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THE HISTORY OF THE YMCA OF THE USA 

For 165 years, the YMCA has been a pioneering force in the United States-a force so powerful that it is arguably the most 

successful social institution this country has ever known. 

The original Young Men’s Christian Association started modestly enough-in London in 1844-as a small group of men concerned 

with helping young men find what they felt: God’s grace. Years later, Boston sea captain and missionary Thomas Valentine 

Sullivan led the formation of the first U.S. YMCA, in Boston, on December 29, 1851. 

One out of three Americans reports being a YMCA member at some point in life, but what’s even more remarkable is that the 

YMCA has touched virtually all Americans in some way. YMCAs invented basketball and volleyball. YMCAs pioneered camping, 

public libraries, night schools and teaching English as a second language. YMCAs introduced the world’s first indoor pool and 

group swim lessons. YMCAs offered after-school childcare long before “latchkey kids” were given a name. And YMCAs have 

provided war relief since the Civil War, aiding millions of soldiers. 

In 165 years, the YMCA brought about many great organizational programs too-programs it started, nurtured and shared, such 

as staff training and certification, which launched the field of professional development.  It also established the first retirement 

fund for any major welfare organization, founded upon a donation from industrialist John D. Rockefeller. 

In addition, YMCAs have provided the right environment for ideas and organizations that might never have started without them. 

The Boy Scouts of America, Camp Fire Girls, the Negro National Baseball League, the Gideons, Toastmasters, the Association for 

the Study of Negro Life and History, and Father’s Day all got their start at YMCAs. The YMCA helped found the United Service 

Organizations (USO), and the Peace Corps was patterned after a YMCA program. 

THE HISTORY OF THE YMCA OF GREATER CINCINNATI 

The roots of the YMCA of Greater Cincinnati go back to 1848 when seven young men formed the Young Men’s Association of 

Christian Inquiry.  In 1853 the organization became affiliated with the national YMCA movement. The YMCA of Greater 

Cincinnati is one of the oldest in the nation. 

THE HISTORY OF YMCA CAMP ERNST 

In 1928 Willard L. Wade was looking for a way to provide a positive summer experience for the young people of Greater 

Cincinnati. He shared his vision with United States Senator Richard P. Ernst, who donated funds for the first 100 acres. 

Since that time Camp Ernst has grown to 365 acres of rolling hills, a 26 acre lake, ponds, creeks and clearings. Currently, there 

are 2 pools, a 30 horse ranch, 36 cabins and other buildings to accommodate more than 400 boys and girls each week, ages 

5-15.  

OUR MISSION  

The mission of the YMCA of Greater Cincinnati is to put Christian principles into practice through programs that build healthy 

spirit, mind, and body for all. 

The Y is made up of people from all backgrounds working together to strengthen community.  Together we work to ensure that 

everyone, regardless of ability, age, cultural background, ethnicity, faith, gender, gender identity, ideology, income, national 

origin, race or sexual orientation has the opportunity to reach their full potential with dignity.  

We share the core values of caring, honesty, respect and responsibility  

– they guide everything we do. 
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FREQUENTLY ASKED QUESTIONS 

SUPERVISION 

 1.  How many staff members are employed during the summer? 

In addition to the Administrative Staff, there are more than 150 summer staff members each week. Bryan McIntyre, Eli 

and Cam Cochran, Megan Gierhart and 2 nurses are all adults who live at camp during the summer. 

2.  What is the process for recruiting and hiring staff? 

More than 80% of our staff were campers at Camp Ernst.  The summer staff is recruited:  from past campers and staff, 

staff contacts, from area and national colleges and high schools, and international counselor programs.  Prospective 

staff must complete an application, provide references and be interviewed.  Applicants 18 and older must pass a 

criminal record check. 

3.  What type of training is required of employees? 

There is one week of staff training prior to the camp season with continual in-service training throughout the summer 

and year-round. 

4.  How many campers live in a cabin and what direct supervision is provided? 

There are 10-12 campers per cabin with both a Head Cabin Counselor and an Assistant Cabin Counselor.  The cabin 

counselors participate with campers in the various activities during the day, eat with them and sleep in the same cabin.   

5.  What is the camp policy on discipline? 

Our discipline plan is designed to help children develop self-control and assume responsibility for their actions and 

impact. We are guided by our core values of honesty, caring, responsibility, and respect. Clear, age-appropriate rules 

and limits are established at camp. As in any group activity, inappropriate behavior by one or two children can 

challenge the experience for the entire group. Staff will approach typical, day-to-day behavior issues using acceptable 

techniques and approaches, such as: redirecting campers, rewarding positive behavior, encouraging campers to use “I” 

statements and talk about their feelings, role modeling on how to speak and interact with campers in a positive 

manner, and implementing time out when appropriate. 

PROGRAM 

1. What is the typical schedule; what to do in rainy or exceptionally hot weather? 

Please see the weekly schedule of activities in the camp brochure.  In the event of inclement weather, we make use of 

our indoor facilities and have alternative activities.  Storm shelters are used when necessary.  When it is exceptionally 

hot, campers are encouraged to drink water and swim. Other activities may be toned down as necessary. 

2.  How many scheduled interactions are there between girls and boys? 

Boys’ and girls’ cabins are separated.  However, boys and girls participate together in activities throughout the day.  

3.  Can a camper ride horses even if they are not in the ranch program? 

      Yes.  There are opportunities during the week to ride in the ring if they choose and weather permits.  

4.  What is the ratio of lifeguards to campers when the pools and lake are in use? 

  We adhere to the YMCA standard which calls for 1 guard for every 25 swimmers. 
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5.  What religious activities are the campers required to attend? 

There is a Spirit, Mind, and Body ceremony relating to the YMCA triangle on opening night, an inter-denominational 

Christian chapel service twice a week, and devotions dealing with character.  We also celebrate Christmas in July during 

the session containing July 25. 

HEALTH and SAFETY 

1.  What type of medical examination is required before a child may attend camp? 

Each camper must provide a YMCA Camp Ernst Health Form (which does NOT require a doctor’s signature.) A general 

health screening will be conducted during check-in. 

2.  Is there a Camp Nurse? 

Yes.  There is a licensed nurse on duty at all times.  The nurse or health care assistant will handle all medications 

(prescription & non-prescription), minor illnesses and injuries.  Parents will be notified at the discretion of the nurse:  

Basically, if there is a significant health problem, a continuing fever of 101+, or if camper needs treatment beyond our 

health center.  In the event of an emergency, St. Elizabeth Hospital in Florence is only 10 minutes away. 

3.  How are the meals planned? 

The meals are planned and prepared by cooks.  Food allergies and the likes and dislikes of campers are considered and 

we provide an alternative table with salads, vegetables & fruits. 

4.  What happens if an unauthorized person shows up at camp? 

There are “No Trespassing” signs at each entrance of Camp Ernst.  The staff is trained to approach strangers 

(including parents-since there is no way of knowing at that time) and direct them to the office.  If necessary, the police 

are called. 

5.  What do you do to ensure safety? 

Activities are designed with safety features.  Staff are trained in risk management.  We are accredited by the American 

Camp Association, the standard of the industry, for safety practices. 

GENERAL 

1.  How is mail handled? 

We encourage both campers and parents to write.  Mail is distributed after supper.  Please remember to put camper’s 

name, cabin number, and week number on letters and packages.  Our address is: 7615 Camp Ernst Rd, Burlington, KY 

41005 

2. What is the policy regarding phone calls? 

Campers do not have access to telephones.  A staff member will initiate a call when appropriate with the help of a unit 

leader or camper specialist.  If a camper needs to be reached in an emergency, the camp office will make the necessary 

arrangements.  Cell phones are not permitted. 

3.  What is the camp procedure regarding homesickness? 

Counselors are trained to watch for warning signs and to keep the camper engaged in the camp program and cabin 

group.  Counselors will acknowledge that everyone gets a little homesick sometimes and remind the camper about their 

new friends and what activity they get to do next.  They will also ask if there is something or someone keeping them 

from having a good time.  In some cases, the parents will be notified and can assist in developing a strategy to help 

the camper. 
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4.  Are campers allowed to bring cell phones, i-pods, e-readers or other electronic items? 

No.  Such items can be easily lost or damaged.  This includes iPods, digital cameras, Kindles, iPads, cell phones, video 

cameras, fitness trackers, smart watches, and personal gaming units.   

5.  Are campers allowed to bring personal sports equipment? 

  Yes.  The equipment will be stored in a safe location, can only be used during specified times, and only  

  used under the supervision of a Camp Ernst staff member for the protection of all individuals. 

6.  How are Lost and Found items handled? 

If an item is lost, the camper should notify one of his/her counselors.  We actively try to keep campers connected to 

their belongings.  We have a lost & found fashion show on Saturday morning.  Lost and Found items are kept in the 

Welcome Center for two (2) weeks and then donated to charity.  Labeling clothes with camper’s name is recommended.  

Please call the office to report a lost item if you notice something your camper did not return home with after camp. 

Note:  We have adopted a one-piece bathing suit policy (no bikinis). 
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Staff Frequently Asked Questions 

1. When do I need to arrive for camp on Sunday and when are we finished on Saturday? 

All staff members need to be present at the staff meeting at 1:00 on Sundays at the Airwalk Pavilion.  You should give 

yourself enough time to move into your cabin, park your car at the staff lot, and take care of any other things prior to the 

start of the meeting.  All counselors will check their medicine (including prescription, over the counter medication and 

vitamins) in at the beginning of the staff meeting.  On Saturdays, all staff will meet at 10am at the Airwalk Pavilion for a 

closing meeting.  Counselors should have their cabin and surrounding area clean and be checked out by their unit leader 

prior to the meeting.  Most weeks you will be checked out by around 10:30am. 

2. Who is my unit leader? 

Valley Leaders:  

Lakeview Leader:  

LIT Leader:  

Ropes Leader:  

Lakefront Leader:  

Barn Leader:  

E-team Leaders:  

Crew Leader:  

3. What is the phone number for ______? 

Main Office – (859) 586-6181 

Megan’s Cell- (513)-368-6893 

Eli’s Cell - (859) 912-3457 

David’s Cell – (706) 773-5311 

Valley Nurse –  

Lakeview Nurse –  

4. What do all of these things mean? 

RUG- Red Unit Girls 

YUG- Yellow Unit Girls 

LITs- Leaders in Training – 13 & 14 year old campers 

LV- Lakeview 

Ridge- Ropes Course 

Welcome Center- camp office, nurse, staff lounge 

Wallace Lodge/HQ- Fine Arts Building 

KRP- See Question #9 

The Bend- The campfire ring next to Gunpowder Creek behind the Casa de Amistad 

Center Campus- Open field in valley 

Play Pen- field outside valley boy cabins 

Girls Field- field outside girls side of LV 

Boys Field- field outside boys side of LV, by the parking lot 
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Grassy Knoll- Field between Lakeview and the LofT 

 

5. What if I can no longer work a week or what if I can add a week? 

If you are no longer able to work one of your assigned weeks, you need to contact Megan (mgierhart@myy.org) as soon as 

possible.  Remember, this is a job, and we are counting on you to be here during your scheduled time.   If you are available 

to add a week, contact Megan and she will work with you to see if there is space. 

 

6. How do I find out my cabin assignments? 

Cabin assignments will be posted on the staff page of the website by Thursday the week prior to all those working the 

current week.  Any questions about cabin assignments can be directed to Megan. 

7. Help! I have no idea where I am going. Where is _____? 

There is a map of camp in your staff manual under the “Counselor Resource” section. A word of caution though: the map is 

an artistic representation of where things are at camp-not an exact map. When in doubt, ask someone to show you where 

you are going. 

 

8. What is cabin roving and how does it work? 

Each night, a counselor from every cabin will be assigned to rove.  Cabin rovers must stay inside the cabin and make sure 

that campers are sleeping and help with any issues that may arise.  Cabin roving can be a good opportunity to work on 

paperwork or get a little extra rest once you are sure all of your campers have fallen asleep. 

9. What are the rules for KRP? 

KRP is a time when, after campers have gone to sleep, some counselors may go to the dining hall to have snacks and hang 

out. Cabins MUST be supervised at all times, so rovers will be assigned from each cabin to stay in the cabin. KRP officially 

starts at 10:30 and ends at 11:30pm. Nobody is allowed in the kitchen (besides the unit and crew leaders) under any 

circumstances. You may NOT go into the pantry or refrigerator to get your own food. Anything that can be eaten will be 

put on a table in the dining hall. You must clean up after yourself before you leave the dining hall (i.e. don’t leave a table 

covered in crumbs). The noise level should never be loud enough for campers to hear you.  You are permitted to be in the 

dining hall, or in your respective cabin areas.  There is no KRP on Sunday or Friday. 

 

10. How does off time work? 

All counselors will receive off time each day.  Your unit leader will give you a schedule that will outline your off times for 

each week.  Time off is scheduled to accommodate the needs of the unit and your campers.  However, if you have a 

specific appointment or need (for example- doctor's appointments, meetings, etc), please complete the staff off time 

request web-form (http://myycamp.org/webform/staff-time-request).  All requests must be made on Sundays by 10pm the 

week BEFORE the week you are scheduled to work.  Unit leaders will try their best to accommodate these times, but it 

cannot be guaranteed.  Junior Counselors will have morning off time unless approved by a Unit Leader. 

11. I’m supposed to run an activity and I can’t find the supplies. What should I do? 

Almost all activity supplies should be either at the activity site (archery, BBs), in the supply shed (crafts in the craft room, 

sports by the sport court), etc.  If you can’t find your supplies in any of those locations, ask the E-team leaders. If they are 

MIA, try asking another unit leader or color leader. 

 

12. Who do I ask for help? 

The Unit Leaders will be a great resource for all counselors.  Use the color leaders and other counselors as resources as 

well.  Megan, David, Bryan and Eli and the rest of the program and admin senior staff are also here to support you. 

 

13. Can I have electronics or my cell phone at camp? 

Yes.  However, cell phones may only be used in designated areas during your time off.  You should plan on bringing a 

watch to help keep track of time.  Cell phones are not permitted to be out when you are around campers, including for the 

use of a camera, watch, music, etc.  Camp cannot be responsible for any of these items. 

 

 

mailto:mgierhart@myy.org
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14. What if I want to try a different unit? 

We will try to take into consideration where you would like to work each week.  However, because we have so many staff 

and because we sometimes need you in a certain unit, we cannot guarantee requests.  Feel free to contact Megan about 

where you are interested in working so she can talk to you about the possibility in working in a certain unit. 

 

15. Can I stay at camp over the weekend? 

No.  All staff members are expected to go home over the weekend.  If you live more than an hour away from camp, you 

may talk to Megan about weekend arrangements.   
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YMCA CAMP ERNST RESPONSIBILITIES BY POSITION 

E-TEAM: 

 Lead or assist in leading daily activities. Keep the Fire. 

 Help maintain camp quality through assigned jobs. 

 Contribute positively as member of E-Team Community 

 

JUNIOR COUNSELOR: 

 Lead or assist in leading daily activities.  

 Support cabin counselors as assigned. Maintain cabin appearance. 

 Develop Counselor skills and certifications.  

 

CABIN COUNSELORS: 

 Supervise cabin of campers at all times.  Make connection with each camper. 

 Maintain paperwork (sign in/out, postcards, awards, etc). 

 First level for camper and cabin issues (discipline, homesickness, etc). 

 

CAMPER SPECIALISTS 

 Provides direct support and resource for campers and staff 

 Work towards staff excellence, morale, and integrity within unit 

 Quality Control – activities, supplies, schedules, clean up, lost and found. 

 Second level for camper issues. 

 

UNIT LEADER: 

 Plan and supervise unit day and evening. 

 Manage unit staff, Ensure “ACA everyday.” 

 Third level for camper issues. 
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YMCA Camp Ernst Servant/ Leader Organizational Chart 

“If you want to be first, then you must serve the rest”-Jesus, Matthew 20: 25-28 

Campers (Camper Parents) 

Crew 

E Team 

Junior Counselors 

Cabin Counselors  

Camper Specialists 

Unit Leaders 

Program/ Camp Leaders 

Camp Director 

Counselor Expectations 

This summer as a camp counselor you will…. 

 Gain unbelievable experiences working with other people 

 Improve your leadership skills 

 Work as a team 

 Feel proud when your campers accomplish something new 

 Sing lots of camp songs 

 Work really hard 

 Play lots of fun games 

 Feel really tired at times 

 Try something new 

 Make a new friend 

 Be a role model for others 

 Have the summer of your life. 

 

Being a counselor is such a fun rewarding experience, and it is a tough job.  The Unit Leaders and Administrative Staff will do 

all we can to help and support you in your job, but in return there are some things we expect of you.   

1. The health and safety of the campers, others, and yourself comes first.  You are responsible for your campers every 

minute they are under your care.  “If in doubt, don’t do it, or don’t let the campers do it.” 

2. The best thing you can give a child is attention.  Your campers should be your first priority.  Put your focus on them.  

At activity areas, take interest in what your campers are doing and PLAY with them.   

3. Lead by example.  Be a good role model for the campers and other staff members.  Your actions will make an 

impression on them that they will remember for many years.  Make the right choices. 

4. Be trustworthy, respectful, responsible, fair, and caring towards each other and our campers and parents.  Treat them 

as you would want to be treated. Work out problems in a professional manner.  You have a right to disagree with other 

counselors and staff, but NEVER argue in front of campers.   
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5. Be on time and be prepared.  Make sure you are taking care of yourself so you are able to give your campers and this 

job 100 percent of your attention.   Be respectful of other people’s time- follow your schedule, turn in your paperwork, 

and go to sleep on time. 

6. Be creative.  Share your talents and ideas. 

7. Be a team player.  The only way to be successful is to work together.  Be a part of the solution, not the problem. 

8. Follow all rules and policies of Camp Ernst cheerfully. 

9. Ask for help!  Please do not hesitate to ask if you need help or have a question.  We are here to help in any way we 

can. 

 

GENERAL CAMPER SUPERVISION 

The following ratios for staff supervision of campers are to be maintained for general camp activities: 

     A) Campers aged 6-8        1 to 6 

     B) Campers aged 9-14      1 to 8 

[Remember 80% of staff used for this ratio must be at least 18] 
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YMCA CAMP ERNST- PERSONNEL AND SAFETY INFORMATION 
OUR MISSION - The mission of the YMCA of Greater Cincinnati is to put Christian principles into practice through programs that build 

healthy spirit, mind, and body for all.  OUR VALUES- Honesty, Caring, Responsibility and Respect   GENERAL CAMP RULES (final authority 

resides with Camp Director or designee) 
 

Restricted (use only with authorization at approved time) Areas: Wallace Lodge, Welcome Center building, Challenge Course/Ropes area, 

pools, creeks, lakes, barns, fenced areas, kitchens, and cabins other than your own. Restricted Equipment: hand and power tools, cell 

phones, personal computers, video cameras, personal vehicles and sports equipment. Restricted Miscellaneous:  Open fires. Avoid: unsafe 

wildlife (snakes, snapping turtles, raccoons, skunks, etc.); plants (poison ivy/oak); or areas (erosion pits, fallen trees, etc).  Prohibited 

possession, use or practice: alcoholic beverages, use of tobacco products, non-prescription drugs (all prescriptions must be stored in Health 

Center), inappropriate music, videos, or other materials, pets, bicycles or skate boards, motor bikes or carts, weapons, ammunition, hunting, 

fireworks and explosives, open flames in cabins, graffiti, connecting with and photos of campers in online communities (such as Instagram, 

Snapchat, Facebook, etc); transportation in vehicles not intended for such use (such as no riders in back of pickup trucks).  Miscellaneous: 

No two people are to be off alone away from group (families excepted), sexual harassment and bullying are victim-defined and will be 

treated accordingly, state fishing license is required for adults to fish. Observe Dining Hall and Activity Procedures (note: rules apply to 

campers and staff alike). One-piece bathing suits only. The camp is not responsible for personal property and discourages valuables at 

camp.  Visitors: Any unknown person(s) on camp property (including non-current staff or campers) should be approached and asked, “Can I 

help you?” and then directed to the office. 
 

GENERAL EXPECTATIONS OF STAFF -  Staff members are to uphold and abide by the mission, values, general rules, and authority of camp 

administrators as presented here and in training. They are expected to be on time and on duty attending to campers' individual needs, 

positive experience, and safety (physical & emotional). Staff is expected to respectfully help maintain equipment and facility for safety and 

positive image.  Staff must abide by the YMCA Child Protection Policy as stated in hiring paperwork and training.  Contact with campers 

through electronic means (text messaging, emails, social media, etc) is prohibited. 
 

STAFF APPEARANCE-  Neat, clean, appropriate clothing and grooming are necessary. On opening and closing days staff shirts, khaki pants 

or shorts and name tags are to be worn; and no cut-off shorts or men wearing earrings. Staff members are to be clean-shaven daily (pre-

existing beards and mustaches excepted). Shirts and footwear are to be worn at all times (except at the pool or lake). Body piercing (simple 

earrings excepted) and tattoos are discouraged and should be concealed. 

CAMP PROVISIONS FOR STAFF-  Upon successful execution of agreement, the camp will provide salary (except Crew and 15 year olds) plus 

room and board and other benefits as listed in the employee handbook. Paychecks are issued on a bi-weekly basis in accordance to the 

YMCA payroll schedule and are conditional to completion of reports and payment of debts. Staff will be provided with time off daily (2 

hours) and weekly (one day). 

ACTIVITY SAFETY PROCEDURES:  1. All activity areas require the Unit Leader or designated Field Commander to be present in order to 

operate programs. 2. Only trained staff members may operate camp activities (archery, bbs, nature, arts and crafts, ropes course, lake, 

sports and games, horses, etc).  Lifeguards must be YMCA certified.  Ropes Course staff must receive training from Challenge towers or 

designated Camp Staff.  All valley and lake activities require training from approved camp staff. 3. Staff must report any repairs needed or 

safety issues in each program area to the Unit Leader and/or Program Director immediately. 4. Staff must obey all safety guidelines and 

commands, which are posted at each activity area.  5. All supplies must be stored in its proper location, and if required, locked at the end of 

each period. 6. All water activities (pool, lake, creek hikes in gunpowder creek) require at least one 18 year old and a current lifeguard who 

follows ACA and YMCA supervision ratio and rules.  8. All staff must wear the appropriate clothing at each activity area.  Shoes must be 

worn at all times outside of the cabin. 

