targets for each team (cones
with dodgeball). Each camper will stand in a hula hoop and face the set of
targets they are attempting to "knock out". Hula hoops should be placed 6ft
apart. Each team has two retrievers. These two campers are responsible for
retrieving missed balls and passing them to there teammates in the hula
hoops. Only campers in hula hoop can shoot at the targets. The objective is to
see which team "knocks out" all of their targets first. Teams can strategically
pass the ball from one team mate to another to get a better shot at the targets.
The team that hits all of their targets first wins. To make the game more
challenging, have teams make a player sit down after each target is hit. This
makes it more challenging for the team to reach and hit targets the longer the
game goes on. Supplies: Hula Hoops (1 Per Camper), Open Space, Cones, 2025 dodge balls

PHYSICAL ACTIVITIES
OUT OF THE LAVA "HOTSHOT"
Split campers up into 2 teams (any size is good). Spread out hula hoops on the
ground 6 feet apart. Make sure campers know what team they are on (pinnies).
Spread out campers in hula hoops, one camper per hula hoop. Each team has a
goal which contains 1 dodgeball placed on the top of a large cone. There can
be one team mate who's hula hoop acts as the goalie. Campers cannot leave
their hula hoop unless "hot lava" is called. When this happens, campers switch
hula hoops. They cannot be beside 2 of their team mates. Each team starts
with a 1 dodgeball. The objective is to pass the ball to your teammates and
catch the ball each time. If the ball is dropped into the lava (outside any hula
hoop), the referee's (counselors) retreive the ball and give it to the opposing
team to start. The goal is to pass the ball to your teammates without dropping
the ball and then throwing the ball to knock off the ball on the cone at the end
of the field and "score". One team can have two balls at once if the opposing
team dropped the ball in the lava during play. Supplies: Hula Hoops, Open
Space, 2 Cones, 4 Dodgeballs

NINJA WARRIOR COURSE

Let the kids create an obstacle course using items they find in and around
camp. Boxes, tree stumps, climbing walls, chairs, and more can be
incorporated into a challenging obstacle course. You can separate the kids into
teams and have them relay race through the obstacle course. The first team
with all members successfully through the course wins.

RESOURCES
https://www.ultimatecampresource.com/camp-activities/camp-games/
https://pinterest.com