MAINTANANCE SAFETY PROCEDURES:  1.  Vehicles / equipment shall be limited for use to those who have been trained and meet the age 

requirement  2.  Employee / Volunteer shall follow all safety rules and use all safety features when using equipment  3. Employee / 

Volunteer shall be dressed appropriately for work to be done. i.e. long paints, long sleeve shirts, boots or steal toe shoes, etc.  4.  Camp 

Ernst will make available eye protection, hearing protection and gloves for Employee / Volunteers when needed  5.  All hand tools shall be 

visually inspected for defects, broken parts, worn/cut power cords and plugs  6.  Vehicles / equipment will be on a maintenance schedule 

according to manufacturer’s recommendations 

ROCKIN’ E RANCH SAFETY PROCEDURES  1.  All ranch staff will undergo Horse staff training sessions, including all safety and emergency 

procedures.  2.  On every trail ride, both the lead and drag are required to carry saddle bags with basic first aid kits, emergency cell phone, 

as well as basic tack repair kits.  3.  At least 1 staff member on each ride much be 18 year of age or older.  4.  During every ride staff will 

observe trail conditions.  Trails are checked and cleared by staff at least once a week.   5.   All riders, campers and staff, are required to 

wear an ASTM-SEI approved helmet when riding.  6.  Daily chore checklist must be completed to ensure that the facility is in good working 

order.  7. All equipment, including tack, fences, stalls etc. are checked daily 
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YMCA of Greater Cincinnati 

CHILD PROTECTION POLICY 

Section 1.  Conduct 

A. A staff member may not be alone with a child in an area or location where they cannot be observed by others.  Van and 

bus transportation could be an exception to this requirement.  The van's front passenger seat should only be occupied 

when the rest of the van seats are filled. 
 

B. Staff shall not leave a child unsupervised while the child is enrolled in and attending an organized YMCA program. 
 

C. Staff should conduct or supervise private activities in pairs--diapering, putting on bathing suits, taking showers, etc.  

When this is not feasible, staff should be positioned so that they are visible to others. 
 

D. Staff shall not physically, verbally, sexually, or mentally abuse or neglect children.  Any type of abuse will not be tolerated 

and will be cause for immediate dismissal. 
 

E. Staff shall use positive techniques of guidance, including redirection, positive reinforcement and encouragement rather 

than competition, comparison and criticism.  Staff will have age appropriate expectations and set up guidelines and 

environments that minimize the need for discipline.  Physical restraint is used only in pre-determined situations (necessary 

to protect the child or other children from harm), is only administered in a prescribed manner and must be documented in 

writing, with a copy to parent/guardian. 
 

F. Staff shall observe children on a daily basis as they enter the program.  Any questionable marks or responses will be 

documented and immediately reported to the program supervisor.   
 

G. Staff respond to children with respect and consideration and treat all children equally regardless of sex, race, religion, or 

culture. 
 

H. Staff will not touch children inappropriately, or in ways that make children feel uncomfortable. 
 

I. Staff will refrain from intimate displays of affection in the presence of children, parents, and staff. 
 

J. While the YMCA does not discriminate against an individual's lifestyle, it does require that in the performance of their job 

they will abide by the standards of conduct set forth by the YMCA. 
 

K. Staff must appear clean, neat, and appropriately attired. 
 

L. Using, possessing, or being under the influence of alcohol or illegal drugs during working hours is prohibited. 
 

M. Smoking or use of tobacco in the presence of children or parents during working hours is prohibited. 
 

N. Profanity, inappropriate jokes, sharing intimate details of one's personal life, and any kind of harassment in the presence 

of children or parents is prohibited. 
 

O. Staff must be physically and psychologically able to perform their duties. 
 

P. Staff will portray a positive role model by maintaining an attitude of respect, loyalty, patience, courtesy, tact, and 

maturity. 
 

Q. Staff may not be alone with children they meet at YMCA programs, outside of the YMCA.  This includes, but is not limited 

to babysitting, sleepovers, and inviting children to your home.  Any exceptions require a written explanation before the 

fact, a written parent waiver, and are subject to Branch Executive Director and Y Metro Supervisor approval. 
 

R. Staff are not to transport children enrolled in YMCA programs in staff's personal vehicles. 
 

S. (Adult) staff may not date program participants under the age of 18 years. 
 

T. In child care, day camp, resident camp, baby-sitting and day long programs, staff shall not release children to anyone other 

than the custodial parent or guardian, or other person authorized by the custodial parent or guardian. 
 

U. Staff are required to read and sign all YMCA policies related to identifying, documenting, and reporting child abuse 

 

I understand that any violation of this Code of Conduct may result in termination. 
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EMERGENCY PROCEDURES 

The sounding of a siren from the Valley Health Center and/or Welcome Center indicates that there is a fire, waterfront 

emergency, severe storm warning, lost camper, or other emergency. 

 

1. For INDOOR emergencies, go outside to:  OUTDOOR danger, go inside to: 

  Lake area: Boys or girls field   Lakeview Lodge / Welcome Center 

  Ridge:  Dodgeball Court   Lakeview Lodge / Welcome Center 

  Valley:   Soccer Field down from Wallace Lodge Basement of Wallace Lodge 

 

2.  Account for all of your campers 

a. Keep them together in a group and away from danger 

b. Keep them occupied with songs, games and stories 

c. Await further instructions or the “all clear” from administrative staff 

 

3. Direct all questions from parents, media, insurance agencies or anybody else you do not know to the camp 

spokesperson (the camp director or designated administrative staff). 

 

Armed Intruder 

Most of our emergency procedures involve bringing everyone in one area of Camp into one place to count heads. In the unlikely 

event of an armed intruder in Camp, we will initiate the Scatter Procedure.  Our visiting policies, staff screening,  location, lack 

of firearms on the property all serve to prevent an event like this from happening in the first place.  

 

The Scatter Procedure is initiated by a siren from one of the health centers, paired with the announcement of “Scatter! Scatter! 

Scatter! This is not a drill.” If possible, the announcer will identify the location of the threatening person, so that people can 

run away from that location.  Staff members should gather as many campers as they can and Run, Hide, or Fight – in that order 

of priority. 

 

Run – This is the first choice. Gather as many kids as you can, and run away from the threat. Feel free to leave the property, 

and don’t feel obligated to stay on trails. Staying as safe as possible, get off the Camp property and to a business or 

residence. Call 911 and report your location, along with the number of campers you have with you, any other information the 

authorities ask for, and follow the authorities’ instructions. 

 

Hide – If running is not an option, gather as many campers as you can and try to hide. Where you hide will depend on the 

number of campers you have with you and your location in Camp. 

 

Fight – If the threatening person is right in front of you, and running or hiding is not an option, your only option is to 

fight.  This is your last option, and your instincts would likely take over in this scenario. 
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BASIC HEALTH AND SAFETY ISSUES 

Following is a list of typical situations you may face as a counselor and suggestions for dealing with them.  As a counselor you 

may be the first at the scene of an injury or the first to notice the onset of an illness.  If you have received first aid training, 

you should be able to handle minor bumps and bruises on your own and report the injury and your actions to the nurse as 

soon as possible.  For more serious injuries or situations (loss of consciousness, suspected spinal injury or broken bone, etc.) 

send for the nurse immediately.  Any time you suspect an illness, take the camper to the nurse to treat the ill camper and to 

avoid the spread of the illness. 

UNIVERSAL PRECAUTIONS:  When dealing with blood or other body fluids always use caution.  You should wear gloves and use 

sterile dressings as barriers against possible infection.  Following treatment of the affected child place any leftover dressings, 

gloves, etc, that have been exposed to the blood or other body fluids in a plastic bag and dispose of the bag in a sealed 

garbage can.  Afterwards wash hands thoroughly with plenty of soap and water. 

BEDWETTING:  Counselors discretely place linens into plastic bag and make arrangements to have linens washed per nurse or 

other counselor.   

BED BUGS: If you suspect bed bugs, alert your unit leader.  Do not alert or concern the campers until directed by your unit 

leader or the administrative staff. 

FIRST AID KITS:  Return after each week for replenishing. Use band-aids only for bleeding. 

HEAT:  Causes dehydration, headache, fever, stomachache, dizziness, nausea and vomiting.  Sit in shade or bring in to a/c.  

Reduce level of activity as necessary. Open pool. 

DEHYDRATION:  Push fluids. Swimming does not replace drinking water. 

POISON IVY:  Only soap and water removes the oil causing the rash.  Be able to recognize plant. 

TICKS:  If attached, send to nurse for removal and to record day of bite and area on body. 

BLISTERS:  Prevent by having campers wear socks--dry, clean ones. 

NOSEBLEEDS:  Have camper pinch his nose and lean forward.  See nurse.  If due to head injury, do not stop bleeding. 

FALLS:  If camper falls and complains of head, neck or back pain, get nurse before moving.  Any camper who falls out of bunk 

should see the nurse, even if they have no complaints. 

SUNSCREEN:  USE IT!  

LICE: Is your camper scratching his head a lot?  Please alert the nurse- Everyone in the cabin must be checked. 

MEDICATIONS:  All are to be stored in the Health Center.  You may come to the nurse or have them brought to meals, but NO 

medications are to be in cabins. (Not even over-the-counter products.)  Tylenol, birth control pills and vitamins are the biggest 

causes of overdose in kids. 

DO NOT:  USE CLINIC SUPPLIES WITHOUT PERMISSION FROM NURSE, VISIT SICK PATIENTS IN THE CLINIC WITHOUT 

CHECKING WITH NURSE TO SEE IF THEY ARE CONTAGIOUS, LET CHILDREN GO TO BED IN WET CLOTHES
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PROGRAM DESCRIPTIONS 

CABIN CLEANUP 

A time is provided each day for cabin clean-up (see daily schedule following). During the morning activity period cabins will be 

inspected (see cabin inspection sheet at the end of the manual).  The winner of cabin inspection each day will display the 

“Cabin of the Day” flag. (Announced at lunch). 

 

CABIN DEVOTIONS AND CHAPEL 

Cabin devotions and chapels provide an opportunity for campers to reflect about their day and to learn about and discuss 

YMCA Character Values.  There is typically a Christian theme presented.   

 

CE PARTY 

An all-camp party will be held on Thursday evening from about 7:30-8:45.  All staff should provide supervision and are 

encouraged to interact with the campers who might otherwise be left out. There will be tractor rides, sno cones, 

popcorn and cotton candy available.  The talent show will be held immediately after. 

 

FINE ARTS PROGRAM 

The Fine Arts program gives campers the chance to be in a movie, a band, dance or participate in a big art project. It is 

included in the “Valley 2” rotation. 

 

FLAG RAISING and FLAG LOWERING 

Each day before first breakfast the flag is raised followed by the "Pledge of Allegiance".  The flag is lowered before 

second dinner. Everyone should stand quietly during flag ceremony until the flag is folded and handed to the bugler. 

 

MAIL CALL 

Camper and staff mail is given out after meal time announcements each day. Traditionally, anyone who receives 3 

letters or a package must sing for them. 

 

MEMORY STICKS 

Each camper is given 2 “memory” sticks (craft sticks).  On each one is written the same thing:  their favorite memories 

from Camp Ernst that shall be cherished forever.  The camper keeps one stick, throws the other into the closing night 

campfire. 

 

PAPERWORK  

Each week, the Cabin Counselors will complete paperwork responsibilities including the cabin update form, camper 

postcards, counselor postcards, affirmation cards, birthday cards, and cabin awards.  See the staff paperwork checklist 

in the counselor resource section for more information. 

 

SPIRIT, MIND, AND BODY CEREMONY 

On opening night there will be a Spirit, Mind and Body Ceremony.  Consisting of: a welcome, some orientation, a short 

talk on the YMCA triangle, a skit with a Christian message, singing and lighting candles. 
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YMCA CAMP ERNST WEEKLY SCHEDULE 

SUNDAY  

1:00 Staff Meeting at the Airwalk Pavilion 

2:30-4:00 Campers Arrive-Registration, meet parents, orientation, camp tour/activities  

5:00   Cabin Photos / Swim Tests /Dinner (time varies according to unit) 

8:00   Opening Campfire-Introductions, songs, skits 

9:00   Spirit, Mind and Body Ceremony  

 

MONDAY - FRIDAY  

7:15 Early Morning Activity (Optional) 

8:00   Wake-Up 

8:15/9:00  Breakfast 

9:15/10:00  Morning Activities 

12:30/1:15  Lunch 

1:30/2:15  Afternoon Activities 

5:00/5:45  Dinner 

6:30   Evening Activities 

8:00   Evening Program 

    -Wednesday-Cookout 

    -Thursday-Camp Ernst Party 

    -Friday- Closing Campfire 

10:00   Get Ready for Beds/Devotion 

10:30   Lights Out 

12:00   Staff Curfew 

 

SATURDAY 

7:45/8:30  Breakfast 

9:00   Camper Checkout 

10:00   Counselor Checkout with Unit Leader 

 

MEAL TIMES: 

 Red/LV Yellow/LIT 

Breakfast 8:15 9:00 

Lunch 12:30 1:15 

Dinner 5:00 5:45 
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STAFF CHECK-IN PROCEDURES (Sunday) 

a. All staff members are to attend the weekly staff meeting at 1:00 pm at the Airwalk Pavilion on the opening 

day of each session. The Administrative Staff must approve any exceptions. 

b. Greet parents and campers warmly with a handshake and eye contact. Make a connection. Use their names. 

Ask camper what he or she hopes to do this week. Ask parent if there is anything you should know about the 

camper and what they hope for their child’s experience this week.  Remember WESTI: 

W- warm smile 

E-  eye contact 

S-  shake their hands and stoop 

T-  tell who you are and how you feel 

I-   introduce them to someone else    

c. Help campers get acquainted with their surroundings. When all have arrived play a name-game and follow your 

Sunday schedule for orientation, pool time, and cabin photos. Go over General Camp Rules. 

 

d. Establish Cabin Rules.  (See page 18) 

STAFF CHECK-OUT PROCEDURES (Saturday) 

a. Cabin Counselors are responsible for getting their cabins in order and ready for the start of the next session. 

Staff bunks made, clothes and equipment neatly arranged, floor and porch swept, trash in and around cabin 

collected and deposited in one of the large outside garbage cans, flaps neatly rolled, clothesline cleared, lost 

and found items taken to appropriate area, maintenance requests properly submitted and report graffiti to 

your Unit Leader. 

 

b. Weekly Worksheets (Camper Sign in/out) should be turned into Unit Leaders.  Post cards, honor logs, camper 

awards, birthday cards, and affirmation cards are to be turned in to Unit Leader by curfew on Thursday night.   

 

c. Cabin Counselors, JC’s and E-teamers will check out with their Unit Leader. Unit Leaders will check out with 

Program Director.  

 

d. All staff will report to the Airwalk pavilion at 10am for a closing meeting each week.   
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AGE GROUP CHARACTERISTICS (modified by Matt Schneider 2003) 

Lakeview  “Llamas” (grades 1-4.) 

 Richard and Elizabeth Easley Lakeview Lodge (dining room, cabins, and restrooms under one roof) 

 Family-like community  

 Monday Night Madness, Wheel of Wonder, Word of the Day, L.I.T. Day 

 An hour long activity is too long - a half hour is better.   

 Their adventure is largely fantasy so allow them time for acting out.   

 This age group is not self-conscious - they will participate easily.   

 They like repetition and are hardly ever bored.   

 They have a natural curiosity.  They will do anything if it is with an adult.   

 Coordination and skill development are primitive. 

 Their emotional needs are basic: they want attention and they tire quickly. 

 Children in this age group are just beginning to learn “fair play”.  Do not assume that they will readily understand why 

their behavior is unfavorable.   

 Wetting beds and needing daily hygiene reminders is common.  Don’t forget to make your Llama change clothes, 

shower and brush his or her teeth.   

 Make sure they do eat!   

 Parents may be especially anxious about leaving their child with you for the week. 

 

Valley “Moose” (grades 5-7)  

 Original camp setting (historic dining hall, separate cabins, center campus, two creeks) 

 Cabin group emphasis 

 Guinness Book of Camp Ernst Records 

 A time of great physiological development - valley boys will look both very young and very old for their ages.  Girls will 

begin puberty, some begin their first cycle at camp - the nurse can help with this! 

 This is the most group-oriented age. They like to be part of a gang. 

 Ego assertion:  beginning to challenge adults, quarreling, loud voices, fighting.   

 They want to be older than they are.   

 They will finish a job and their interest can be sustained for a month on a project.  They like to plan their own 

activities and are capable of doing so.   

 They have a real sense of humor.  However, do not condone “dirty” or inappropriate talk.   

 They are able to evaluate.  This is important to keep in mind for devotions and for debriefing after activities (low and 

high ropes especially). They have a sense of fairness. 

 

LEADERS IN TRAINING (LIT) “Eagles” (13-15 yrs.)  

 Loft and Longhouse  

 Co-ed, young adult community emphasis 

 L.I.T. Day with Lakeview, Creek Hike, Capture the Flag, and Pizza Making 

 Young adolescents are confused, bold, self conscious, awkward, and too cool, all at once.  

 This is a time when they begin to experiment with adult ideas - greater personal freedom, and more developed 

sexuality.  They want to explore sexuality.  Keep a keen eye out for this between all LIT's. 

 They want to have a large say in what they do, although they will often not want to do anything. Let them plan an 

activity, but you should tell them what that activity will be.   

 They are dealing with the reality of their home lives and school situations like they never have before.  Teens coming 

from broken homes, or bad school and social situations are very sensitive to these things and may not be open to 

talking about them.   

 Adolescence is a time of transition - physically, mentally, and emotionally.  Everything seems up in the air, in a state of 

flux.  Studies have shown adolescents to undergo more stress and change than virtually every other age group in 

today’s society. 
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YMCA CAMP ERNST CABIN EXPECTATIONS 

CABIN RULES AND EXPECTATIONS 

 It’s smart to being relationships by making expectations clear. 

 People take better care of things they help create. 

 To create our cabin expectations, we will use lots of questions so campers are more responsible for helping to create 

their own culture of positive expectations 

o What are good/positive things we want to feel when we are here? 

o What do we want to feel like in our group?  What kind of people do we want to be? 

o What good words would we want to use to describe our group? 

o What are some good things for us to do that will make sure that we have the kind of group we’ve talked 

about? 

o What are some things we don’t want people to do or say in our group? 

 Make sure to ask follow up questions as campers give their thoughts.  Some good examples would be: 

o Why would we want to do that? 

o Why would that be a good/bad thing to do? 

o What should be do if something like that happens? 

 Have each camper and counselor sign the code.  Hang up in the cabin and reference throughout the week as needed. 

© 2007 Michael Brandwein, All Rights Reserved / 847-940-9820 

 We want to make sure that the following camp expectations are always covered as you do cabin expectations: 

o Always stay with your cabin group and tell a counselor where you are going.  No two people may be alone 

away from the group. 

o Keep language and topics camp appropriate- no profanity, vulgarity or obscenity 

o No Teasing, making fun of or bullying of other campers or staff 

o No fighting of any kind 

o Always get consent before using someone else’s belongings 

ANTI BULLYING CONTRACT 

The unit leaders will go over the anti-bullying contract during the Sunday cabin orientations.  Remind campers that if there is 

someone or something keeping them from having a good time, they can tell any counselor or staff member.  The anti-bullying 

contract can be found in the counselor resource section of the staff manual.  Please hang this in your cabin each week. 

EMERGENCY PROCEDURES (See page 13) 

The sounding of a siren from the Valley Health Center and/or Welcome Center indicates that there is a fire, waterfront 

emergency, severe storm warning, lost camper, or other emergency. 

REFER TO THE GENERAL CAMP RULES 

General Camp Rules (final authority resides with Camp Director or designee) 

Restricted (use only with authorization at approved time) Areas: Wallace Lodge, Welcome Center building, Challenge 

Course/Ropes area, pools, creeks, lakes, barns, fenced areas, kitchens, and cabins other than your own. Avoid: unsafe wildlife 

(snakes, snapping turtles, raccoons, skunks, etc.); plants (poison ivy/oak); or areas (erosion pits, fallen trees, etc).  

Miscellaneous: No two people are to be off alone away from group (families excepted), sexual harassment and bullying are 

victim-defined and will be treated accordingly, state fishing license is required for adults to fish. Observe Dining Hall and 

Activity Procedures (note: rules apply to campers and staff alike). One-piece bathing suits only. The camp is not responsible 

for personal property and discourages valuables at camp. 
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AWARD DESCRIPTIONS 

Cabin Certificates-A certificate will be made for each child. It, like the affirmation, will be a positive statement about who the 

camper is.  Creative themes are okay, and please remember to explain all award meanings in writing so campers’ parents can 

understand.  All certificates should have a short explanation & affirmation.   

Campers of the Year-Voted by staff at the end of the summer, these campers have demonstrated the best of character 

qualities.  Awards are presented at the s’more festival in the fall. 

Good Deed Beads-Awarded to someone caught in the act of doing something good for someone else. 

Guinness Book of Camp Ernst Records- An opportunity for campers to experience success. They choose their category and 

perform it with a counselor’s supervision. Entries are recorded in a book. There are to be no records involving food, breath-

holding, hygiene, or the ropes course. 

Victory Award/Winner’s Cup/Camper of the Day-Rotating trophies presented at lunch for a camper who needs a lift.  Let your 

color leader’s know if you have a candidate.   

Leadership Medal- Counselors select LIT campers to recognize them for their outstanding leadership skills displayed 

throughout the week. 

Lakeview Legend- Counselors select Lakeview campers to recognize them for showing exceptional character qualities through 

the week 

Honor Camper- Counselors select campers to recognize them for showing exceptional character qualities through the week. 

Ceremony is held at the end of the closing campfire. 

What is an Honor Camper? by Nikki Masters, 1993; revised by Suzanne Blackburn, 2000 

There are many ways to be recognized at Camp Ernst. Awards include honor logs, cabin awards, activity tournaments, and 

ribbons from the track and swim meet. These are all awards you can try for. However, Honor Camper is not an award you try 

for.  It's the kind of person we should all strive to be. This award is very hard to define. It is not an award for being the best 

athlete or the funniest person. This award recognizes a person’s unique qualities rather than their abilities. Inside everyone are 

the qualities of an Honor Camper. While you don't strive to receive an honor cup you can strive to be a better person. If you're 

not chosen as Honor Camper don't be discouraged; it doesn't mean you don't possess these qualities. We just didn't notice 

them this time. For example, in the story, “The Key to the Golden Palace,” the little girl thinks that the key is a something you 

can get by doing a simple good deed. It is much more than this. Just like the key an honor cup is for those who forget 

themselves due to their love for others and for camp. The little girl gave up on trying, and as soon as she did her true spirit 

came out. Honor Campers fulfill themselves by helping and encouraging others. They are the campers who make the most out 

of their time here.  As a camper, I was always envious and in awe of Honor Campers. They stood out from the rest; their love 

for camp had changed them. Camp brought out the best in them and they shined bright when they came here. During this time I 

wasn’t ready for a cup. I tried for it and thought less of myself when I didn't get it. As the years passed I rose above this and 

my love for myself and camp grew. I had become an Honor Camper. The Honor Camper selection should not be taken lightly. It 

is a tradition that defines what we are here to do--develop the four character qualities:  honesty, caring, responsibility and 

respect; and to make children feel better about themselves, others, and God. 
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CABIN CERTIFICATE IDEAS 

Typically counselors choose a theme for their cabin awards and each camper gets an award within that theme.  It is important 

that the award is something the campers can identify with.  The purpose of cabin awards is to recognize campers for their 

strengths and individuality.  Be sure that your awards are personal and meaningful.  

Here are some ideas: 

Princesses: 

Belle – for looking past our differences and seeing the good in everyone 

Mulan – For working hard towards your goals and always believing in yourself 

Ariel – For being an avid swimmer with a good heart.  You’re a loyal friend.  

 

Superheroes: 

Spiderman – For leading our cabin through the spider-web and teaching us teamwork 

Superman – For soaring to great heights and conquering your fears on the ropes course 

Incredible Hulk – For showing incredible strength of character and perseverance this week 

 

Items you bring to camp: 

Sun block – For being a protector in the cabin and keeping us from harm 

Fan – For being a breath of fresh air and being all around cool  

Suitcase – For holding all of us together and being a friend of everyone 

 

Candy: 

3 Musketeers – To 3 friends who really live out the motto “All for one and one for all!” 

Snickers – For somebody who always keeps us laughing and lifts our spirits 

Skittles – For always seeing the rainbow and being optimistic and encouraging  

 

Animals: 

Cheetah – For being the fastest and quickest camper ever and helping lead our team to a CTF win 

Monkey – For being a life of the cabin and always making us laugh  

Puppy – For being a friend to everyone and a loyal pal who’s always ready for fun 

 

Other theme ideas:   

Sports figures, Celebrities, Songs, TV Shows, Presidents, Camp Songs, Camp Activities, Harry Potter Characters, Colors, Foods, 

Things found under the bed *please be sure song lyrics, TV shows, movies, etc. are G-Rated when using for an award 
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POST CARD AND BIRTHDAY CARD EXAMPLES 
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ACTIVITY RULES 

ARCHERY RULES 

1. Obey all commands to “load,” “fire,” and “retrieve” arrows. 

2. Place arrow & draw bow only at firing line, facing target, & when target area all clear. 

3. Shoot only at designated targets. 

4. When finished shooting, stand behind the other archers until they are done. 

DO NOT: lean on a bow, shoot arrow straight up, shoot an empty bow. 

ARTS & CRAFTS RULES 

1. Start with clean work area. 

2. Use materials only as intended. 

3. With counselor’s help get out only what supplies are needed for your project. 

4. Clean up when finished. 

BB GUN RULES 

1. Obey all commands to “load,” “safety off,” “fire,” “safety on,” and “retrieve” targets. 

2. Know how the rifle operates. 

3. Keep your finger off the trigger until you are ready to shoot. 

4. Aim and shoot only at designated target: at least 15 ft. away, nothing behind target. 

DO NOT: run with gun, engage in horseplay, point gun at people, push gun barrel into ground. 

BLOB RULES 

1. All campers and staff must wear a properly secured life jacket at all times. 

2. Only one person may leap onto the Blob at a time; no jumping in pairs. 

3. Maintain visual contact on those campers jumping on the Blob and those who are bounced or fall into the water so as 

to be sure they resurface. 

4. Allow swimmers who have been bounced or fallen into the water to swim clear of the Blob before the next camper is 

allowed to jump. 

5. Do not allow anyone to pull, hang onto or otherwise touch the ropes that secure the Blob or the other points of 

attachment. 

6. Follow all lifeguard instructions 

HIKING RULES 

1. Stay behind leader. 

2. Leave no trace-close gates, drop no trash, do not unnecessarily disturb nature, do not take creatures out of their 

habitat. 

HORSE RULES 

1. Stay out of fenced areas and barn until directed by ranch staff. 

2. Wear long pants and sturdy shoes. 

3. Do not make sudden movements or loud noises around horses. 

4. Stay away from backside of horse 
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LAKE RULES 

1. Boaters should stay out of coves and in view of the guards’ tower. 

2. Don’t stand up in boats. Do not ram or tip boats. 

3. Boaters must wear life jackets. 

4. Swim only in designated area. No swimming outside roped area. All swimmers wear life jacket. 

5. Campers must stay off the dock. Don’t jump or dive from dock. 

NATURE RULES-Nature, Ecology, Creeking, Hiking, Outdoor Skills, Trees, Fishing 

1. Stay behind leader. 

2. Leave no trace- close gates, drop no trash, do not unnecessarily disturb nature, do not take creatures out of their 

habitat. 

3. No swimming. 

4. Stay out of creeks after significant rain. 

POOL RULES 

1. No running on deck. No throwing/ pushing people into the pool. 

2. No pushing/dunking/splashing an unwilling person. 

3. No standing on kickboards or riding on shoulders. No hanging on the life line. 

4. No diving. No flips or backward diving. 

5. No eating/soft drinks, water balloons/squirt guns, or band aids in pool area. 

RECORDS RULES 

1. Set own record objective. 

2. Counselor must OK and verify. 

3. No food, hygiene, ropes course, or breath holding records. 

ROPES RULES 

1. Wear shoes and non-nylon shorts or pants. 

2. Wear properly adjusted harness and helmet. 

3. Know and obey all commands. 

4. Stay clear of element operating area. 

5. Listen and follow instructor directions. 

SPORTS & GAMES & BLACKTOP RULES 

1. Listen to instructions and follow rules. 

2. Adapt so that all can play. 

3. Play fair and be a good sport. 
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RAINY DAY PLANS 

DAILY ACITIVITIES:  

1. If a unit is at an activity area and it starts to rain, field commander should talk to area leader.  One of them should 

radio the office for a radar report and they decide together (office+FC+area leader) on a plan.  Recommendation:  

a. Lake: LV pavilion 

b. Ropes: AW pavilion 

c. Valley: Old Barn, Wallace Lodge 

2. If rain is not going to get better, FC/area leader can send unit back to home areas to get dry and ready for meal.   

3. E-teamers assigned to unit area should stay with that unit and help.  Area UL should remain with respective E-teamers 

as well. (Lake staff stays with unit assigned to lake)  

4. Each cabin counselor is responsible for having activities ready for their own cabin if “cabin time” is called for. 

5. If it rains in the morning/afternoon … 

a. Field commander should tell crew leader by 9:15am/1:30pm if they want dining hall broken down 

b. Crew must be finished with Dining Hall floor and room must be broken down by 9:45am/2pm 

c. LIT field commander talks to LV field commander to claim spaces by 9:15am/1:15pm 

d. Dining rooms must be vacated by 11:45/4:15pm for meal set-up 

6. Wednesday Afternoon:  Crew inspection will be modified according to direction of Crew UL 

 

EVENING ACTIVITIES: 

Sundays: Opening Campfire and SMB 

1. Eli decides by 7:15 if indoor or outdoor 

2. If indoor, do split events and ULs will run each 

3. If outdoor, may be rain delay of 15-30 min 

4. SMB: decide by 8:45 

5. If split/indoor, ULS in charge 

6. Unit Leaders are responsible for getting candles, speaking assignments, guitar person or alternate plan for music 

7. Any of the above can be delegated to CL or counselors 

8. E-team does SMB skit in valley 

9. LIT/LV UL assigns skit to counselors 

 

EVENING PROGRAMS 

1. ULs are responsible for creating plan A and plan B.  During dinner, ULs call counselors out to explain both options, 

including times and how they’ll be notified.   

COOKOUT/WEDNESDAYS 

1. It’s OK for kids to not cook hotdogs over fire 

2. CLs can boil hotdogs in kitchen only under UL’s direction and clearance from Crew UL first 

3. Counselor could roast 8 hotdogs on each fork to ease crowding over indoor fireplaces 

4. In valley, girls get DH side (larger) and boys get Aux room side. Check with Al before using fireplace in Wallace Lodge 
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THURSDAY NIGHT: PARTY 

1. ALWAYS plan for an outdoor party!  Decide at 7:10 if weather is questionable.  Start party at 7:30 if indoors. 

2. At 7:10, all ULs should talk to decide if they’re all coming to the valley or having split parties.  LV UL contacts Crew if 

having a separate party 

3. If indoor party and rain is not clearing up, decide by 8pm to have talent show inside: 

a. dance groups perform during party 

b. movies shown during party (8:15 valley/8:45 LV) 

c. music groups perform during closing campfire “Pre-show” 

d. art show display during closing campfire 

 

FRIDAY: AWARDS AND CAMPFIRE 

 

1. Awards ceremonies: ULs decide by 6:30 and delegate communication 

a. LIT-Under Loft 

b. LV-Lobby 

c. Red-Old Barn 

d. Yellow-Bruce 

2. Closing Campfire: Eli decides indoor/outdoor by 8:30 

a. if outdoor, may be rain delay of 15-30 min 

b. if split, LIT/LV at LV; Valley at DH 

c. ULs in charge of delegating tasks for split 

d. Crew helps set up (split into two crews) 

 

GENERAL TIPS: 

 ULs and CLs can delegate different responsibilities to counselors as one sees fit. 

 Communication is key during a rainy day period.  Communication between the unit leaders and field commanders will be 

very important (don’t forget to include area ULs, E-Team leaders, and Crew Leaders). They will inform the counselors 

as soon as possible with the new plan. 

 When in doubt, do the program outside but have an indoor backup ready to roll! 
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RANCH PROGRAMS 

Equine Adventure and Advance Camp- these campers will be spending the majority of their time in ranch programs. They will 

occasionally join in with other units at the lake, ropes, etc…..They will be housed in cabins with other Equine adventure 

campers and Ranch staff will be their counselors.   Advance camp schedule will be similar however it will be limited to advance 

riders.  

Ranch Camp Add on-  similar to the traditional ranch camp programs however riders will spend the majority of their Valley 

rotation at the barn.  They will be going through a variety of arena and ground lessons as well as trails.   

*Young Guns- for our LV campers ages 7-9, they will come up to the barn 3 days out of the week for 1 ½ hrs. This program is 

designed to move at a slower pace than the traditional ranch programs to better prep them for Ranch Camp in the future.  

*Single Trail Rides- we have a limited number of single trail rides available for those campers that don’t want to go through 

ranch camp but would like a chance to go on a trail ride 

“Rank” program- All ranch campers will have the option to participate in our progressive skills program. They are not required 

to do so but as they progress through the various ranks they will have the opportunity to work on more advanced skills.  We 

will recognize those campers that have earned new ranks at closing campfire.   

* These program schedules will vary each week. We will be working them into the schedule as we are able to.    

BARN RULES 

1. No Running  

 Horses can spook easily so please walk when in the barn area 

2. Be on Time 

 We cannot get started until everyone in your group is here. In order to get the full experience please arrive on 

time 

3. Dress Appropriately 

 Riders must be in long pants and sturdy closed toed shoes in order to ride 

4. Do not feed the horses unless directed by staff 

 Some horses are on special diets so do not give them any feed (this includes grass from the sides of the barn) 

unless directed by staff.  

5. Never feed a horse by hand! 

 Hand feeding can cause horses to become nippy, so only ever feed them in their buckets or feeders 

6. If you go through an open gate, leave it open. If you go through a closed gate, close it! 

 Please leave the gates as you have found them… there is a reason they are set that way! 

7. Barn is off limits unless staff are present 

 Staff include barn staff, Unit Leaders, color leaders and head counselors 

8. No yelling, screaming or shouting around the barn or the horses 

 Again horses can spook easily so you must remain calm around them at all times 

9. Do not enter or open any stall unless directed by staff 

 The horses stall is their “home”. We need to give them their space when they are not working.  

 

Petting Zoo Rules to be announced  
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RANCH CAMPER FREQUENTLY ASKED QUESTIONS 

1. What will we do at ranch camp? 

Campers will rotate between a variety of mounted and unmounted lessons. Campers will all have 30-45 minutes daily of 

“Horse Science” lessons which will cover things like grooming, saddling, breeds, vet care, and all of the other things that 

you cannot learn while riding. They will then spend roughly 30 minutes in the arena working on skills appropriate to their 

level. Some may be working on walking while others are working on maneuvers at the jog.  They will round out their time 

with a trail ride. Some trails may be short, 15-30 minutes, while some will be 2 hours.  

 

2. Why do I have to wear jeans?  

Horseback riding is a rugged activity. Wearing long pants and closed toes shoes are the safest to wear when handling 

horses. Wearing shorts while riding will cause your legs to rub and chaffe and when on trail they do not give you 

protection from trees, bushes, shrubs and other obstacles that can be found on trail.  

 

3. Why can’t I pick the horse I want? 

We have a wide variety of horses, but we have a limited number of specific types. Some riders need taller/shorter horses. 

Some may need horses that can carry heavier riders. They all also have their own temperaments and some are better 

suited for 1st time riders while others are better suited for those that some previous riding experience. Horse’s moods can 

change as well so sometimes those great beginner horses may need a more experience rider that particular week. Staff 

takes all of these factors into consideration when assigning you your horse so that both you and your horse can have a 

successful week.   

 

4. What if I don’t like my horse? 

You will need to talk to the ranch staff if you have problems with your horse assignment. Every rider is paired with a horse 

for a reason, maybe because you need a challenge or you need to work on a specific item that will be much more difficult 

on other horses. Simply saying that “I don’t like them” is not going to get your horse changed. Ranch staff will only change 

horses if the current horse gets hurt or sick, or if there is a safety problem.  

 

5. Do I have to go to Ranch Camp? 

We are not going to force anyone to ride. However try to encourage them to at least give it a try on Monday and if they 

still don’t like it then they don’t have to come back up. Ranch Staff will take care of calling parents and dealing with 

refunds etc…..  If they don’t come on Monday and Tuesday they CANNOT come for the rest of the week. Monday and 

Tuesday are spent covering all of the basics and prepare for longer trail rides on Wednesday and Thursday. It is a safety 

hazard for them to join on those rides if they don’t have the prior practice. Some kids would rather stay with their cabin on 

Fridays to participate in the unit/camp game. They don’t have to come up Friday if they don’t want to.  Just please 

communicate with Ranch staff about those that are choosing not to participate on certain days.  

 

6. Do I have to go through the Ranks? 

No. Campers are not required to test up into the higher levels, but we want to encourage them to try. With each level 

comes more advance riding and more freedom in the barn but that also comes with more responsibility.   

 

7. Can I bring treat for my horse? 

Yes! Horses like apples, carrots and peppermints and love watermelon rinds. However you cannot take food from the 

kitchen.  Apple cores or other like foods that are half eaten or going into the trash can be brought up, but you cannot take 

1 bite out of you apple and then bring it up to your horse. You can also ask you parents to purchase a bag of treats on 

check in/out that you can then bring up to your horse throughout the week. 
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LOW ROPES CHALLENGE COURSE 

BASICS: 

The low ropes challenge course is a set of activities that work like puzzles. Each element needs to be solved by the group. The 

physical, mental, and emotional trials that the group faces and conquers along the way help the individuals involved bond 

together and learn the qualities of leadership, friendship and reliance on others.   

Your role as facilitator: 

 Main concern is safety. 

 Check that the actual equipment is in good shape. 

 Check the surrounding area. Make sure that there is nothing in close proximity that a camper could fall on or otherwise 

injure themselves or others.   

 Wear sturdy, closed-toe shoes.  

 Choose an activity for the group that is appropriate to the age and maturity of the group. (The balance beam may be 

easiest to conduct successfully with a group from Lakeview, however, the LIT’s may grow from the more complex 

element, Island Hopping).  

 Acknowledge interruptions, so that they cease to be a distraction.   

 Figure out what will help your group be successful and work as a team. 

 Be creative – adapt the challenge to your group dynamic. 

 

ELEMENTS: 

1. SPIDER WEB 

Object:  Get each person through the web to the other side without causing the web to vibrate and knock off the “spider.” 

Framing: You are just about out of the endless caves of Camp Ernst. You can see the light! But, there is one more obstacle in 

your way… a giant spider web! With the spider sleeping on top! You have to get everyone through the web without waking the 

spider. If the spider wakes up (falls off) it will carry everyone back to one side and make you start all over. 

Instructions: Find a small “y-shaped” stick to place on top of the web. All participants start on one side of the web. They must 

get everyone to the other side by going THROUGH the web. If the spider falls off the web, everyone must start over(or do 

something strange and wonderful depending on time). Each hole may only be used by one person, after they go through it is 

closed for the rest of the group. No one may hold the web or spider while someone is going through. Once a person gets to the 

other side they may not come back unless starting over. If the spider falls, the whole group must do something strange and 

wonderful (see examples following) and then continue or start from the beginning depending on your time frame. 

Notes: Give the group some time to plan before beginning the activity. If the task is started with no discussion, it is likely to be 

unsuccessful. If this happens, have a quick discussion over what went wrong and then start again. In order to lift a camper 

through a higher hole, there must be at least two others on each side to spot. Make sure you spot the side with fewer campers.  

Pay special attention to the head and neck of all campers going through the web.  
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Debriefing: Talk about how they planned (who did the planning and how their plan worked), communication (how well the group 

interacted in a positive, constructive manner), and trust (how they conveyed trusting others to lift them through the web, or 

trusting others’ decisions) 

 

2. ISLAND HOPPING 

Object: Get every camper from the first island to the third using one long and one short 2x4  

Easiest solution: Lay the short board on the edge of an island and then have one or two people stand on it. Then, stretch the 

long board across the gap, setting one end on the next island and the other end on the short board.  This creates a bridge for 

people to walk across.   

Framing: The cabin is a team of polar scientists studying ice on a North Pole Adventure. They decided to take a trip to a 

neighboring iceberg to collect data, but they first must go over another iceberg to get there. They have no way to get over to the 

island besides the two boards, but if someone falls or gets left behind, they will surely freeze (or something strange and 

wonderful will happen—see examples following) 

Instructions:  Everyone starts on one of the end platforms with the two planks of wood. They must get everyone across to the far 

platform. If somebody falls off or the planks touch the ground while somebody is on them, that person must do something 

strange and wonderful then go back to their previous platform. Try to make sure everyone participates. When either board 

touches the ground, something strange and wonderful must happen.   

Notes:  

If one camper is overpowering the activity, pause and have everyone discuss one idea. Take the two boards  

after they fall and give them to a camper who hasn’t had a chance to voice his or her opinion 

Debriefing: For this element focus the discussion on problem solving (how they figured out how to get people across, figured out 

what wasn’t working) and adaptation (when they decided they had to try something different). Also, make sure to address any 

communication issues or situations when one or two campers take over the activity.  

 

3. BALANCE BEAM 

Object: Get the group to rearrange themselves without stepping off the balance beam, and without talking.   

Framing: Your group has been stranded for weeks and is trying to sneak onto a ship heading home. However, this is a strange 

ship. It operates on a Human Combination Lock system. You must rearrange yourselves to unlock the doors to the inside of the 

ship and safety! 

Instructions: The group begins by standing on the balance beam in any order. Decide some order that they must get into (height, 

age, birthday, alphabetized by name, etc.) They must rearrange themselves silently and without falling off. If someone falls they 

have to do something strange and wonderful (see examples following) to get back into their same position. If it is a repeated 

offense, you can send them on the far end of the beam. 

Possible Solutions: One person can pick up a smaller member of the group and move them (a nearby 3rd party may need to help 

for balance). One person can duck down and let the next person step over them (make sure the ducker doesn’t stand up too 

soon!). Two people can hug and mutually trade places.   

Debriefing: Focus the discussion on non-verbal communication. How did they figure out the best way to convey information? Ask 

them if silence improved or hindered their performance in any way.  How does this apply to everyday life?  Are they more inclined 

to listen if they aren’t talking?   
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4. TRAFFIC JAM 

Object: Get the group to move in exchange places on the line of squares using only approved movements.  

Framing: Typical rush hour! Your two groups are heading for trains that are in stations directly across from each other. But it is 

so crowded that there is barely any room to move around! If you don’t hurry you will all miss your trains! 

Instructions: Split into two groups with one person being the “leader”. Each person stands on one square and faces the middle of 

the line except the leader, there should be one square empty in the middle. Each person can only move the direction they are 

facing. You can only move onto an open square in front of you or around a single person facing the opposite direction if there is 

an open square behind them. The object is to get everyone across to the opposite side, using only legal moves. Only the leader 

may talk, unless they designate somebody (one at a time). The leader may switch out with anybody at any time, and that person 

becomes the new leader. The group may decide to restart at any time.  

Debriefing: For this element, discuss how leadership came into play and how decision making worked (or didn’t work) as a group 

led by an individual. Discuss how different leadership styles could affect the outcome of the task. How did the group 

communicate with the leader?  

 

5. ALL ABOARD 

Object: Get the entire group on the platform for at least 15 seconds.  Although it is small, the platform can hold up to 20 people, 

depending on their sizes.   

Framing: The group has just survived a shipwreck and now that everyone is accounted for, you all have to get onto the only 

floating debris until somebody arrives to rescue you.  

Instructions: The group must figure out how to get everyone onto the platform (nobody touching the ground).  

No standing on shoulders or piggybacks, no lying down on the platform and “piling on”, no picking others up. When the whole 

group has situated themselves on the platform with no one touching the ground, they must sing “Row, Row, Row Your Boat” or 

any other short song. There is no consequence for touching the ground, just keep trying. Do not stop the activity until they finish 

it, however you may pause and discuss if their lack of cooperation is keeping them from being successful. 

Notes:   

This activity may be especially challenging for some campers who do not like being touched, be mindful of their situation and 

remember “challenge by choice”.  

Debriefing: This activity is based solely on teamwork. Ask what they did that made the activity successful.  It may be fun to time 

the activity and then have them do it again and point out that once everyone knows what is going on and how to do something, 

it gets done efficiently. What helped them or set them back when they were trying to get the activity done?  How can they 

improve? 

 

6. NITRO CROSSING 

Object: Get the group from one side of an imaginary “pit” to the other side, using a rope swing. Get a cup or some container of 

“Mingo Mango Mongo Juice” (aka Renee’s Pond water). You can reduce the distance between trees by marking a shorter distance 

with logs. 

Framing: Your elderly grandmother, who lives on the other side of this pit of hot lava, needs her Mingo Mango Mongo Juice in 

order to survive the potentially fatal disease she’s contracted.  In order for the Mingo Mango Mongo Juice to be effective, the 
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whole group must be present to administer it to her.  If anyone falls into the pit of hot lava, something strange and wonderful 

will happen (and the group will have to start over). 

Instructions:  Starting with the rope hanging in the middle of the two trees (out of normal reach), everyone in the group has to 

get to the other tree with the Mingo Mango Mongo Juice. They may only stand on the rocks or behind the (imaginary) line drawn 

on the ground. At some point the MMM Juice must be carried across, if more than half of it is spilled the group must start over. 

If one person falls in the lava they have to do something strange and wonderful then that person has to start over. Participants 

may not dive to reach rope swing.     

Be mindful of participants who do not have enough strength to grip the swing rope. 

Debriefing: Focus the discussion on leadership roles, who took them, and how they helped, and on group success – how the 

group helped everybody succeed. Because this is an individual task but everyone has to complete it, it takes different forms of 

encouragement and strategies for different people. Were there any setbacks? How were they addressed? 

 

OTHER TEAM BUILDING ACTIVITIES 

HUMAN KNOT 

Have your group stand in a circle facing each other.  Each camper must hold the hands of two different people.  They cannot be next 

to a person and holding their hands.  This is where the challenge begins.  The campers need to find a way to untangle until they are 

in a circle again.  They cannot let go of each other’s hands.  Sometimes, a human knot will end up in two connected circles.  Discuss 

the activity with your group emphasizing the ideas of compromise and teamwork. 

HELIUM STICK 

Find a long, thin, lightweight stick on the ground.  Have your campers gather around and ask each to place a finger on the bottom 

side of the stick. Then, have the group lift the stick up over their heads without anyone’s finger losing contact. Next, instruct the 

group to lower the stick to the ground.  This activity sounds a lot easier than it is.  Discuss this with your campers.  

TRUST WALK 

Set up a path with whatever materials you have.  Divide your campers into pairs and blindfold one person in each pair.  Place the 

blindfolded camper at the beginning of the path and have their partner stand nearby.  Instruct the camper who can see to tell their 

partner where to go without touching them.  Once the blindfolded camper finishes the path, have the partners switch roles. 

Discuss this activity with the campers.  What was more frustrating, walking blind or trying to instruct your partner?  Did you think of 

any signals to each other to make the directions more clear? 

GROUP JUGGLE 

Prepare 3-7 objects to toss around the circle.  Have the group stand in a circle.   

Start with 1 object; toss it to someone in the circle and say their name.  They, in turn, toss it to someone else in the circle, saying their 

name, and so on. The same pattern should be kept when passing objects. Try to do it again, in the same order but faster, with a stop 

watch. Start adding in objects, while timing and track your progress. Once you have all items being passed and they are going as fast 

as they think they can, have them try to come up with a way to go even faster. The target time is about 10-15 seconds depending on 

group size. Discuss why it is important to use each other’s names and what helped the group succeed in this activity. 

TRUST LEANS 

Purpose: to foster trust within the group as well as to practice spotting for later trust activities.  First, teach the group how to spot: 

stand with your dominate foot back and bend your knees a bit, then bend your elbows so that your hands are up about shoulder height.  

Cup your hands so that they look like spoons (not forks).  This is the spotter position. 
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Next, have one partner stand straight up in front of the other partner with their back to them, about 2 feet away.  This is the falling 

partner.  Remind him to stay stiff and to keep his hands locked together. 

The faller asks, “Spotter ready?”  If the spotter is in the spotting position with their hands about 1 foot away from the faller’s 

shoulder blades, he can respond, “Ready.” 

The faller then asks, “Falling?” and the spotter responds, “Fall on.” 

The faller falls back and the spotter catches him by supporting his shoulders.  The partners then switch roles and start again, each 

time going through the commands.  The activity can progress with each partner stepping a little bit farther apart, or the faller closing 

his eyes. 

When debriefing, ask, “What does it feel like to trust others with your physical/emotional safety?  Where else do we need to trust 

others in our lives?  Is it tough to give up control?” 

 WIND IN THE WILLOWS 

The group stands in a circle with no spaces between, each one in the spotter position.  One person stands in the middle of the circle, 

arms crossed over their chest, feet planted, and standing up straight.  Middle person asks, “Spotters ready?”  Spotters reply, 

“Ready.”  Middle person asks, “Falling?”  and the spotters say, “Fall on.” 

The person in the middle falls into one of the spotters and is gently pushed/spotted around the circle; the person in the middle can 

make it more challenging by closing their eyes.  Continue the activity until everyone in the circle who would like to go has a chance. 

Debriefing questions: What is it like to put your safety in the hands of the group?  Is it easier for a group to support someone rather 

than an individual? 

TEAMWORK TOSS  

Split your group into 2 teams.  Each team gets a blanket/sheet/towel that everyone holds on to.  Each team must work together to 

volley a small stuffed animal/beanie baby/ball into the air and over a net or other obstacle.  The 2 teams work together to pass the 

object back and forth as many times as they can without letting it fall to the ground. 

Debriefing ideas: What made this activity easy? How did your group work together?  How did the 2 groups interact? 

BOX OR BUCKET 

Blindfold a group of 8-10 people. Place them among the boxes (you can get boxes from the dining hall – talk to the Crew Leaders) 

and tell they have 2 minutes to form a wall around themselves using the boxes. The wall doesn’t have to be higher than one box, but 

it must go completely around the group.  The wall can’t have any openings larger than 3 inches. When time is up, for every gap in 

their wall wider than 3”, a bucket of water will be thrown on the group. Any member of the group inadvertently left outside the wall 

will receive his/her own bucket of water! 

BUCKET BALANCE 

Choose two teams of four. Have the teams lie on their backs in a circle with their feet raised to meet in the middle, balancing a 

bucket of water on their feet. Each team member must remove his/her shoes without spilling the water. This can be a class 

competition. Have towels handy.  

FIST OF FIVE 

The fist of five is a simple, anonymous way to see if the group agrees on a decision.  Five means that they love the idea and one 

means that they would never want to do it.  You can use this on the low ropes course to decide how an activity should be done or 

any other place at camp.  Everyone who has an idea is given a chance to say it.  Then, the group decides which one they agree on.  

Finally, they all close their eyes and hold up the number of fingers that corresponds with their agreement with the idea.   
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GAMES FROM THE “NEW GAMES” BOOK 

TAG 

BLOB TAG 

The game starts with two people being IT as the blog.  They lock arms and cannot come apart as they try and tag other 

players.  Only the two people on the end of the blob can tag other people.  Once they are tagged, they become part of the 

blob.  Continue playing until one person is left. 

DRAGON TAG 

Split your group into two teams with at least 4 people on each team and as many as 20.  Team members must stand in a single 

file line and then link themselves together by putting their hands on the shoulders of the person in front of them.  The last 

person in each line is the “tail” of the dragon and places a bandana in their back pocket.  The first person in line is the “head” 

of the dragon.  The object is for Dragon A to capture the tail of Dragon B.  Each dragon must stay connected in the process of 

avoiding their opponent. 

ELBOW TAG 

Everyone gets a partner and links arms. Two people are chosen to split up. One will be it and the other will be chased. Whenever 

the person links with a pair of players, the person on the opposite end must break off. They will now become chased. If the 

person gets tagged, they become it. Variation: When the person on the opposite end breaks away, they become it and must 

chase the person who was originally the chaser. 

HEAD/BUTT TAG 

Don't run during this game - divide the group in two.  One group is "Heads" - they place their hand on their head.  The other 

group is "Butts" they place their hand on their butt.  Butt's try to tag heads, heads try to tag butts.  When you're tagged, you 

have to change (from butt to head and vice versa).  Go until there are only heads or butts.  Butts usually always win. . . test the 

hypothesis.   

HOSPITAL TAG 

One person is Mr. Yuck and the other players run around trying to avoid getting tagged.  When they are tagged, they can cover 

their wound with one hand.  When they get tagged a second time, they can use their other hand to cover the other wound.  If 

they get tagged a third time, they are out. 

OSTRICH TAG 

Runners are safe when looping one arm under a leg and holding onto nose. 

PARTNER TAG 

Everyone gets into pairs.  You can only tag your partner between the knee and ankle.  The first one to tag their partner 5 times 

– wins! 
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STREETS AND AVENUES 

Have everyone stand in equal rows.  This game works best with at least 20 people.  Have all the players face one direction and 

hold hands with their neighbors.  This formation is considered “Streets.”  If players release hands and turn to the right and rejoin 

hands, this forms “Avenues.”    Two people will be selected to be the Burglar and Cop.  The Burglar is running through the streets 

and avenues while the cop chases.  Players can only run up and down the rows of other players.  When the counselor yells 

“AVENUES!” all the other players will switch their directions, which will change the way the Cop and Burglar must run.    

SNAKE AND THE HUMMINGBIRD 

Divide the group in half.  One group will link arms or hold hands and they are a snake.  Everybody else scatters around and is a 

hummingbird.  The snakes begin hissing while the hummingbirds hum.  The snake must remain connected and try to circle around 

a hummingbird.  Once a hummingbird is caught they join the snake and try to capture other hummingbirds.  When they game is 

finished, have the original groups switch roles. 

TOILET TAG 

Choose one player to be the tagger and have everybody else spread out.  Once a player gets tagged they crouch down on one 

knee and become a toilet.  They place their arm out and can become free if another player comes around and pushes their arm 

down as if they are flushing it.  Continue playing and switching the person who is IT. 

TUNNEL TAG 

One player is chosen to be IT.  When they tag another child, that person must stand frozen with their legs spread apart.  A 

frozen player can only re-enter the game if another player crawls through their legs.  If they are tagged while crawling, they 

must stand frozen next to that player and form a double tunnel.  The game ends when all players are tagged and frozen. 

 

CIRCLE GAMES 

SCREAMING TOES 

Have the group spread out in a small group. Everyone closes their eyes and lowers their heads. One person yells out “1, 2, 3, 

Up!” All the people must choose one person they are looking at and freeze.  They can’t change who they are looking at. If two 

people happen to be looking at each other, they must let out a primal scream and are both out. The game is played until two 

people are left. 

ABCTWINKLEHAVEYOUANYWOOL 

Based on the observation that the tune for the Alphabet song, for Twinkle, Twinkle, Little Star and for Baa Baa Black Sheep is 

the same... Players sit in a circle. The first player starts singing any one of the three songs. When the player stops, the next 

player must continue the same tune with different lyrics. So, if the first player sings "ABCDEFGH" the next player continues "sir, 

yes sir, three bags" and the next "star. Up above the world so..." etc 

ANIMAL BA BOP 

Participants sit in a circle.  Go around the circle and have everyone select an animal and then a motion to represent that 

animal.  Then select someone to be in the middle of the circle with a bopper ‘noodle.’  That person closes their eyes and counts 

to five.  In the meantime the facilitator selects someone to ‘start.’  The starter the performs their action and then does 

someone else’s action.  This completes a pass.  The person who it was passed to acknowledges the pass by performing their 

action and then doing someone else’s.  The person in the middle tries to ‘Bop’ a person in the circle when they are IT, i.e. in the 

middle of doing one of the actions.  The middle person may ‘Bop’ an individual below the knees (if you are not using a bopper 

the person can point and say their name/animal).  When someone is ‘Bopped’ they are in the middle.  This is a quiet game.   
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BUZZ 

Have players sit in a circle.  The campers begin counting.  Every time they reach a number that contains a seven (7, 17, 27, 37, 

etc.) the camper will say “Buzz” instead of the number and the direction switches.  The same rule applies for multiples of seven 

(7, 14, 21, 28, etc.).  If a person forgets or messes up then they are out.  Have different people start each time.   

CLOSE CALLS 

A variation of telephone.  Have campers sit in a circle.  Instead of sending one message around, send two messages in 

opposite directions.  See what happens when they messages cross paths.   

COUNT DOWN 

Have everyone sit in a circle.  There are no assigned numbers and the countdown cannot be a simple around the circle exercise.  

Rather, when the instruction reader says “Countdown,”  Someone must start counting and then someone else (not sitting next 

to that person) must say the next number.  If two people call the same number at the same time, the leader will have everyone 

start over.  Beware of the people who begin to assign people numbers – there should not be a pattern to the count.  See how 

high you can get – or set a goal and work as a cabin to reach it.   

FOX AND SQUIRREL 

The group will need to stand in a circle.  You will need three balls:  two should be similar and the third should be distinctly 

different (in size or color).  The object of this games is for the foxes to catch the squirrel by tagging whoever has the squirrel 

with one (or both) of the fox balls.  Everyone stands in a circle and begins passing fox balls from player to player in a circle 

(any direction).  Try doing this at top speed before adding a squirrel.  Unlike the Fox Balls, the squirrel can be passed across 

the circle and thrown to various players.  This game is best when played at a near-panic speed.   

HAT GAME 

Have everyone write down a person, movie or book and put it in a hat.  Each person draws a piece of paper.  Going around the 

circle three times each person has to act out the card for the person on their right and guess for the people on their left.  At 

the end of each round put the card back and redraw. On the first round you can use as many words as you need for the person 

to guess the card.  The second you use one word and the second time you have to act it out.  Pairs get points for each correct 

guess. 

MAFIA 

Everyone except the judge is a townsperson. Judge tells everyone to go to sleep (close 

eyes and put head down). Judge chooses the Mafia (one tap on the head) and the cops (two aps). Judge tells Mafia to wake up. 

They point and nod to select one townsperson to kill. Judge tells the Mafia to go to sleep and wakes the townspeople up. 

Judge announces who was killed. Townspeople debate on who the Mafia is. (NOTE: Mafia and cops are still included as 

townspeople and must keep their identity hidden). Judge oversees nominations and voting. Person with most votes is 

pronounced dead and may not participate for the rest of the game. Judge tells the townspeople to go to sleep. This time he 

wakes the cops up first. They point and nod to pick one person who they think is a Mafia. Judge signals to them if they are 

right or not and they go back to sleep. Mafia then wake up and rocess is repeated until the cops or the Mafia are all dead.  

Main point: identify the mafia and kill hem before they kill you. Mafia wins by killing all the cops. 

 

 

OOH-AHH 
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Start with everyone standing in a circle holding hands. Now one of you gives a quick squeeze to the hand of the person on 

your right. This gets passed along to the next person and before you know it, you’ve got your original squeeze back again, in 

your left hand. 

Keep passing it on until the squeeze is traveling smoothly around the circle. Now speed up the action a bit and add sound. 

Squeeze and say, “Ooh,” and watch it go around. Next add, “Ahh,” but send it in the opposite direction. Someone is going to 

get zapped between the Ooh and the Ahh. With a deft exchange, the sounds get sent along their respective ways. 

Now try reversing the flow. When someone gives you an ooh, instead of passing it on, pass it back to them. When both Ooh 

and Ahh are traveling in the same direction, you can play tag, one trying to catch the other. 

After that, you’re just about ready for the ultimate: Free-Form Ooh-Ahh. Start a sound, gesture, or combination of them going 

around the circle. Once it’s rolling, transform it: add another action or change a sound. Try tossing it across the circle. You’re 

playing with a pure energy ball! Don’t drop it—just keep passing it on. 

NOSE TOES 

Have campers sit in a circle.  The leader begins by turning to a neighbor and saying, “This is my nose,” while pointing to her 

toes.  The next person repeats “This is my nose” and points to toes and then adds another silly statement such as, “These are 

my toes” and point to your knees.  This continues around the circle but try to keep a lively pace or rhythm for people to follow 

along to.   

PEOPLE TO PEOPLE 

Everyone stands in a circle with one person in the center. The person in the center yells, “people to people” and claps their hands 

together after each time they say people. They say “people,” clap, “people,” clap, twice and after the second time they will say 2 

body parts. For example, they could say “head to foot.” Then everyone including that person must try to find a partner and have 

a head touching a foot, whoever doesn’t find a partner is then in the center. 

PSYCHIATRIST 

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. 

ROUND BALL BLITZ 

Similar to hot potato.  The group forms a circle.  The facilitator stands in the center with a ball (basketball size) and a whistle 

(optional).  The ball is passed from one person to the next around the circle; you CAN NOT throw the ball.  If the whistle blows 

while you have the ball, you sit down in place (you’re out).  If you are handing over the ball when the whistle blows, both the 

handee and hander are out.  If the people next to you are sitting, you must walk the ball to the next person (it must be 

WALKING).  Once you give that person the ball you must walk back to your space following the circle’s inner perimeter.  If you 

cut across the circle, you are out.  The last person standing wins! 

 

SPEED RABBIT 
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The group forms a circle with the facilitator in the center.  Motions are performed by three people at a time, the person 

pointed to is the ‘center’ person and the other people on both sides of the ‘center’ are involved.  If any one of the three 

messes up, they move into the middle.  If someone is very slow, they become the middle.  If the three people do well, the 

person in the middle moves on.  The person in the middle will say a motion and point at a person.  The person pointed at 

becomes the center.  The motions are as follows: 

Speed Rabbit:  Center:  Holds rabbit ears above head like two peace signs; sides: stamp their outside leg like Thumper 

Elephant:  Center:  Makes a trunk with one arm wrapped around the other; sides:  form Giant Ears facing the trunk, like 

a big C with both arms 

Palm Tree:  Center:  Puts arms straight above head making a point; sides: put hands to side making a swaying motion 

Cow:  Center:  Links fingers with thumbs down to make udders; sides:  grab the udders like they’re milking a cow 

Charlie’s Angels:  All three assume the Charlie’s Angels pose. 

TELEPHONE 

Whisper statement around circle from one person to another see how it changes. 

SMAUG’S  JEWELS 

One person chosen as Smaug stands guard over his/her jewels (a bandanna placed on the ground, or something elegant and 

awesome).  Everyone else forms a circle around them and tries to steal the treasure without being tagged.  Smaug can range as 

far away from their jewels as they dare, but if you get touched by Smaug you are instantly frozen (or, you have to do 3 star 

jumps before you can make another attempt, or wait 10 secs, etc.).  Players can fake being frozen if they desire to trick Smaug.  

Whoever steals the jewels will become the next Smaug.   

QUESTION GAME 

Everyone sits in a circle, and each person asks a question to the person to their left (or right…it really doesn’t matter.) The 

questions should have interesting answers… not just “yes” or “no” (that makes this game really boring.) By the time you get 

around the circle, everyone should have asked and answered a question. You instruct everyone to remember the question that 

they asked and the answer they gave to the question they were asked. Those are now the only 2 phrases they are allowed to 

say. You then instruct everyone to get up and sit next to someone new in the circle. Then you will go around the circle and 

people will ask their original questions, and give their original answers, regardless of their question. It is really funny to listen 

to how it comes out in the end.  

WINK ELIMINATION 

This game is best played in a large group. Sit all of the children in a circle, and have them all put their heads down. Tap one 

person on the head, this person is the ‘assassin’ and has to eliminate the others by winking at them. If you are winked at, 

silently count to 10, then safely fall down. If you think you know who the ‘assassin’ is, before you get eliminated, you can say 

you have a suspect. If you are wrong, you are out. If not, you win and the game begins again 

ZOOM SIKE! 

Stand in a circle close to the person next to you.  One person starts off by saying zoom to the person next to them (either right 

or left-does not matter).  Then that person can either pass it on to the next person by saying zoom or they can reverse it to the 

person who just said zoom to them by saying sike!.    If they are going in one direction and they say sike that same direction, 

then they are out, if they say zoom the wrong direction, they are out as well. 

LOW ACTIVITY GAMES  



45 
 

$1000 BILL EXCHANGE 

Give each camper ten Camp Ernst Moose Dollars.  The object of this game is to acquire the most bills out of any other player.  

To do this, players will challenge other campers in thumb wars, rock paper scissors, and coin tossing.  Campers must have at 

least 1 bill to challenge another player and no player can turn down a challenge.  After a designated length of time – have 

campers count their money and announce the places.   

ADD ON STORY 

Start a progressive story, have each camper add to it. 

BIG SQUEEZE 

Have the campers form two equal teams.  Give the teams 1 minute to form different objects that you call out.  Award points to 

the best representation of those objects.  Examples:  Circles, Square, Triangle, Football, Kite, Unit Leader, Cabin, Y, M, C, A, 

Cowboy hat, Horse, etc.  The possibilities are endless.   

EVOLUTION 

Have the group in a circle. Everyone starts out as an egg and places their hands above their head and together so that they look 

like an egg. When you say go each person will find another egg. Once they found that person they will then farkle (Rock, Paper , 

Scissors). The loser stays an egg and the winner becomes a chicken, placing their arms as wings and making chicken noises. The 

chicken then looks for another chicken while the egg looks for another egg. When you win as a chicken you become a dinosaur, 

placing your hands out and roaring like a dinosaur. If you lose as a chicken you drop back down to an egg. Dinosaurs then find 

other dinosaurs, where they will play to become the ultimate people. Ultimate people put their hands over their heads like 

superman and look for others like them. If you lose as a dinosaur you go back to being a chicken, looking for other chickens. If 

the Ultimate person loses to another Ultimate person they go back to a dinosaur, and if they win they stay as ultimate people. 

FANNEY DOOLEY 

A classic “Guess-my-rule game.”  Tell your campers that you have a friend named Fanny Dooley and it’s their job to guess 

things she likes.  Begin by giving them some examples:  Fanny Dooley loves walls but hates ceilings; loves carriages but hates 

babies; loves dental floss and toothpaste but hates brushing; loves streets and alleys but hates highways and parkways.”  

Campers must come up with things that Fanny Dooley might like.  Example, “Does she like potatoes?”  “No, she hates potatoes 

but loves peppers.”  Eventually, campers realize that she likes things with double letters.   

FRISBEE LANDING 

Equipment:  Three hula hoops or some other type of area divider 

This is yet another version of that old tossing game.  Set the hula hoops or other divider up at three different spots, each 

farther away from the participant.  The object is to throw the Frisbee so that it lands inside the hula hoop (on the line doesn’t 

count).  The hula hoop closest should be worth the least amount of points and the farthest hoop should be worth the most.  

Variation:  Have two teams competing to see who can be the first to a set number of points 

HAGOO 

Have campers partner up and form two lines as if they are doing the Virginia Reel.  As campers approach the front of the line, 

they will face-off against their partner.  Partners must walk down the aisle created by other campers and keep from smiling.  

Meanwhile, the campers forming the lines will try and get the opposing teams’ player to laugh first.  The gauntlet may not 

touch either player but may try any other camp-appropriate means to make their opponents laugh.  If  a player laughs, he or 

she will join the opposing team.  Play continues until everyone is on one team or everyone is in hysterics.   

HOOPTY DOO 
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Divide the group into two teams.  Have them make a line and join hands with the person next to them.  The first player in line is 

holding a hula-hoop and the team must pass it down the line without separating their hands.  This game can also be played in a 

circle. 

HUMAN TIC TAC TOE Use chalk to draw a playing area outside. Divide into two teams and use players as X’s and O’s and let the 

teams strategize about how they can defeat the other team. 

PEBBLES 

This game is best with no more than two or three players.  Pick up a random number of pea-gravel-pebbles, but at least 10.  

The first player may remove one, two, or three rocks from the pile.  The next player does the same.  Play continues.  The player 

to remove the last pebble loses.   

PRUIE 

Everyone must close their eyes.  The counselor will choose one person to be “Pruie.”  Once the pruie has been chosen, the game 

can begin.  Everyone will walk around (blindfolded) with bumpers out (forearms up in front of chest).  When two people bump 

into one another they will face each other and say “Pruie.”  The goal is to find the actual Pruie.  When you find her, she will not 

respond when you greet her with Pruie.  Once you’ve found the Pruie, you join hands and cannot speak.  The game continues 

until everyone has found the Pruie.   

SCULPTIONARY 

Use playdoh to make object and have others guess. 

SHOES 

Have everyone sit in a circle.  Everyone takes off their left shoe and throws it into the pile.  Then, everyone takes a left shoe 

from the pile and must match it with their owner.  The catch is, they must be wearing the shoe and the group must form a line 

or circle in which every pair of shoes is correctly matched around the circle (facing correctly).   

SOMETHING BAD ABOUT SOMETHING GOOD 

In this game everyone will investigate the bad qualities of some very nice things.  Ask everyone to think about a favorite thing.  

It could be a person, a place, or an object.  Now, have everyone think of its bad qualities.  What are things it cannot do?  What 

are its limitations?  Give each person a turn to describe a favorite thing in unfavorable terms without telling the group what 

the thing is.  Encourage players to make their things sound as awful as they can without lying.  For example, “You can’t sit on 

it.  You have to be careful that it does not explode.  It doesn’t last long and it’s impossible to keep in a room full of 

porcupines.”  It’s a balloon.  If everyone is stumped and the player has run out of negative things, suggest giving one “good” 

clue.  The first person to guess correctly gets the next chance to describe something.  Try to give everyone a turn.  Variation:  

Play the game in reverse – describing the good parts of bad things.   

STICK PUZZLES 

1. Arrange twelve sticks into a 2x2 square.  Challenge campers to move 

three sticks to create only 3 small squares.  

2. Lay out seven sticks in a triangle.  Move four sticks to create three 

connecting triangles.   

3. With sixteen sticks, build the following pattern.  Then move only three sticks 

to create four boxes. 

4. Take five sticks away from this triangle figure to leave only 5 triangles.    
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TOE TO TOE 

Have each student match up with a partner.  When you (the counselor) says go, all the kids will run around and act crazy.  When 

you say toe to toe, the kids must find their partner and stand toe to toe. The last group to find their partner and stand toe to 

toe is out.   You can continue the game by changing body parts. 

WHO AM I 

Tape a card with a name (Bugs Bunny, Mickey Mouse, etc.) on the back of each camper. They figure out who they are by asking 

each other questions. 

 

HIGH ACTIVITY GAMES  

ALL-SPORTS BASEBALL 

Played like baseball, except that when the “batter” steps up, he/she can select the sport of his or her choice.  If the sport is 

soccer, the “batter” kicks the soccer ball as far as possible, and then runs the bases.  Other sports could be Frisbee, football, or 

basketball.   

BALLOON BATTLE 

Needed: Balloons and string - enough for all players 

Divide the group into two teams. Tie the balloons to everyone's ankles. Say "go" and watch the teams trying to burst the other 

team's balloons first. The team with the last balloon wins. As your balloon is burst you withdraw from the game. 

RECCOS 

Form a small circle with the participants facing out, the object is to keep the ball inside the circle and not let it go through 

your legs using your palms as blockers.  If the ball goes through your legs you lose the use of one arm. If it goes through 

again, you turn around and face into the circle.  The third score and you’re out.  Folks that are out can often be used as 

referees.   

CHICKEN FROG RELAY  

Divide the group into teams.  With a tennis ball between your knees, walk like a chicken and lay an egg (tennis ball) in a box 

across the gym. Coming back, you must hop like a frog. 

FLICKERBALL 

Play this game on a large, open, field.  Everybody is the quarterback.  You have two teams, and play begins with a jump ball.  

Each team tries to advance the ball toward the goal but running with the ball is forbidden.  The only way to move the ball 

forward is by passing.  You can run backwards or sideways when you have the ball.  A point is scored when you can get the 

ball into the end zone.  The other team can try to intercept the ball.   

 

 

GIANTS WIZARDS AND TROLLS  

Sort of like Paper, Scissors, Rock, with teams.  Teams agree on Giants (Roaarr!) Wizards (wiggle fingers magically and say 

"wooooooo!"), and Trolls (drop to one knee and act as if you're shooting a bow and arrow).  Wizards beat Giants, Giants beat 
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Trolls, Trolls beat Wizards.  The teams line up on the line of scrimmage, and do their thing on the count of three.  The loosing 

team has to run back to their end zone, pursued by the winners.  Anyone who is tagged, becomes part of the other team.  The 

game goes till all players are on one side.   

MAT BALL 

Instead of using regular bases, use old mats (or towels) for first, second, or third.  There is no limit to how many runners can 

be on base at any given time.  Runners must run the bases two times before going home (so the progression is first, second, 

third, first, second, third, home).  Lead-offs are not allowed, and if a runner steps off the mat, he must attempt the next base.  

If you run out of batters you can bring somebody back from first base to kick again.   

TEAM ROCK PAPER SCISSORS 

You need two teams, a “free zone” for each team, and center line over which they meet. Each team huddles and collectively 

decides which symbol they will throw. (For a group to psych out another group can be pretty interesting.) In two lines, the 

teams face each other and begin to chant “Rock/Paper/Scissors” and throw their symbols. The team that throws the winning 

symbol chases the other team, trying to tag as many of their players as possible before they reach their free zone. 

It takes a quick eye lightning response to realize whether you should chase or run. (It’s a good idea to have a second choice 

ready in case, at the moment of truth, both teams find they have cast the same symbol. Just begin again with the chant.) 

RUSSIAN FOOTBALL 

Two teams line up, facing each other and each member has a number.  Between the two teams are two brooms and a ball (or a 

towel).  When a number is called, the member of each team with that number runs out and picks up a broom and sweeps the 

object back across the starting line.  The first player who accomplishes this scores a point for his or her team.  The brooms 

and ball/towel are returned to the middle.   

SANDWHICH 

Should be played in an open field.  To set up the race, split into teams of two and give each team a ball.  Sit down, back to back 

with your teammate, and put a ball between your backs. Link arms, stand up and then race to the end of the playing field and 

back.  If you drop the ball, you have to start all over again.  The first team to finish wins. 

SHIPS AND SAILORS 

Line the group up on a playing field.  One side is Army, the other is Navy.  A captain calls out different commands for which side 

they should run to.  Other commands are as follows: 

 Hit the Deck- everyone lays down 

 Swap the deck-act like you are mopping 

 Salute your Captain-salute the captain and say aye aye captain 

 Scrub the deck- get on knees and pretend to scrub 

 Climb the ladder- pretend to climb 

 To the island-run to a specific location called the island 

 Man Overboard- groups of 2, one lays down while the other pretends to look overboard 

 3-Man Row- groups of 3 sit and pretend to row a boat 

 Sick turtle-lay on your back and kick your feet and hands like crazy 
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 Mates in a Galley- groups of 4 pretend to eat. 

If you know other commands please use them or make up your own.  If a player goes to the wrong side or is unable to find a 

partner, he/she is out.  Play until one person remains 

SPUD 

You can play this game two different ways, the first is to spell out spud and you are out or the other is to be out when you get 

hit.  Have the kids make a circle and then you will have one person is in the middle.  What you will do is have the person in the 

middle of the circle throw the ball straight up in the air and then they call someone’s name from the circle.  The person that they 

call will have to catch the ball once they have control over the ball they will yell freeze, meanwhile everyone else from the circle 

is running away from the ball.  Once the person yells freeze everyone needs to stop running, the person with the ball is able to 

take two giant steps toward they closest person.  They can not move their feet when the ball is thrown at them, they can duck.  

If you get hit with the ball you will get an S or be out depending on which way you are playing.  If you are the person throwing 

the ball and miss someone then you would get an S.  Then you go back to the circle and the person name that was call will now 

be in the middle of the circle and the game starts again. 

THE DIMINISHING LOAD PROBLEM 

The object of this game is to move a group or a series of groups of teams across an open field as quickly as possible. The 

distance can vary with the strength of the group. To cross the open area, a person must be carried, the carrier must return 

and be carried him/herself. The only person allowed to walk across the area is the last person. If the carried person touches 

the ground while being transported, both members must return to the start. The number of people being carried and carrying 

can vary with the strength and imagination the group. ie, one to one is not the only way. The game can be tried over and over 

again to improve time and technique. The emphasis can be changed from speed to efficiency. For efficiency the group tries to 

move the entire group in as few trips as possible.  

 

GETTING TO KNOW YOU ACTIVITIES 

ANIMAL ADD-ON 

Each camper introduces themselves with an animal that starts with the letter of their name (ex.  Jaguar Jamie).  You can have 

campers make the noise or motion for the animal if you would like.  Then, as you move around the circle – have each other 

camper name the previous animals/campers and then introduce themselves (ex.  Jaguar Jamie, Monkey Matt, and I am 

Kangaroo Ken).  

MOTIONS 

This activity is an Add-On activity.  The first camper will introduce themselves (name, age, school, favorite thing to do, etc).  

Then, they will finish by making up a motion that goes with their name.  The second camper will do the same, and when it gets 

time for their motion, they will first complete the previous persons motion (while saying that kid’s name) and then do theirs.  

Example:  Sarah (does a twirl), Monica (karate chop), Helen (spirit fingers), etc.   

 

 

STAND UP AND YELL 

Group begins by sitting down. The leader starts asking the group questions. If they can answer “yes” to the question, they 

stand up and yell. 
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Example of questions: 1. How many were born in Indiana? 

    2. How many have 1 brother? 

    3. How many are wearing the color blue? 

 

TIME FILLERS 

DODGEBALL 

Play Dodgeball using the Camp Ernst rules.  Only play with WILLING participants.  ONLY use balls designed specially for 

dodgeball 

DRAMA IN A BAG 

Divide the group into smaller groups (with between 3 and 6 people).  Give each group a bag of objects.  These objects can be 

anything!  The group will need to create a skit using each of the props and each camper must have some type of role in the 

performance.   

HOW LONG IS A MINUTE 

A quick time filler, ideal to calm a group down.  Tell the campers that you are going to time a minute on your watch.  The campers 

have to raise their hand when they have counted a minute in their heads.  The closest one is the winner.  This game can be 

extended to two minutes (or any other length of time) when the children get good at it. 

I SPY 

Give clues of something you can spot with your eye and have campers try and guess what it is that you see.   

LETTER SWAP 

Create pen pals between cabins. 

PICKEY 

Identify two areas as bases.  This can be done with towels, hula-hoops, cones, etc.  Have the group divide among the two 

bases.  Two people will be in the middle throwing a playground ball back and forth.  Players on the bases must try and get back 

and forth between bases.  Meanwhile, the ball throwers will throw the ball back and forth and try to hit players as they run by.  

If a player gets hit – they will switch out positions.  You could devise a point system if you would like.   

IDEAS 

Guinness Book of Camp Ernst Records  Cards    Bingo 

Work on Honor Logs    Dutch Auction   Jump Rope 

Read aloud a special book   Murder Mystery   Treasure Hunt 

Write a letter home    Silly Olympics   Aerobics 

Board games     Challenge Night   The Knot Game 

Plan a party with another cabin   Crafts    Reading time 

Hip Hop Battles     Sing Songs    skits  

Add-on Stories     Make puppets & stage  Coloring books  

Yoga      charades   concentration  

Mad Libs     Pictionary   Model Show   
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Musical Chairs     Human Chess   Bingo 

Friendship Bracelets    Psychiatrist   Talent Show 

Hand Clap Games    Umbrella    

      

POOL GAMES 

BASKETBALL 

Get two hoops, one on each side of the pool and play a game of basketball. Make a 5 second possession rule (ie: no one can 

have the ball for more than 5 seconds at a time). 

BEACH BALL HITS 

Pass the beach ball around the pool.  You can play volley ball if you have enough people.  Play without the net – but with a 

clear division in sides.   

CATEGORIES 

Campers line up to jump in the pool one at a time.  As they jump, call out a category.  Campers must name something in this 

category before they hit the water.  Example:  Category:  MOVIE!  The camper would yell, Harry Potter!   

NOODLE CONSTRUCTION 

Have campers build things (huts, floats, etc.) out of the pool noodles. 

SHARKS AND MINNOWS  

This game is like tag – but in the pool.  One camper is selected as the Shark.  Everyone else is a minnow.  The shark stands on 

one side of the pool, the minnows on the other.  The shark will call, “Minnows over.”  All the minnows will swim to the other 

side and try not to get tagged by the shark.   

STEAL THE BACON 

Divide the campers into two teams.  Have them line up on opposite sides of the pool.  Give each camper a number so that 

there are the same numbered people on each team (ie.  Each team has a 1, 2, 3, etc.).  Use an object that can be thrown into 

the middle of the pool (either a pool ball, noodle, or a ball).  The campers should be turned around facing AWAY from the pool.  

When you throw an object into the pool; call out a number (or set of numbers).  Those players must try and go get the object 

and bring it back to their side of the pool (or score in a goal).  Whoever scores or gets the object first wins a point for their 

team.  Establish CLEAR rules before playing:  No hanging on other swimmers, dunking, or splashing in the face.  Decide if 

players can tag each other or some other way of defending their goals.   
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EVENING 

PROGRAMS 
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AUCTION 
 

MATERIALS: 1 prize per cabin, funny poems for each prize, container for each prize, cryptic introduction for 

each prize (“This one is not the Worst”), “Free Store Treat” cards, and other supplies needed 

for prizes. 

 

DESCRIPTION: Points accumulated from a previous activity (Scavenger Hunt, Lost Battalion, etc.) are used as 

currency to bid on prizes. Bidding is basically blind, as only very cryptic introductions or 

numbered envelopes are given, and the prizes are awarded as  written poems. Only one 

representative from each cabin bids, usually the Head Cabin Counselor. Upon winning bid, 

Counselor reads prize poem out loud to all. (“This prize can’t be beat, your cabin gets an ice-

cream treat!”) 

 

1/2 prizes are good popcorn party 

    ice-cream party 

    water balloon war 

    extra dessert 

    your own free swim 

    Unit Leaders tuck your cabin in and/or sing you to bed 

    breakfast in bed 

    sidewalk chalk or bubble party 

 

1/2 prizes are bad wear pajamas or clothes inside out to breakfast 

    Pudding Drop 

    Bug Juice Shower 

    Paint your counselor 

    Counselor thrown in pool 

    bucket of water over counselor’s head 

    your cabin must perform song & dance 

    Choo-Choo Charlie  

 

CAUTION:  Have everyone but participants totally out of the way for   

    being thrown in pool & Choo Choo Charlie. 

 

VARIATION: Counselor auction - bid on objects (key ring, hackey sack etc. ) A counselor goes along with 

each object and each counselor has a service such as piggy back ride, waiter for a day, etc.
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CAPTURE THE FLAG 
 

MATERIALS:  Flag for each team, team-colored arm bands (paint on face or marker on hand) 

 

PLAN AHEAD:  Determine boundaries, teams, captains, and territories w/ central safe zone  

 

DESCRIPTION: 

  

Rules of Play:  Flag must be exposed & cannot be moved by defending team. 

        Guards must be 20ft. away from flag. 

 

Opponents:      Can only tag in your territory. 

 

Jail: One shared jail where inmates must do something strange and wonderful to get out. 

 

Game Over:  First team to get enemy flag to their own territory. 

Determine signal (honking horn) to announce end of game. 

 

Options:   Captives must be escorted to jail by captor. 

        Can use the buddy system during play. 

Staff not permitted: guarding flag, capturing flag, capturing opponents. 

 

CAUTIONS:  Have first aid kit, with inhalers and emergency vehicle available. 

 Provide water and cups at jail. 

    All must stay 10ft from water bodies. 

 

VARIATIONS: Stratego - participants have ranks to determine who prevails in an encounter. 

Bombardier - instead of capturing a flag, plastic balls are thrown into a ten foot diameter 

target on the ground. 

Water world - cups of water are carried from water source to fill a bucket in enemy territory. 

    Four By Four – same rules but with 4 teams instead of 2. 
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CAMP CARNIVAL 
 

MATERIALS:  Penny candy, tickets (optional), supplies requested by counselors. 

 

PLAN AHEAD: Inform counselors in advance they will need to come up with a booth with their cabins. They 

must submit a request for supplies either A.M. before or day before. Make sure there are no 

duplications. 

  

DESCRIPTION: Each cabin will put on a sideshow or booth. Half of the cabin group will conduct the booth, 

while the other half goes around & participates. After 30-45 minutes they switch.   IDEA: 

Could buy tickets with Garbage 

 

Booth Ideas:   voting booth - vote on biggest smile in camp, etc.   

    kissing booth - Hershey kisses 

    pillow fights - refereed inside of a ring 

    Karaoke 

    frisbee, football, or baseball throw 

    basketball shooting 

    face painting   

    sidewalk chalking  

make a hat out of newspaper  

    water balloon sling shot 

    blow the bugle (wipe with listerine) 

    Guinness book of records 

    Bean bag toss to target, tic-tac-toe, holes in board 

    obstacle course, soccer obstacle drill 

    biggest bubble gum bubble 

    dart throw 

    message booth - send message & get it back 

    guess the # of beans in bottle, etc. 

    blind man - guess objects inside box by feeling them 

    ping pong ball in fish bowl 

    shooting gallery - 1st to soak a paper towel with squirt gun 

    shoe toss 

    beach ball battle 

    quarter superstar 

    cup stacking 

 

VARIATION:  Gold Rush - campers find “gold” (painted pebbles) & trade in for    

    camp money to be used in carnival participation.
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LOST BATTALION 
 

MATERIALS: Bandannas or armbands (for # of hiding staff), Hoses, Squirt guns, wading pools, sprinkler, 

“Money” and Staff for a “bank” to count the money. 

 

PLANS AHEAD:  What to do with the hunters while counselors are hiding? 

 

DESCRIPTION: Bring whole camp to see who will be hiding. Send “lost” counselors out to hide (option: they 

can continually move around). Give directions while having the hunters wait 5 - 10 minutes. 

The 1st hunters to find “lost” counselor gets the most money (whole group must be there). The 

second group gets less money and so on. 

    

Periodically, the money must be run through the gauntlet (2r rows of people making an aisle. 

They are spraying hoses, buckets of water, and generally trying to get your money wet). Only 

the dry money at the end is counted. 

 

Ingenious plans to get money through gauntlet are encouraged. However, plastic bags or other 

waterproof enclosures are forbidden. A “counter” waits at the end of the gauntlet to count dry 

money and tally scores. 

 

SUGGESTIONS:  “Hunting” counselor has a list of campers to do role call before awarding points. 

 

OPTIONS: One hiding counselor is the “jackpot” and the cabin who finds them gets the biggest sum of 

money.  

 

VARIATION: Great Escape-Campers try to get from point A to point B while counselors try to catch them. 

They get points for getting to point B. The counselors get points for catching them.
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THE GREAT RACE 
 

MATERIALS:  Cones, bases, cups, basketballs, soccer balls, bats - make sure     

    there’s enough for each group to have one. 

 

PLAN AHEAD: Have number cards for team captains so they can be located when dividing teams. 

    Have staff assigned to supervise each location. 

    Have prize of some sort for 1st - 3rd place teams. 

 

DESCRIPTION:  Have whole camp line up from shortest to tallest. 

Then count off by 12 & report to counselor who heads that team. 

12 Legs- assign leg to each person in group. Each must tag hand of next person behind 

starting line. 

 

20 Second Rule - for each leg, if person on your team hasn’t returned within 20 seconds of 

the 1st person finishing that leg - GO ANYWAY 

 

    Hand out list of events/ legs. 

    Allow 5 minutes to fill in. 

    Start race. 

    Keep track of 20 second rule. 

    Have last leg finish by tagging Unit Leader 

    (so Unit Leader can call 1st, 2nd, & 3rd). 

 

SAMPLE LEGS OF THE RACE 

 

  1. Go to the chapel and touch each bench. 

  2. Run past cones and spin 3 x around with bat on top of forehead. 

3. Go to campfire ring and sing “Great Day” while jumping up and down on one leg. 

  4.  Go to softball field and run the bases. 

  5. The whole group leap frogs over the whole group one at a time. 

  6. Go to the barn gate and whinny like a horse. 

  7. Go to the Memorial and say “she sells sea shells by the sea shore” 5 X. 

  8. Go to your cabin, put on swim suit - go to pool and swim the length. 

  9. Go to drinking fountain, get a cup of water, pass it under everyone’s      

legs, and dump it on the head of the last person. 

  10. Go to basketball court and make 5 baskets. 

  11. Do a soccer ball dribble past the cones & back. 

  12. Run around the triangle Point #1._____________________       

   #2.__________________ #3._____________________ 
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SCAVENGER HUNT LIST RULES 
 

1. Group must stay together. 

2. The hunt begins and ends at (place & time) 

3. An item may not be used for multiple categories (can only get points once). 

4. Sound of horn begins the hunt, hunt ends the same way. 

5. Return items to proper places. 

 

 

10 points  - pine cone 

10 points   - acorn 

  1 point each  - piece of garbage picked up off the ground 

  1 point  - for each clover in a chain 

  5 points  - number of beds in cabin 2 

  5 points each  - name 5 different buildings at camp. 

12 points  - signature of Program Director 

50 points  - four leaf clover 

  2 points each  - every camp horse you can name 

  5 points  - how many ladders are in the pool 

10 points   - how many upright 2 x 2’s on H.Q. porch 

10 points  - Camp Director’s license plate number 

  5 points  - where did camp name come from 

10 points  - how many steps into Dining Hall 

  5 points  - something red 

  5 points  - something soft   

10 points  - something that smells good 

10 points  - something that can float on water 

10 points  - fossil 

20 points  - bird’s feather 

10 points  - piece of string 

30 points  - how many holes in one section of fence at pool 

50 points  - rock with a hole in it (naturally occurring) 

20 points  - authentic horse hair 

40 points  - triangle rock (all sides equal) 

30 points  - number of benches in the chapel 

45 points  - creek water 

50 points  - a “thing-a-ma-jig” (scored for creativity) 
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SCAVENGER HUNT VARIATION: Dutch Auction 
 

(Reverse Hunt where participants bring what they think will be requested)  

Points given for items called:  

 10 points for a paper clip 

 25 points for a letter from home 

 10 points for a tooth brush, another ten if its red 

 safety pin (5 points each) 

 flip flop worn between the toes (20) 

 nail polish (30) 20 extra if it has glitter in it 

 clothing made in Mexico (10) 

 toothpick (20) 

 Atlanta Braves t-shirt (30) 

 Camouflage hat (40) 

 Striped socks (10) 

 Craft project (20) 

 Something that floats, you must demonstrate (15) 

 Quarter (10) 

 Something made in Ohio (15) 

 White Rain shampoo (10) 

 Camp Ernst staff shirt (25) 

 Bible (50) 

 Counselor with the funniest middle name (100) 

 Comic book (30) 

 Something purple (10) 

 Shower cap (100) 

 Best map of the Valley in 30 seconds (55) 

 Orange flashlight (15) 

 Best Jon Perry impression by a counselor (100) 

 Nastiest camp feet (50) 

 Zipper with “YKK” (20) 

 Blue marker (25) 

 AAA battery (30) 

 Best knock-knock joke (100) 

 5 socks tied together (25) 

 ironman watch (20) 10 extra points if it has indiglo  

 band aid (10) extra points for colorful or designed 

 valid driver’s license (25) 

 birthmark that looks like a state or country (25) 

 postage stamp (uncancelled ) (40) 
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SCAVENGER HUNT VARIATION: Human Dutch Auction  
Same as Dutch Auction only “items” are human tricks and talents 

 

 Cabin who can build a mini-human pyramid (2 on bottom, 1 on top)—whole cabin can be involved—extra points for 

remaining campers being palm trees, “walk like an Egyptian” etc (50) 

 Camper who can roll his/her tongue (20) 10 extra points for clover 

 Camper who is double jointed (25) 

 Camper who can stand on his/her head (20) 

 Camper or counselor who can walk on their hands (25) 

 Camper who can burp the loudest (25) 

 Camper who can burp the most letters of the alphabet (50) 

 Cabin that can do the camp clap in unison (25) 

 Camper who can draw the best “speed” map of Camp Ernst (20) 

 Camper who can make the best paper airplane (100) 

 Camper who can wiggle their ears (50) 

 Camper who can touch their tongue to their nose (10) 

 Camper who can do a cartwheel (10) 

 Cabin that can build the biggest house of cards in 5 minutes (100) 

 Camper that can spin a basketball on his or her finger (50) 

 Camper who can count to 10 in a foreign language (25) 

 Cabin that can do the best fake commercial for Camp Ernst (100) 

 Moose impersonation (15) 

 Camper who can recite a poem (25) 

 Camper who can whistle a discernable song (25) 

 Camper who can make that “drippy faucet” sound (50) 

 Cabin that can do the Macarena in unison (50) 

 

 

 



61 
 

TALENT NIGHT 
 

MATERIALS:  Sound System, CD with lip sync songs, songs for in between acts   

  

 

PLAN AHEAD:  Get list of what everyone plans to do to prevent repeats. 

    Allow for practice time. 

 

DESCRIPTION:  Each cabin does a skit or lip-sync 

    Staff skits can be interspersed. 

    Master of Ceremonies and Sound System Director needed 

    for jokes and music bits (i.e. Jeopardy theme) to go in between skits. 

   

    Skits that usually work (described in skit list): 

    Little people  

    Bridge skit 

    Counselor or Camp Fashion Show 

    Counselor imitations 

 

    Lip Syncs that usually work (most songs need to be shortened) 

    Bohemian Rhapsody by Queen 

    Tai Kwan Leap / Boot to the head on Dr. Demento’s 

    Greatest hits 

    Air Guitar 

 

    Rewrite song: new words for camp songs 

    Rewrite song: new words for pop songs 

 

    Act out songs, stories fairy tales, etc. 

 

    Make up a camp or cabin cheer 

 

IN BETWEEN ACTS: TV themes 

    Jokes (have them cleared for appropriateness) 

    Stupid human tricks  

 

 

Tip:    Call an “on deck” cabin every time for shorter transitions.
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THE QUEST  
 

DESCRIPTION: Cabins go to first location on following chart. At that location they must complete a task, then 

a staff person gives them a clue to find the next location. First group through all the locations 

(to the treasure) wins. 

 

Group  Location number 

number 

1-  1 2 3 4 5 6 7 8 9 

 

2-  2 3 4 5 1 6 7 8 9 

 

3-  3 4 1 2 7 8 5 6 9 

 

4-  4 1 2 3 8 5 6 7 9 

 

5-  5 6 7 8 1 2 3 4 9 

 

6-  6 7 8 5 2 3 4 1 9 

 

7-  7 8 5 6 3 4 1 2 9 

 

8-  8 5 6 7 4 1 2 3 9 

 

* Have person at each clue location to give next clue or riddle. 

* Have clues prepared and give each counselor copy so clues are the same 

 

CLUE LOCATIONS  

1 - Lakeview Lodge Flag Pole     6- Barn Gate 

2- Lakeview Driveway     7- Archery Range 

3 - Airwalk Pavilion (far side)    8- Camp Store 

4 - Behind Wall at Ropes Course    

5 - Temple of the Trees 

 

VARIATION:     Monty Python and the search for the Holey Pail 

 

CHARACTER    STUNT 

1. Black Knight    Thumb wrestling (have cabin elimination)  

2. Frenchman    Sing Frere Jacques  

3. Troll at the bridge   answer 4 questions  (3 easy-1 hard) 

4. The Knights that say “Nee”  sing “Pass it On” without saying “it” 

5. The other Knights   say the Pledge of Allegiance (substitute “nee” for every other word) 

6. Killer Rabbit Stuff mouth w/ a cracker and say, ‘killer rabbit”10 times 

7. Tim the Wizard   Each person must light a wooden match 

8. Ladies of the Castle   All campers perform a ballet dance 
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FAMILY FEUD 
 

DESCRIPTION: Have everyone in the unit fill out a survey, which will be a list of favorite things.  This 

survey will be tabulated and the highest scoring object, or most favorite in each 

category, will be asked.  Each cabin will submit an answer and if they guess correctly 

will receive points. 

 

Sample Survey:      Favorite Candy Bar 

            Favorite TV show 

     Favorite Movie 

     Favorite Pop Song 

     Favorite Camp Activity 

     Favorite High Ropes Element 

     Favorite Camp Meal 

     Favorite Camp Song 

     Favorite Place at Camp 

     Favorite Camp Horse 

     Favorite Vacation Spot 

     Favorite Ice Cream Flavor 

     Favorite Bug Juice Flavor 

      Favorite Pro Football Team 

     Favorite Pro Baseball Team 

     Favorite College Basketball Team 

     Favorite Color 

     Favorite Zoo Animal 

     Favorite Book of the Bible 

      Favorite Board Game 

     Favorite Book 

     Favorite Place to Shop (Store) 

     Favorite Elvis Song 

     Favorite Beatles Song 

     Favorite Musical Instrument 

     Favorite Shoe Brand 

     Favorite Kind of Car 

     Favorite Magazine 
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CHAOS 
 

MATERIALS:  Oversized Dice, material for each station- all geared towards getting the running 

counselors as gross as possible, two scorekeepers to keep track of which stations 

each cabin has been to and to tell them where to go next. 

 

DESCRIPTION:    Each cabin is a team and led by their counselor.  Their other counselor is given a 

station to run at different locations throughout the boundaries.  A selected member of 

the cabin rolls the dice and the number rolled is the station the team goes to.  After 

getting to the station they must complete the task and then return to the 

scorekeepers to roll the dice again.  If they roll the same number they must repeat the 

station, which can happen up to 3 times.  A cabin can “challenge out” of returning to a 

station for the 3rd time by doing something strange and wonderful.  The Goal is to 

complete the whole set of all 6 stations first. 

 

Suggestions:    Depending on the size of your unit you may need to develop separate station 

rotations.  In that case you would plan twice as many stations  

    

Possible  

Stations:      Paint your counselor- campers cover their counselor in paint 

Human Sundae- campers put ice cream, chocolate sauce, whipped cream on their 

counselor 

Extreme Poetry- campers choose 4 words from a bucket and write a 4 lined poem then 

scream it all together 

Shake and Bake- Campers dump water on their counselor and then flour and put them 

in a plastic bag, feet first, and roll them down a hill. 

Cracker Whistle- Campers chew up crackers and whistle a song, spitting the crackers 

at their counselor. 

Pictionary- Campers pick a card with something written on it and then have them draw 

it and their team guess what it is. 

Mad Libs- Campers are given guidelines for a mad lib and must come up with the fill in 

the blanks 
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REGATTA 
 

DESCRIPTION: Each cabin is a team and given a list of events ahead of time.  The counselors assign 

each member of the cabin to an event.  This is basically the swim and track meet only 

at the lake. 

 

 Sample Events:      

      Counselor Pull      

Put two or three campers in a canoe with no paddles, past the designated turning 

point and back to the beach. 

Blind paddle     

   Have two campers in a canoe, the one in the front 

                        is blindfolded and the one in the back has to tell the one in  

                        the front where to paddle 

Dizzy Paddle Relay 

Have 4 campers line up from each team in twos facing each other.  Have each spin 

around a paddle, with their forehead touching the handle 3 times and then pick up the 

paddle and run it to the other side.      

Triathlon  

Have one camper run from the Pavilion to the lake, one swim from the beach to the 

dock and back and one kayak from the beach to the set point and back. 

Sandcastle Building  

The whole cabin can chip in and build a sandcastle, give points for creativity and 

quality 

Kayak Race  

Canoe Race 

Aqua cycle Race 

Dance Contest  

Creativity points  

 

Suggestions:  Make sure there is a water cooler by the lake so dehydration is not a problem. 
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CLUE 
 

DESCRIPTION:  In the same vein as the popular board game “CLUE,” this program sends the 

participants on a hunt for the right answers to any of the following possible 

categories:  Who, Crime, Where, Witness, Getaway Vehicle, Weapon, 

Sentencing Judge, Prison Locale, Accomplice, Time of day, motive, justification 

 

PREPARATION:  Clue sheets must be made for each team: cabin groups or pairs/small groups 

of campers. Clue sheets are printed on ½ sheets of paper with one side listing 

the rules and station locations, and the other side detailing all of the options 

(5 choices for each of the above categories).  Assign each category to a 

station, decide the correct answer, and tell only the station attendant. 

 

RULES:  

 

1. Each team must stay together at all times 

2. Each station represents one of the 12 parts of the puzzle that you must 

figure out. 

3. At each station, your team gets only 3 “yes or no” questions to ask the 

station attendant. 

4. STRATEGIZE!!  If worded correctly, your questions should help narrow 

down the subject of each station. 

5. Once you have asked your 3 questions, your team must leave the station 

and go to another before returning.  (You may not go to the same station 

twice in a row) 

6. There are 12 stations.  Be sure you get answers from all of them! 

 

SAMPLE STATIONS:    Soccer field   Temple of the trees   

      HQ porch   Airwalk pavilion    

      Ropes Barn   Dining hall porch 

Spider web (low ropes)  Campfire ring   

General store porch  Behind climbing wall  

Blacktop   Cabin 8 porch 
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SONGS 
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HELPFUL CAMP SONGS TO KNOW 
 
ANNOUNCEMENTS  

Announcements (3 times) 

A horrible death to die (2 times) 

A horrible death to be bored to death, 

A horrible death to die! 

Announcements (3 times) 

 

MAIL SONG 

Here we sit like 

Birds in the wilderness (3 times) 

Here we sit like 

Birds in the wilderness  

Waiting for our mail, our mail! (2 times) 

 

MANGEY MOOSE 

Come along and sing our song and join our family. 

M-A-N-G-E-Y M-O-O-S-E! 

Mangey Moossssse,, Mangey Moossssssse 

Forever let us hold our antlers high... high, high, high! 

Now it’s time to say “hello/good-bye” to all our 

company-y-y-y! 

M-A-N....G-E-Y... Why? Because we like you! 

M-O-O-S-E!!! 

(Lakeview:  L-A-R-R-Y L-L-A-M-A) 

(LITS:  E-R-N-E-S-T E-A-G-L-E)  

(CREW: G-A-R-Y-G-I-R-A-F-F-E) 

 

OLD LADY LEARY 

One dark night when we were all in bed,        

Old Lady Leary lit a lantern in the shed, 

And when the cow kicked it over, 

She winked her eye and said, 

“It’ll be a hot time in the old town tonight!” 

FIRE, FIRE, FIRE! 

WATER, WATER, WATER! 

SMOKE, SMOKE, SMOKE! 

 

THIS LITTLE LIGHT OF MINE 

This little light of mine, I’m gonna let it shine! (3 

times) 

Let it shine, let it shine, let it shine! 

2.)Don’t you try and ‘poof’ it out! 

3.)Hide it under a bushel - NO! 

4.)Shine it all around Camp Ernst 

5.)Shine it all around the world. 

 

I DO BELIEVE 

I do believe I’ll remember 

  1. This night 

  2. These friends 

  3. This place 

  4. Camp Ernst  

For a long, long time (2x) 

And as the years pass by, and I go my way 

  1. The memories 

  2. The laughter 

  3. The adventures 

…we shared will brighten up my days 

And I thank God Just for letting me keep today,…for a 

long, long time. 

 

FUN CAMP SONGS 
 

AARDVARK 

It starts with an “a” AARDVARK, AARDVARK! 

And ends with a “k” AARDVARK, AARDVARK! 

Not easy to say AARDVARK, AARDVARK! 

But try anyway AARDVARK, AARDVARK! 

They eat ants all day AARDVARK, AARDVARK! 

At work or at play AARDVARK, AARDVARK! 

You spell it this way--with an A-A-R-D-V-A-R-

K.....AARDVARK!!! 

ALICE THE CAMEL 

Alice the camel has   humps (3 times) 

So go, Alice, go! Boom Boom Boom! 

(Last verse)  

Alice the camel has no humps (3 times) 

Cause Alice was a horse! 

 

ALLIGATOR (Repeat after me song) 

An Alligator is my friend 

He can be your friend too 

But what you have to understand  

Is he has feelings too. 

 

Chorus:  

Alligator 

Alligator 

Can be your friend 

Can be your friend 

Can be your friend TOO 

 

An alligator's always glad 

He never sings the blues 

I'd rather have him as my friend 

Than wear him for my shoes 

(Chorus) 

 

An alligator ate my friend 

He can eat your friend too 

But what you have to understand 

Is he needs dinner too 

(Chorus) 

 

AUSTRIAN YODLELER  

An Austrian went yodeling 

on a mountain top high - yip! 

And along came a/an__________ 
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interrupting his cry - yip! 

Oh yakkikia, oh yakiku________ 

Oh yakkikia, oh yakiku________ 

---avalanche/swish 

--grizzly bear/grr 

---Girl scout/ “cookies sir?” 

---camper/ “I wanna go home!” 

---counselor/ “no whining!” 

---Cow/moooooo 

---dinosaur/squish 

 

BABY SHARK 

Baby shark – do do do do do do 

Baby shark – do do do do dod 

Baby shark- do do do do do do 

Baby Shark! 

Mama Shark, Daddy Shark, Grandma Shark, Grandpa 

Shark, Going Swimming, See a Shark, Swim Real Fast, 

Shark attack!  Lose a leg, Call for help, CPR, Save a 

life!  

 

BEAR SONG (repeat after me song) 

The other day  

I met a bear  

A great big bear  

Away out there! (repeat)  

 

He looked at me  

I looked at him  

He sized up me  

I sized up him! (repeat)  

He said to me  

"Why don't you run?  

I see you ain't  

Got any gun!" (repeat)  

 

And so I ran  

Away from there  

But right behind  

Me was that bear! (repeat)  

 

Ahead of me  

There was a tree  

A great big tree  

Oh, glory be! (repeat)  

 

The nearest branch  

Was ten feet up  

I'd have to jump  

And trust my luck! (repeat)  

 

And so I jumped  

Into the air  

But I missed that branch  

Away up there! (repeat)  

 

Now don't you fret  

Now don't you frown  

'Cause I caught that branch  

On the way back down! (repeat)  

 

That is the end  

There ain't no more  

Unless I meet  

That bear once more! (repeat)  

 

And so I met  

That bear once more  

Now he's a rug  

On my bedroom floor! (repeat)  

 

BILL GROGAN’S GOAT (a repeat after me song) 

Bill Grogan’s Goat---was feelin’ fine 

Ate three red shirts---From off the line. 

Bill took a stick---Gave him a whack 

And tied him to---The railroad track. 

He gave three moans---Of awful pain 

Coughed up those shirts… 

And flagged the train 

 

 

 

BIRDIE SONG  

Way up in the sky, the little birds fly. 

While down in their nest, the little birds rest. 

With a wing on the left, and a wing on the right. 

The little birds sleep, all through the night. 

SSSHHHH!  YOU MIGHT WAKE THE BIRDIES! 

The bright sun comes up, the dew falls away. Good 

morning! Good morning! The little birds say! 

 

BLACK SOCKS (Sung in a round) 

Black socks they never get dirty 

The longer you wear them the blacker they get 

Someday I’ll probably launder them 

But something keeps telling me don’t do it yet 

Not yet, not yet, not yet 

 

BOOM CHICKA BOOM  (a repeat after me song) 

I said a boom chicka boom! (2 times) 

I said a boom chicka rocka chicka rocka chicka boom! 

Oh yeah!... Alright! 

One more time…only _____style! 

Crew:  broom chicka moppa chicka moppa chicka 

broom! 

Space: moon take a rocket take a rocket to the moon! 
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CORN BREAD 

Corn Bread, We want our Corn Bread, 

Somebody took it,  

We want it back. 

(Keep repeating getting louder each time) 

 

DA MOOSE (repeat after me song) 

Da Moose, Da Moose 

Swimming in the water 

Eating his supper 

Where did he go? 

He went to sleep (3x)… Shhh! 

(Repeat LOUDER!) 

 

Dead moose, dead moose 

Floatin’ in the water 

Not eating his supper 

Where did he go? 

He decomposed (3x) 

 

DOODLEE DOO 

Please play for me that sweet melody 

called the Doodlee Doo Doodlee Doo; 

I like it so where ever I go,  

Just to Doodlee Doo, Doodlee Doo. 

Simplest thing, there isn’t much to it 

All you’ve got to do is Doodlee Doo-it! 

I like it so where ever I go,  

Just to Doodlee, Doodlee, Doo, Doo. 

Waddlee-acha, Waddlee-acha;  

Waddlee-o; Waddlee-o! 

Waddlee-acha, Waddlee-acha;  

Waddlee-o; Waddlee-o! 

Simplest thing, there isn’t much to it! 

All you’ve got to do is Doodle do-it! 

I like it so where ever I go,  

Just to Doodlee, Doodlee, Doo, Doo! 

 

EDDIE COOCHA 

CHORUS:  Eddie Coocha Catchinary Tossinary 

Tossinary Sammy Cammy Wacky Brown fell into the 

well, fell into the well, fell into the deep, dark well! 

1.) Suzy Jones, milkin’ in the barn, saw him fall, 

 Ran inside to tell her ma that... (CHORUS) 

2.)Suzy’s ma, bakin’ cracklin’ bread, went outside, and 

told old Joe what Suzy said that...(CHORUS) 

3.)Then old Joe, laid aside his pipe, picked up his 

cane, and hobbled in town to say that...(CHORUS) 

4.)To the well, everybody came, what a shame, It took 

so long to say his name that ...(CHORUS)... WHO? 

(CHORUS)...DROWNED! 

 

FATHER ABRAHAM 

Father Abraham had many sons 

And many sons had Father Abraham 

And I am one of them, and so are you-- 

So let’s all praise the Lord! 

-right arm  

-left arm  

-right leg  

-left leg 

-nod your head  

-turn around, sit down! 

 

FROGGIE (repeat after me song) 

Dog 

Dog-cat 

Dog- cat- mouse 

Froggy! 

Itsy bitsy teeny weeny ity bity froggy 

Jump Jump Jump Little froggy 

Gobble up all the little worms and spiders 

Fleas and flies scrumdidlishus 

Ribbit Ribbit Ribbit Ribbit Ribbit Ribbit Croak 

 

FUDGIE THE WHALE 

I am a great big mammal.  I’m a great big whale. 

I’ve got a chocolate head, and a chocolate tail. 

I just bought a new car and it was on sale. 

And when my friends call me up ,  

they ask for Fudgy the whale. 

I said, Fudgy!  Fudgy the whale! 

I said, Fudgy!  Fudgy the whale. 

Cha cha cha cha cha cha.  Cha cha cha cha cha. 

One more time. 

Cha cha cha cha cha cha. Cha cha cha cha cha. 

 

FUNKY MONKEY 

Once upon a time there was a funky monkey 

Watched too much TV he got a little chunky 

Then one day, he made up his mind 

To go out into the world to see what he could find 

Monkey!  Set yourself free 

Monkey!  Swing from tree to tree 

Monkey!  Do that monkey thing 

Monkey!  I really dig your swing 

 

GO BANANAS (sing along song) 

Form bananas, form, form bananas! 

Peel bananas, peel, peel bananas! 

Go bananas, go, go bananas! 

 

Form the orange, form, form the orange 

Peel the orange, peel, peel the orange! 

Squeeze the orange, squeeze, squeeze, the orange! 

 

Form potato, form, form potato, 

Peel potato, peel, peel potato, 

Mash potato, mash, mash potato! 

 

Form the mullet, form, form the mullet! 

Spike the mullet, spike, spike the mullet, 
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Rock the mullet, rock, rock the mullet! 

 

GRAND OLD DUKE OF YORK 

The grand old Duke of York, he had ten thousand 

men, 

He marched them up the hill and then he marched 

them down again.  

And when you’re up, you’re up, and when you’re 

down, you’re down. And when you’re only half-way 

up, you’re neither up nor down 

 

 

HERMAN THE WORM 

Sittin’ on the fence post chewin’ my bubble gum 

Playing with my yo-yo – duwop, duwop 

And along came Herman the Worm 

And he was thiiiis big. 

And I said, “Herman, how did you get so big brotha?!”  

And he said, “I just ate a carrot.”  

Repeat – changing the size of herman and what he 

ate. 

Final Verse: 

… And he was thiiiiiiis little. 

And I said, “Herman, how did you get so little, 

brother?!” 

And he said, “I burped.”  

 

HIPPOPOTAMUS   (repeat after me) 

What could make a hippopotamus smile? 

What could make him walk for more than a mile? 

It’s not a party with paper hats, 

Or cake and candy that makes him fat. 

That’s not what hippos do! 

 

Chorus: They… ooze in the goose without any shoes,  

They wade under water until their lips turn blue, 

That’s what hippos do! 

 

What could make a hippopotamus smile? 

What could make him walk for more than a mile? 

It’s not a tune on the ol’ Violin, 

Or listening to the whisteling wind. 

That’s not what hippos do! 

(Chorus) 

 

HOLE IN THE GROUND 

Down in the ground 

There was a hole, 

The prettiest hole 

That you ever did see! 

Well.... 

1.) The hole in the ground 

2.) The tree in the hole 

3.) The branch on the tree     

4.) The limb on the branch 

5.) The nest on the limb 

6.) The egg in the nest 

7.) The bird in the egg 

7.) The wing on the bird 

8.) The feather on the wing 

9.) The flea on the feather 

10.) The speck on the flea 

And the green grass grew all around and around  

And the green grass grew all around! 

 

HYGIENE (tune of Froggie) 

Lather 

Lather, Rinse! 

Lather, Rinse, Repeat 

HYGIENE! 

We like to be clean for our mommies,  

Soap, suds, shampoo all of the floor 

Girls don’t like to dance with little grimy boys 

Lather(5x) rinse, repeat! 

 

IF ALL THE RAINDROPS (sing along song) 

If all of the raindrops were lemon drops and gum 

drops, Oh, what a world this would be! I'd stand 

outside with my mouth open wide, goin' Ah, ah ah ah, 

ah ah ah, ah ah ah,  

If all of the raindrops were lemon drops and gum 

drops, Oh, what a world this would be!  

If all the mosquitoes were nacho Dorritos, Oh, what a 

world this would be!  

If all of the moonbeams, were popsicles and ice cream 

Oh, what a world this would be!  

If all of the pinecones were chocolate covered ice 

cream cones… 

 

IF YOU’RE HAPPY AND YOU KNOW IT 

If you’re happy and you know it, clap your hands! 

(repeat) 

If you’re happy and you know it and you really want 

to show it, 

If you’re happy and you know it, clap you hands! 

- stomp your feet 

- nod you head 

- shout, “Hooray” (“Camp Ernst”) (“Amen”) 

- do all four 

 

I’M A DUCK (repeat after me song) 

I’m a duck with a wing, with a wing, with a wing, I’m a 

duck with a wing, with a wing! 

I’m a duck with wings, with wings, with wings, I’m a 

duck with wings, with wings! 

I’m a duck with a foot, with a foot, with a foot, I’m a 

duck with a foot with a foot! 

I’m a duck with feet, with feet, with feet, I’m a duck 

with feet, with feet! 

I’m a duck that quacks, that quacks that quacks, I’m a 

duck that quacks that quacks 

QUACK! 
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JOHNNA REBECCA 

CHORUS: Johnna Rebecca, Johnna Rebecca, how could 

you be so mean? 

I told you you’d be sorry for inventing that machine! 

Now all the neighbors’ cats and dogs will never more 

be seen... 

They’ve all been turned to sausages in Johnna 

Rebecca’s machine! 

1.) One day, a little fat boy came into Johnna’s store. 

He bought a pack of sausages and laid it on the floor. 

He pulled out a little whistle and whistled a little 

tune, 

And all the little sausages went dancing around the 

room! (CHORUS) 

2.) One day the machine was broken, the crank-thing 

wouldn’t go, So Johnna stuck his head in to see what 

made it so. His wife was having nightmares, and 

walking in her sleep. She gave that crank one heck of 

a yank, and Johnna Rebecca was the meat! (CHORUS) 

 

LITTLE RED WAGON (repeat after me song) 

You can’t ride in my little red wagon! 

Front seats broken and the axle’s draggin’ 

Oohm-pa, oohm-pa-pa! 

Second verse same as the first – a little bit louder 

and little bit worse! 

 

LITTLEST WORM 

The littlest worm (repeat), I ever saw (repeat),  

Was stuck inside (repeat), A soda straw (repeat). 

The littlest worm I ever saw… was stuck inside a soda 

straw.  

2.  He said to me, don’t take a sip 

 ‘Cuz if you do, I’ll bite your lips! 

3.  I took a sip, and he went down 

 Right through my pipes, he must have drowned! 

4.  This is the end, there ain’t no more 

Unless that worm come back once more! 

 

MAC N’CHEESE 

I’ve got to have it, I’ve got to have it (x 2) 

Give me that mac n’ cheese – uh huh! 

Give me that mac n’ cheese – oh yeah! 

Give me that mac n’ cheese  

Give me that mac n’ cheese! 

(repeat lots of times) 

 

 

MILK SONG 

CHORUS: Don’t give me no pop, no pop 

Don’t give me no tea, no tea 

Just give me that Milk 

Moo, Moo, Moo, Moo 

Just give me that Milk 

Moo, Moo, Moo, Moo 

Give me a big M (M!!) 

Give me a little M (m) 

(CHORUS) 

Give me a big I (I!!) 

Give me a little I (i) 

(CHORUS) 

***Continue spelling out MILK*** 

 

MOOSE SONG (repeat after me song) 

There was a big moose  

Who liked to drink juice  

Chorus: 

Singing whoa-oh-oh-oh  

Whao whao whao  

Oh! Oh!  

Whao whao whao!  

Now the moose's name was Fred  

He liked to drink his juice in bed  

(Chorus) 

Now he drank his juice with care  

But he spilt it in his hair  

(Chorus) 

Now he's a sticky moose  

He's a moose full of juice  

 

MR. COLUMBUS 

In 1492 three ships went out to sea, 

The Nina and the Pinta and the Santa Marie, 

And as they sailed across the sea on that historic 

day, 

A way up in the crows nest you could hear Luigi say… 

I WANNA GO HOME! 

Please Mr. Columbus turn the boat around, 

Oh how I long to have the feel of two feet on the 

ground, 

Why you tella Isabella that the world is round? 

Please Mr. Columbus turn the boat around! 

 

NOO NOCKER 

Hands on myself!  (Hands on head) 

Whas dis das rite heer? 

Dis iz my noo nocker my mamma dear 

Noo nocker.  Noo nocker.  Nick nock nick noo 

(Nock head with fist with each phrase) 

Das vut I leerned in my school.  Yavold! 

 

(Add on to noo nocker, then repeat order) 

Horn blower Nose 

Sound catchers Ears 

Smooch meister Lips 

Swallow pump Throat 

Bread basket Stomach 

Bun dookies Bottom 

Leg elbows Knees 

Muck stompers Feet 

 



73 
 

PENGUIN ATTENTION 

Penguin Attention, Penguin Salute! 

Have you ever seen a penguin company? 

Take a look at me and a penguin you will see. 

Right Arm, Left Arm, Right Leg, Left Leg, Turn Around, 

etc.   

 

PIZZA HUT (repeat after me song) 

A Pizza Hut, A Pizza Hut 

Kentucky Fried Chicken and a Pizza Hut 

McDonalds, McDonalds 

Kentucky Fried Chicken and a Pizza Hut. 

 

A Jabba the Hutt, A Jabba the Hutt 

Luke Skywalker and a Jabba the Hutt 

Darth Vader, Darth Vader 

Luke Skywalker and a Jabba the Hutt 

 

A Jabba the Hut, a Jabba the Hut 

Luke SkyChicken and a Jabba the Hut 

McVader, McVader 

Luke SkyChicken and a Jabba the Hut 

 

 

PIZZA MAN 

Hey, Hey! Bo diddly bop! 

I gotta get back to my block. 

With a pizza in my hand 

I wanna be a pizza man! 

Pizza man, Pizza man! 

I wanna be a pizza man! 

 

Basketball – Michael Jordan 

Nunchucks – Jackie Chan 

Car Keys – Chevy Van 

 

PRINCESS PAT  (repeat after me song) 

1.) The Princess Pat ---lived in a tree 

She sailed across --The seven seas  

She sailed across --The channel two  

And took with her --A rigga-bamboo  

CHORUS: A rigga-bamboo  

Now what is that ? 

It’s something made--By the Princess Pat  

It’s red and gold --And purple too  

That’s why it’s called--A rigga-bamboo  

2.)Now Captain Jack--Had a mighty fine crew 

They sailed across--The channel two 

But their ship sank--And yours will too 

If you don’t take--A rigga-bamboo 

(CHORUS) 

3)Now Princess Pat---saw captain Jack 

She reeled him in---and brought him back. 

She saved his life---and his crew too 

Because she took---a rigga-bamboo 

(CHORUS) 

PURPLE STEW (sing along song) 

We’re making a purple stew 

Cha-Cha, Cha-Cha 

We’re making a purple stew 

Cha-Cha, Cha-Cha 

With Purple Tomatoes 

And Purple Potatoes 

And YOU are Purple too! 

(keep repeating louder) 

 

RAM SAM SAM 

A ram, sam sam, A ram sam sam 

Gooly gooly gooly gooly  

Ram sam sam (repeat all 3 lines) 

Oh rafi, oh rafi! 

Gooly gooly gooly gooly  

Ram sam sam (repeat all 3 lines) 

 

REESE’S PEANUT BUTTER CUP 

Reese’s Peanut Butter Cup! 

We sing this song to pump us up! 

Wham, bam choo choo train! 

Come on ____, do your thing! 

Person:  I can’t! 

Group:  Why not? 

Person: I can’t! 

Group: Why not? 

Person:  I just can’t! 

Group: But WHY not!? 

Person: My back’s too sore, the sun’s too bright my 

booty shakes from the left to the right: 

Everyone: Left, right, left, right, left, right, left right, 

left, right, left right, left right, left, right! 

 

SINGIN’ IN THE RAIN 

I’m singin’ in the rain, just singin’ in the rain, 

What a glorious feeling, I’m happy again. 

Hold it! (Hold it!) 

Thumbs out! (Thumbs out!)  

**add one action each time:  thumbs out, elbows in, 

knees bent, tongue out*** 

A choo choo chacha, choo choo chacha,   

Choo choo chacha!! 

 

SHAKE YOUR HAND (repeat after me song) 

Now, shake your hand  

Shake, shake, shake, shake your hand.  

Now, shake your arm,  

Shake, shake, shake, shake your arm.  

Now, shake your leg,  

Shake, shake, shake, shake your leg.  

Now, shake your head,  

Shake, shake, shake, shake your head.  

Now, shake your body,  

Shake, shake, shake, shake your body. 
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S’MORE SONG (Pizza Hut tune) 

A Marshmallow, a marshmallow 

2 Graham crackers and marshmallow 

Add Chocolate, Add Chocolate 

2 Graham crackers and a marshmallow 

 

SOUND OFF 

Sound off! -- Y--M!  Once more!--C--A! 

Break it down! --Y-M-C-A-YM-(clap clap)--CA! 

The Y’s an open door! (you’re right!) 

Since 1844!  (you’re right!) 

The building of our youth!  (you’re right!) 

In character and truth! (you’re right!) 

Sound off! -- Y--M!  Once more! ---C--A! 

Break it down! --YMCA-YM-(clap clap)-CA!!!! 

 

SWIMMING POOL (sing along song) 

Swimming, Swimming,  

In my swimming pool, 

When days are hot, when days are cold,  

In my swimming pool 

Breast stroke, side stroke, fancy diving too! 

Don’t you wish that you had nothing else to do but… 

(repeat, humming a line each time until you hum the 

entire song) 

 

TARZAN (this is a repeat after me song) 

Tarzan-- Swingin on a rubber band  

Tarzan --Smacked into a frying pan  

Whoo that hurts! 

Now Tarzan has a tan  

And I hope it don’t peel  

Like…A...Ba…Nana!  

2.)Jane--Flying in an airplane 

Jane--Smashed into a traffic lane 

Whoo  that hurts! 

Now Jane has a pain 

3.) Cheetah--Boppin’ to the Beatah 

Cheetah--Was eaten by an amoeba 

Whoo that hurts! 

Now Cheetah is Velveeta 

 

TARZAN OF THE APES 

I like bananas, coconuts and grapes (3 times) 

That’s why they call me Tarzan of the Apes! 

(drop off a fruit each time; add HUAH ) 

 

TERRANCE THE BEAR (repeat after me) 

1)There was a bear 

He had purple hair 

And huge gold chains 

He was from Spain 

FIESTA!!! 

 

2)Terrance was his name 

Checkers was his game 

He played every day  

Beside the bay 

FIESTA!!! 

3) He went to work 

His boss was a jerk 

But he didn’t care 

‘Cause Terrance was a bear! 

FIESTA!!! 

 

TODAY IS MONDAY 

Today is ____day, today is ____day: 

(Monday - washday 

Tuesday - green beans 

Wednesday - soup 

Thursday - roast beef 

Friday - fish 

Saturday – payday 

Sunday – Church) 

Everybody happy? Well I should say! 

 

WADATNCHEW (repeat after me song) 

Wadatnchew  

bodote skadeeten daten wadatnchew 

It skitely oten doten bodote skadeeten daten 

wadatnchew  

1.)Oten doten little boaten 

2.)Iten diten little kitten 

3.)Oodle woodle little noodle 

4.)Iddle diddle little fiddle 

End of the song: YMCA wadatnchew HUH!! 

 

GRACES 
 

ALPHABET  

A-B-C-D-E-F-G 

Thank You Lord for feeding me 

 

AMEN 

Amen (5 times) Sing it over! 

Amen – Hallelujah! 

Amen – Praise the Lord! 

Amen (3times) 

 

ADDAMS FAMILY  

Do-do-do-do(snap snap) 

Do-do-do-do(snap snap) 

Do-do-do-do 

Do-do-do-do 

Do-do-do-do(snap snap) 

We thank you for this food Lord, for Mom and Dad 

and you Lord. We thank you for this food Lord to get 

us through the day! 
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BEWITCHED  

Thank you, it is delicious 

Thank you, it comes from Jesus 

Thank you, for the delicious food! 

Chet-boom! 

 

FLINSTONES 

God is  

Great and God is  

Good and so we thank Him for our food.  

God is  

Great and God is  

Good and so we thank Him for our food.  

Amen, ah-ah-ah-ah-ah-amen.  

Amen, ah-ah-ah-ah-ah-amen.  

God is  

Great and God is  

Good and so we thank Him for our -  

We thank Him for our -  

We thank Him for our food! 

 

GOD OUR FATHER 

God our Father (repeat) 

Once again (repeat) 

We will ask thy blessing (repeat) 

Amen (repeat) 

 

JAMAICAN DOXOLOGY 

Praise God from whom all blessings flow 

Praise Him all creatures here below. 

Praise Him above ye heavenly hosts, 

Praise Father, Son, and Holy Ghost. 

Amen (12 times) 

Praise Father, Son and Holy Ghost! 

 

JOHNNY APPLESEED (MONRING) 

Oh I wake up in the mornin’,  

as happy as can be. 

Because I know that with His care, 

The apple seed will still be there. 

The Lord is good to me! 

 

JOHNNY APPLESEED (AFTERNOON) 

Oh the Lord is good to me 

And so I thank the Lord. 

For giving me the things I need  

The sun and the rain and the apple seed 

The Lord is good to me! 

 

KUMBYYAH 

For the food we eat, we thank you.  

For the friends we meet, kind and true.  

For the fun we share, all day through.  

Oh Lord, we thank you.  

 

NOONTIME 

Noontime is here, 

The board is spread. 

Thanks be to God 

Who gives us bread. 

Praise God for bread! 

 

ROCK N’ ROLL 

God is great, God is good 

And we thank Him for our food. 

We’re gonna thank Him mornin’, noon, and night  

We’re gonna thank our God cause He’s outta sight 

Amen! (chet….) (3 times) 

 

SPIDERMAN 

Thank you Lord, Thank you Lord 

Thank you Lord, Thank you Lord 

For giving us food, For giving us food 

For giving us food, For giving us food 

Thank you Lord (chet….) 

For giving us food (chet….) 

 

SUPERMAN 

Thank you Lord for giving us food (repeat) 

For daily bread we thank you Lord 

Thank you Lord for giving us food! 

 

THRILLER 

Because it’s good food  

From the Lord 

And we just want to eat so come on and lets receive 

it 

‘Cause it’s good food 

From the Lord 

And we just want to eat it so come on and lets be 

seated!  

 

YANKEE DOODLE 

We thank you Lord for daily bread  

For rain and sunny weather  

We thank you Lord for this our food  

And that we are together  

Thank you, thank you, thank you Lord  

Thank you, thank you, thank you Father  

Thank you Lord for this our food  

And that we are together. 
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RISE AND SHINE 

1.) Rise and Shine and give God your glory, glory 

(repeat) 

Rise and Shine and (clap) give God your glory, glory. 

Children of the Lord. 

2.) The Lord said to Noah “There’s gonna be a floody 

floody (repeat) 

Get your children (clap) out of the muddy muddy” 

Children of the Lord 

3.) Noah he built him, he built him an arky 

arky (repeat) 

Made it out of hickory barky, barky. Children of the 

Lord 

4.) The animals, they came on, they came on by 

twosies twosies (repeat) 

Elephants and kangaroosies roosies. Children of the 

Lord 

5.) It rained and it poured for forty nights and 

daysies daysies (repeat) 

Nearly drove those animals crazy, crazy. Children of 

the Lord 

6.) Noah, he sent out, he sent out a dovey  

dovey (repeat) 

Sent him to the heavens abovey bovey. Children of 

the Lord. 

7.) The sun came out and dried off the landy landy 

(repeat) 

Everything was fine and dandy, dandy. Children of the 

Lord. 

8.) This is the end of, the end of, my story  

story (repeat) 

Everything is hunky dory dory. Children of the Lord. 

 

 

CHAPEL SONGS 
 

 

DOWN IN MY HEART 

I’ve got the __, __, __,__, down in my heart. 

Where? 

Down in my heart! 

Where? 

Down in my heart! 

I’ve got the __, __, __,__, down in my heart. 

Down in my heart to stay! 

-Joy 

-Love of Jesus 

-Wonderful love of my blessed redeemer way down in 

the depths of my heart. 

 

GETTING’ JESUS WITH IT 

1.)Jesus was a cool dude, 40 days without food 

Livin his life by the golden rule. 

He’s got blood on his face, amazing grace 

Spreadin’ his love all over the place 

CHORUS: Singin na-na-na-na-na-na-na-na, na-na-

na-na-na-na-na-na (getting Jesus with it!) na-na-na-

na-na-na-na-na, na-na-na-na-na-na-na-na (getting 

Jesus with it!) 

Yes Jesus loves Me (3 times) 

The Bible tells me so! 

2.)His body was broken leavin us a token,  

Of God’s love livin in the world today  

He’s got mud on his face, amazing grace 

Spreadin his love all over the place (CHORUS) 

3.) Mary was His mother, we’re sisters and brothers 

God’s gonna come and show us the way 

He’s got blood on his face, amazing grace 

spreadin’ his love all over the place (CHORUS) 

 

GREAT DAY 

As I wake up to this day, I think of all my life- 

I think of you and me, and our new life of love... 

That’s the only way to greet a day as great as this 

new day will be, my friend 

‘cuz it’s a GREAT DAY! 

Shout it in the morning GREAT DAY! 

Shout it in the evening GREAT DAY! 

Shout, shout, glory halleluia! 

 

HALLELU 

Hallelu, hallelu, hallelu, hallelujah! 

Praise ye the Lord. 

Hallellu, hallelu, hallelu, hallelujah! 

Praise ye the Lord. 

 

Praise ye the Lord, Hallelujah! 

Praise ye the Lord, Hallelujah! 

Praise ye the Lord, Hallelujah! 

Praise ye the Lord. 

(Spanish:  Gracias Senor) 

 

HAPPY DAY 

It’s a happy day, and I thank God for the weather. 

It’s a happy day, and I’m livin’ it for my Lord. 

It’s a happy day and things are gonna get better. 

Livin’ each day by the promises of God’s word. 

 

JOY! 

(3 part round) 

J is for Jesus 

O is for others 

And Y-ay-ay-ay is for you and you 

and you and you and you and you. 

 

Joy, joy, joy,  

Oh there’s joy, joy, joy 

Oh there’s joy, joy, joy,  

Oh there’s joy, joy, joy 

 

Waaaaah-wah-wah-wah-wah-wah 
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wah-wah-wah-wah-wah 

wah-wah-wah-wah-wah 

wah-wah-wah-wah-wah 

 

PHARAOH, PHARAOH 

CHORUS: I said, Pharaoh Pharaoh,  

Oh no…Gotta let my people go – 

Yeah, Yeah, Yeah, Yeah (repeat) 

1.)Well the burning bush told me just the other day; 

that I should come over here and stay. Gotta get 

God’s people out of Pharaoh’s hands. And lead them 

across to the promised land (CHORUS) 

2.) Well me and God’s people comin to the Red Sea, 

And Pharoah’s army comin after me. I raised my rod  
 

and stuck it in the sand, all of God’s people walked 

across dry land (CHORUS) 

3.) Well-a Pharoah’s army is a comin’ too, so what do 

you think that I did do. I raised my rod and I cleared 

my throat, and all of Pharoah’s army did the dad 

man’s float. (CHORUS) 

RIVER OF LIFE 

I’ve got a river of life flowing out of me, 

Makes the lame to walk and the blind to see, 

Opens prison doors sets the captives free, 

I’ve got a river of life flowing out of me! 

Spring up a well! 

(goosh, goosh, goosh, goosh) 

Into my soul 

Spring up a well! 

(splish splash) 

And make me whole 

Spring up a wel! 

(WHOOSH!) 

And give to me 

That life abundantly! 

 

BED TIME SONGS 

 
AMAZING GRACE 

1. Amazing Grace, how sweet the sound, that saved a 

wretch like me; I once was lost, but now I’m found, 

was blind, but now I see. 

2.’Twas grace that taught my heart to fear, and grace 

my fears relieved; how precious did that grace appear 

the hour I first believed. 

3. Through many dangers, toils and snares, I have 

already come; ‘twas grace that brought me safe thus 

far, and grace will lead me home. 

5. When we’ve been there 10,000 years, bright 

shining as the sun; we’ve no less days to sing God’s 

praise than when we first begun. 

 

BLIND MAN 

Blind Man stood by the road and he cried (3x) 

He cried oh-oh-oh- 

Show me the way (3x) 

The way to go home… 

Woman stood by the well and she cried (3x) 

She cried oh-oh-oh 

Show me the truth (3x) 

And the way to go home… 

Tax man sat in the tree and he cried (3x) 

He cried oh-oh-oh- 

Show me the life (3x) 

And the way to go home… 

Jesus hung on the cross and He cried (3x) 

He cried oh-oh-oh 

I am the Way 

I am the Truth 

I am the Life, 

The way to go Home… 

 

 

COLORS OF THE WIND 

You think you own whatever land you land on 

The earth is just a dead thing you can claim 

But I know every rock and tree and creature 

Has a life, has a spirit, has a name 

 

You think the only people who are people 

Are the people who look and think like you 

But if you walk the footsteps of a stranger 

You'll learn things you never knew you never knew 

 

Have you ever heard the wolf cry to the blue corn 

moon 

Or ask the grinning bob cat why he grins 

Can you sing with all the voices of the mountain 

Can you paint with all the colors of the wind 

Can you paint with all the colors of the wind 

 

Come run the hidden pine trails of the forest 

Come taste the sun-sweet berries of the earth 

Come roll in all the riches all around you 

And for once never wonder what they're worth 

 

The rainstorm and the river are my brothers 

The heron and the otter are my friends 

And we are all connected to each other 

In a circle of a hoop that never ends 

 

Have you ever heard the wolf cry to the blue corn 

moon 

Or let the eagle tell you where he's been 

Can you sing with all the voices of the mountain 

Can you paint with all the colors of the wind 

Can you paint with all the colors of the wind 

 

How high does the sycamore grow 

If you cut it down then you'll never know 
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And you'll never hear the wolf cry to the blue corn 

moon 

For whether we are white or copper skinned 

We need to sing with all the voices of the mountain 

We need to paint with all the colors of the wind 

 

You can own the earth and still 

All you own is earth until 

You paint with all the colors of the wind 

 

CRAYON SONG 

1.) When I was just a little child no taller than your 

knee. My mother bought a box of crayons just for me. 

Well I picked ‘em up and I opened ‘em up and I 

reached way down inside; and the colors there 

remided me of Jesus when he died. 

CHORUS: Red is the color of the blood that He shed. 

Brown is for the crown of thorns they placed upon 

His head. Blue is for royalty, within Him did it dwell. 

And yellow is for the Christian who’s afraid to tell. 

2.) Well, I colored and I colored, till my crayons were 

all gone; and now that I’m much older now, the 

memory lingers on. And when I see a little child, 

crayon box in hand, I tell him what it means to me 

and hope he’ll understand. 

(CHORUS) 

 

FEELIN’ GROOVY 

Slow down, you move too fast, 

You’ve got to make the morning last – just 

Kickin’ down the cobble stone, 

Lookin’ for fun and feelin’ groovy 

Badadadada..... Feelin’ groovy! 

Hello lamp post, what cha knowin’ 

I’ve come to watch your flowers growin’ 

Ain’t you got no rhymes for me 

Do-it dododo…….Feelin’ groovy! 

Badadadada...…... Feelin groovy! 

I’ve got no deeds to do, no promises to keep. 

I’m dappled and drowsy and ready to sleep.  

Let the morning’ tide drop all it’s petals on me. 

Life I love you…..all is groovy! 

Badadadada...…... Feelin groovy! 

 

FOR GOOD 

I've heard it said 

That people come into our lives for a reason 

Bringing something we must learn 

And we are led 

To those who help us most to grow 

If we let them 

And we help them in return 

Well, I don't know if I believe that's true 

But I know I'm who I am today 

Because I knew you... 

Like a comet pulled from orbit 

As it passes a sun 

Like a stream that meets a boulder 

Halfway through the wood 

Who can say if I've been changed for the better? 

But because I knew you 

I have been changed for good 

 

It well may be 

That we will never meet again 

In this lifetime 

So let me say before we part 

So much of me  

Is made from what I learned from you 

You'll be with me 

Like a handprint on my heart 

And now whatever way our stories end 

I know you have re-written mine 

By being my friend... 

Like a ship blown from its mooring  

 

By a wind off the sea 

Like a seed dropped by a skybird 

In a distant wood 

Who can say if I've been changed for the better? 

But because I knew you 

Because I knew you 

I have been changed for good 

 

And just to clear the air 

I ask forgiveness 

For the things I've done you blame me for 

 

But then, I guess we know 

There's blame to share 

And none of it seems to matter anymore 

 

Like a comet pulled from orbit 

As it passes a sun 

Like a stream that meets a boulder 

Halfway through the wood 

 

Like a ship blown from its mooring  

By a wind off the sea 

Like a seed dropped by a bird in the wood 

 

Who can say if I've been  

Changed for the better? 

I do believe I have been 

Changed for the better 

 

And because I knew you... 

Because I knew you... 

Because I knew you... 

I have been changed for good... 
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HALLELUJAH 

I heard there was a secret chord 

that David played and it pleased the Lord 

But you don't really care for music, do you?  

Well it goes like this: 

The fourth, the fifth, the minor fall and the major lift 

The baffled king composing Hallelujah 

 

Hallelujah, Hallelujah, Hallelujah, Hallelujah 

 

Well your faith was strong but you needed proof 

You saw her bathing on the roof 

Her beauty and the moonlight overthrough ya 

She tied you to her kitchen chair 

She broke your throne and she cut your hair 

And from your lips she drew the Hallelujah 

 

Hallelujah, Hallelujah, Hallelujah, Hallelujah 

 

Well, maybe I've been here before 

I've seen this room and I've walked this floor 

I used to live with alone before I knew ya 

I've seen your flag on the marble arch 

But love is not a victory march 

It's a cold and it's a broken Hallelujah 

 

Hallelujah, Hallelujah, Hallelujah, Hallelujah 

 

There was a time when you let me know 

What's really going on below 

But now you never show that to me do ya 

But remember when I moved in you 

And the holy dove was moving too 

And every breath you drew was Hallelujah 

 

Hallelujah, Hallelujah, Hallelujah, Hallelujah 

 

And maybe there's a God above 

But all I've ever learned from love 

Was how to shoot somebody who outdrew ya 

Well it's not a cry that you hear at night 

It's not somebody who's seen the light 

It's a cold and it's a broken Hallelujah 

Hallelujah, Hallelujah, Hallelujah, Hallelujah 

 

HOUSE AT POOH CORNER 

Christopher Robin and I walked along 

Under branches lit up by the moon 

Posing our questions to Owl and Eeyore 

As our days disappeared all too soon 

But I've wandered much further today than I should 

And I can't seem to find my way back to the wood 

 

So help me if you can, I've got to get 

Back to the house at Pooh Corner by one 

You'd be surprised, there's so much to be done 

Count all the bees in the hive 

Chase all the clouds from the sky 

Back to the days of Christopher Robin and Pooh 

 

Winnie the Pooh doesn't know what to do 

Got a honey jar stuck on his nose 

He came to me asking help and advise 

And from here no one knows where he goes 

So I sent him to ask of the owl if he's there 

How to loosen the jar from the nose of a bear 

 

So help me if you can, I've got to get 

Back to the house at Pooh Corner by one 

You'd be surprised, there's so much to be done 

Count all the bees in the hive 

Chase all the clouds from the sky 

Back to the days of Christopher Robin and Pooh 

 

It's hard to explain how a few precious things 

Seem to follow throughout all our lives 

After all's said and done I was watching my son 

Sleeping there with my bear by his side 

So I tucked him in, kissed him 

And as I was going 

I swear that old bear whispered 

Boy, welcome home! 

 

Believe me if you can, I've got to get 

Back to the house at Pooh Corner by one 

What do you know, there's so much to be done 

Count all the bees in the hive 

Chase all the clouds from the sky 

Back to the days of Christopher Robin and Pooh 

Back to the ways of Christopher Robin and Pooh 

Back to the ways of Pooh 

 

 

IF I HAD A HAMMER 

If I had a hammer 

I'd hammer in the morning 

I'd hammer in the evening 

All over this land 

I'd hammer out danger! 

I'd hammer out a warning! 

I'd hammer out love between my brothers and my 

sisters 

All over this land 

If I had a bell 

I'd ring it in the morning 

I'd ring it in the evening 

All over this land 

I'd ring out danger 

I'd ring out a warning 

I'd ring out love between my brothers and my sisters 

All over this land 
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If I had a song 

I'd sing it in the morning 

I'd sing it in the evening 

All over this land 

I'd sing out danger 

I'd sing out a warning 

I'd sing out love between my brothers and my sisters 

All over this land 

 

Well I've got a hammer 

And I've got a bell 

And I've got a song to sing 

All over this land 

It's the hammer of justice 

It's the bell of freedom 

It's the song about love between my brothers and my 

sisters 

All over this land 

 

JET PLANE 

John Denver 

1.)All my bags are packed I’m ready to go. 

I’m standing here outside your door. 

I hate to wake you up to say good-bye, 

But the dawn is breaking, it’s early morn. 

The taxi’s waiting, he’s blowin’ his horn. 

Already I’m so lonesome I could cry. 

CHORUS:  So kiss me and smile for me 

Tell me that you’ll wait for me. 

Hold me like you’ll never let me go. 

Cause I’m leavin’ on a jet plane. 

Don’t know when I’ll be back again. 

Oh Babe, I hate to go. 

2.)There are so many times I’ve let you down. 

So many times I’ve played around. 

I tell you now, they don’t mean a thing. 

Every place I go I’ll think of you. 

Every song I sing I’ll sing for you. 

When I come back, I’ll wear your wedding ring. 

(CHORUS) 

3.)Now the time has come to leave you. 

One more time let me kiss you. 

Then close your eyes, I’ll be on my way. 

Dream about the days to come, 

When I won’t have to leave alone. 

About the time when I won’t have to say.... 

(CHORUS) 

 
KUMBAYA 

_________my Lord, _______ (3 times) 

Oh Lord _________! 

--Kumbaya 

--Someone’s crying 

--Someone’s laughing 

--Someone’s loving 

--Someone’s giving 

--Someone’s praying 

--Someone’s singing 

--Come by here 

 

LINGER 

Mm..mm I wanna linger, Mm..mm a little longer, 

Mm..mm a little longer here with you... 

Mm..mm It’s such a perfect night, Mm..mm it really is 

just right Mm..mm that I should spend it here with 

you! (Friday night: Mm..mm It’s such a perfect night, 

Mm..mm it doesn’t seem quite right Mm..mm that it 

should be my last with you!) 

Mm..mm Come September, Mm..mm I will remember 

Mm..mm Camp Ernst days and friendships true. 

Mm..mm And as the years go by, Mm..mm I’ll think of 

you and sigh; Mm..mm this is goodnight and not 

good-bye! 

 

LORD I LIFT YOUR NAME ON HIGH 

Lord, I lift Your name on high. 

Lord, I love to sing Your praises. 

I’m so glad You’re in my life.  

I’m so glad You came to save us. 

You came from heaven to earth to show the way, 

From the earth to the cross, my debt to pay,  

From the cross to the grave, from the grave to the 

sky, 

Lord I lift Your name on High! 

 

ONE NAME 

One name under heaven, whereby we must be saved 

(repeat) 

Forgiven of our sins, baptized in the water; 

Filled with the Holy Ghost – washed in the blood of 

the lamb (repeat) 

Free, really free my friend, 

Freed by the blood of the Lamb. (repeat) 

God’s gonna move this place, God’s gonna move this 

place, 

God’s gonna turn this whole world upside down! 

(repeat) 

 

ONE TIN SOLDIER 

Listen, children, to a story that was written long ago, 

‘bout a kingdom on a mountain, and the valley far 

below. 

On the mountain was a treasure, buried deep beneath 

the stone,  

And the valley people swore they’d have it for their 

very own. 

CHORUS: So go ahead and hate your neighbor, go 

ahead and cheat a friend. 

But do it in the name of heaven, you can justify it in 

the end. 

There won’t be any trumpets blowin’ on the 

judgement day; 
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And on the bloody morning after- 

One tin solider rides away. 

2.) So the people of the valley sent a message up the 

hill, 

asking for the buried treasure, tons of gold for which 

they’d kill. 

Came an answer from the mountain, “With our 

brothers, we will share, 

all the riches of our mountain, all the treasure buried 

there.”(CHORUS) 

3.)So the valley cried with anger, “Mount your horses, 

draw your sword!” 

And they killed the mountain people, so they won 

their just reward. Now they stood beside the 

treasure, on the mountain, dark and red; 

Turned the stone and looked beneath it, “Peace on 

earth was all it said.” 

(CHORUS) 

 

OVER THE RAINBOW 

Somewhere over the rainbow, way up high 

There's a land that I heard of once in a lullaby 

Somewhere over the rainbow, skies are blue 

And the dreams that you dare to dream really do 

come true 

Someday I'll wish upon a star,  

And wake up where the clouds are far behind me 

Where troubles melt like lemon drops, 

Away above the chimney tops  

That's where you'll find me 

Somewhere over the rainbow, bluebirds fly 

Birds fly over the rainbow, why then oh why can't I? 

If happy little bluebirds fly, beyond the rainbow, 

Why oh why can't I? 

 

PASS IT ON 

1.) It only takes a spark to get a fire going. 

And soon all those around will warm up to its 

glowing. That’s how it is with God’s love, once you’ve 

experienced it; you spread His love to everyone, you 

want to pass it on   

2.) What a wondrous time is spring, when all the trees 

are budding, the birds begin to sing, the flowers start 

their blooming. That’s how it is with God’s love, once 

you’ve experienced it; you want to sing, it’s fresh like 

Spring, you want to pass it on 

3.) I wish for you my friend this happiness that I’ve 

found.  

You can depend on Him, it matters not where you’re 

bound. You shout it from a mountaintop PRAISE GOD! 

I want my world to know; the Lord of love has come 

to me, I want to pass it on. 

 

SWING LOW 

Swing low sweet chariot, comin’ for to carry me home. 

(2X 

I looked over Jordan, and what did I see? 

Comin’ for to carry me home. 

A band of angels watching over me, 

Comin’ for to carry me home! 

Swing low, sweet chariot, comin’ for to carry me 

home.  (2x) 

 

TAPS 

Day is done 

Gone the sun 

From the lakes, from the hills, from the sky 

All is well 

Safely rest 

God is nigh 

 

TODAY 

CHORUS: Today, while the blossoms still cling to the 

vine, I’ll taste your strawberries; I’ll drink your sweet 

wine. A million tomorrow’s shall all pass away, 

Ere, I forget all the joys that are mine....Today. 

1.)I’ll be a dandy and I’ll be a rover; 

You’ll know who I am by the song that I sing. 

I’ll feast at your table, I’ll sleep in your clover; 

Who cares what tomorrow shall bring! 

(CHORUS) 

2.)You can’t be contented with yesterday’s glories 

You can’t live on promises winter to spring 

Today is my moment and now is my story 

I’ll laugh and I’ll cry and I’ll sing! 

3.)Oh life is a pleasure that fades much too quickly, 

You laugh and you love and you sing your bright 

song.   

Tomorrow the sun might fade and you are lonely, so 

sing and we’ll carry it on! 

(CHORUS) 

 

A WHOLE NEW WORLD 

Disney 

 

I can show you the world 

Shining, shimmering, splendid 

Tell me, princess, now when did 

You last let your heart decide? 

 

I can open your eyes 

Take you wonder by wonder 

Over, sideways and under 

On a magic carpet ride 

 

A whole new world 

A new fantastic point of view 

No one to tell us no 

Or where to go 

Or say we're only dreaming 

 

A whole new world 
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A dazzling place I never knew 

But when I'm way up here 

It's crystal clear 

that now I'm in a whole new world with you 

 

Now I'm in a whole new world with you 

 

Unbelievable sights 

Indescribable feeling 

Soaring, tumbling, freewheeling 

Through an endless diamond sky 

 

A whole new world 

Don't you dare close your eyes 

A hundred thousand things to see 

Hold your breath - it gets better 

I'm like a shooting star 

I've come so far 

I can't go back to where I used to be 

A whole new world 

Every turn a surprise 

With new horizons to pursue 

Every moment gets better 

I'll chase them anywhere 

There's time to spare 

Let me share this whole new world with you 

 

A whole new world 

A whole new world 

That's where we'll be 

That's where we'll be 

A thrilling chase 

A wondrous place 

For you and me 
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YMCA Camp Ernst Skit List (modified 2004) 

 

Director Skit- The play: Mom’s cooking, daughter eats cookie and dies.  Mom calls the ambulance.  The paramedic comes and 

pronounces her dead.  The director (always irritated and barking instructions): first time was too unemotional, so this time do 

it with more feeling; second time is too excited; third time is in slow motion; finally cast chases off director. 

 

Movie Skit-“Nerd” guy is taking girl to movies, only seats left are at opposite ends of a row.  “Do you want some popcorn?”  

The popcorn must be passed down and people help themselves.  None left when it gets to the girl.  Next he asks if she wants a 

drink.  Again the same thing happens.  Then he puts his arm around the person next to him saying, “It’s for her pass it down.”  

Then he kisses the person next to him.  The fellow who finally kisses the girl ends up leaving with her. 

 

Dueling Flashlights- 2 people shine pen lights up their noses turning them off and on to the tune of “Dueling Banjos.” 

 

Bridge Skit- Newspaper reporter stands on a bridge ready to jump.  2nd person, “What’s wrong?’  Reporter, “I’m a newspaper 

reporter and I don’t have a story!”  2nd person, “If you think that’s bad I’m_________________________ and my clothes don’t match 

(adapt according to counselors).”  Reporter: “let’s jump together.”  3rd person…4th person… and so on.  Finally, all end up 

jumping except the original reporter, who now has a story, “Headline: 10 Counselors Jump From Bridge.” 

 

Doctor’s Office-First patient is fine and is there for a check up.  Receptionist has him sit in the waiting room.  2nd patient 

comes in with a bad case of the sneezes, sits next to the 1st patient who gradually acquires the sneezes.  2nd patient leaves 

when all of his sneezes have been transferred to the 1st patient.  3rd patient has itches and leaves the 1st patient itching and 

sneezing.  4th patient has hiccups.  Final patient comes in and is visibly pregnant, 1st patient runs out screaming. 

 

Spitting Contest-Contestants spit (pretend to, of course) as high as they can while master of ceremonies catches spit in a 

metal bucket (make noise by flicking his finger against the bottom of the bucket). For some reason the m.c. chases one of the 

contestants around trying the throw the bucket of spit on him.  As the contestants run through the crowd, the m.c. throws the 

buckets contents (confetti)all over everyone. 

 

Little People-1st person’s hand are in shoes as if the were feet.  2nd person stands behind and puts arms around so that they 

are the arms of the “little person.”  Little person performs tasks such as morning or exercise routines. 

 

Pick Pockets- Two old pick-pocketing friends literally ran into each other on the street.  They try to impress each other with 

what they were able to pick from other people during this chance encounter.  After several retries and many different pick-

pocketed articles  (wallets, watches, rabbit foots, etc) one shows that he has the other’s underwear. (or you can let the last 

guy have the other guy’s liver.) 

 

I’ve Got to go Wee-Whole group is lying next to each other as if sleeping.  1st one says, “I’ve got to go wee.”  Message is 

passed down to the group leader who passes back that they must wait.  After another time or two of this, the leaders finally 

says OK and they all jump up & down saying, “Wee!” 

 

Water Shortage-Several people use one pitcher of water to brush teeth and rinse, rinse shaving cream off razor, wash comb.  

Then someone comes in and is so thirsty that he drinks it. 

 

Improv-Items are given to a group, with 10 minutes to prepare a skit or short play using the props. 
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If I Were Not at Camp Ernst -People stand in line dressed according to their role: 

         1st person: If I were not at Camp Ernst, I know just what I’d be, 

                If I were not at Camp Ernst, a farmer I would be. 

               And as you pass me by this is what you’d hear me cry:  

    (Milking a water filled rubber glove) Give Bessie give, the babies gotta live.  2X 

         2nd person: politician: Kiss the baby, shake a hand, buy the people’s vote (throw candy).  2X 

     Repeat 2X again as 1st person sings their line 2X. 

         3rd person: birdwatcher: Hark, hark, I think I see a lark (splat mayonnaise). 

         4th person: football player: Set, Hut, Kick ‘em in the butt. 

 

Echo Skit-Tour guide (showing off the sites to some visitors);  “Now let me demonstrate for you our echo from this point, 

Hello…” Person hidden in the woods echoes back, “Hello…” Tour guide:  “Now you try it.”  1st tourist: “Yabba dabba doo…” 

Echo: “Yabba dabba doo…” 2nd tourist: “Baloney…” The echo is silent.  Try again.  Still, no response.  Finally, the 3rd tourist 

says something like, “Let me try: I’m the greatest counselor of all time!”  And the echo says, “Baloney!”  

 

Buffalo Bart-Little boy searches his pocket and puts a quarter into the gunfighter.  Bart straightens up and says, “Howdy 

partner, so you want to tangle with Buffalo Bart, do you?”  Well, grab a hat and a gun, take 10 paces turn around and give it 

your best shot.  “1,2,3,4,5,6,7,8,9 BANG. Sorry partner better luck next time.”  The boy feels like he has been cheated so he 

fishes out a quarter and this time looks over his shoulder at each number.  “1,2,3,4,5,6,7,7,7,7” Boy turns around to see what 

is the matter.  “BANG.  Sorry partner better luck next time.”  Really mad this time, the boy finds another quarter, inserts it, 

takes a gun and stands there pointing it directly at Bart’s face.  “…So you want to tangle with Buffalo Bart do you?  We’ll grab 

a hat and a gun…and…er…(cough)” As Bart sputters and quits the enraged boy starts to stomp off.  “BANG.  Sorry partner 

better luck next time.” 

 

Truck Stop Skit-A trucker (with CB lingo) pulls into a restaurant.  “Do you have cheeseburgers?”  “Yes”  “I’ll have one of those 

but hold the cheese please.  And I’ll have some chicken soup.”  “HEY CHARLIE, CHEESEBURGER, HOLD THE CHEESE, AND SOME 

CHICKEN SOUP.”  “Oh, excuse me I see here that you have pea soup, I’d like some of that instead of the chicken.”  “HEY 

CHARLIE, SCRATCH THE CHICKEN MAKE IT PEA.”  And what kind of pie do you have?”  “APPLE, PECAN AND CHOCOLATE.”  “I’ll 

have cherry.”  After much going back and fourth between the waitress and trucker, his food is finally served which he proceeds 

to eat.  A motorcycle gang pulls up outside and they come in and harass the trucker as he eats.  He calmly get up, pays his bill 

and leaves.  A gang member says to the waitress, “Wasn’t much of a man was he?” “NO, AND NOT MUCH OF A TRUCK DRIVER 

EITHER, HE JUST RAN OVER YOUR MOTORCYCLES.” 

 

Horse Skit-Ranch Counselor chooses “camper” (another Ranch Counselor) to teach to ride a horse.  Camper trips while running 

to the horse.  Camper says he has been riding for 10 years but then holds fingers up to show he is only 5.  Counselor helps 

camper mount…puts wrong foot in stirrup, ends up backwards.  “Hey, where’d his head go?”  Camper jumps off back of horse.  

“DON’T EVER GO BEHIND A HORSE.  IT’S STRONG BACK THERE.”  Camper lifts tail and sniffs,  “Boy, it sure is!”  Trying to mount 

again the Counselor asks for the Camper’s foot.  Camper asks, “Left?” Counselor says, “Right” meaning “correct,” but Camper 

understands this to mean “right foot” and puts his right foot in.  Ultimately, Counselor helps Camper to mount only for him to 

go completely over the horse.  Camper comes back underneath the horse, much to the Counselors consternation.  Finally, 

Camper gets on and wants to know where to put the quarter.  Then he tries to steer with the horses’ ears.  When told of the 

reins, he says, “Hey it’s not raining.”  At last the camper kicks the horse a little too hard and goes galloping and screaming off 

with Counselor running behind. 

 

Enlarging Machine- (people hold up a bed sheet) Put in a Ping-Pong ball and out comes a volleyball, etc.  Finally put a cup of 

water over and out comes a bucket of water.   

 

Counselor Imitations or Counselor Fashion Show 
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You Ate My Half- Bratty camper, crying & throwing fits, convinces Counselor to: catch a worm, throw it in the fire, get it out, 

break it in half, & eat half.  Camper still cries: Counselor, “WHY ARE YOU STILL CRYING, I’VE DONE EVERYTHING YOU SAID.”  

Camper, “But you ate my half.”   

 

Banana/Bandanna- Magician, with back to assistant (“chosen” from audience), has him perform trick with Bandanna: Folding it, 

then straightening it on his own head, then stuffing it into his fist, then opening his fist to show it has disappeared Assistant 

misunderstands and uses a Banana instead. 

 

Ugliest Person in the World- Lift up sheet to show 1st viewer the “ugliest person in the world.”  1st person runs off screaming.  

The same with the 2nd and 3rd.  When sheet lifted to show 4th person the “ugliest person in the world” screams. 

 

Brain Store- Person is shopping for a new brain.  They are offered the brain of Einstein and others but turns them down when 

finds out how expensive they are.  Finally is offered _______’s brain and told it is the most expensive of all.  Why?  Because it has 

never been used. 

 

Story Writer Skit- Story writer talks as he writes.  Introduces characters.  Proceeds to write (and verbalize) the story.  

Characters act it out as he writes.  Suddenly writer says, “No no no that’s not it.” Wads up paper and throws it over his 

shoulder.  Characters are annoyed at the interruption.  This is repeated several times with new story lines until characters get 

so mad they attack the storywriter. 

 

Is it Time Yet? - Group sits in a row with their left leg crossed over their right.  1st person asks, “Is it time yet?” and the 

question is passed down the row.  Last person says, “Nope, it’s not time yet.” This message is then passed back.  After several 

times the last person finally says it is time.  After it gets passed back to the first person they all cross their right leg over their 

left. 

 

Wounded Soldier-One person plays soldier & Red Cross worker.  Red Cross worker (kneeling over a towel covering the soldier):  

“Tell me your name so that I can tell your parents.”  Soldier (lying on the ground in excruciating pain with the towel over him) 

groans.  This is repeated several times with increased excitement until finally the soldier says, “But my parents already know 

my name.” 

 

Invisible Bench- A person is positioned as if he is sitting on an invisible beach.  Another person comes up and asks what he is 

doing.  When told he is sitting on an invisible beach 2nd person asks to join him.  Several more people come and join on the 

invisible beach.  Finally the last person comes and asks what they are doing.  Last Person: “ That’s not the invisible beach!  The 

Invisible beach is over there.”  They all look surprised and fall to the ground. 

 

CPR-Two rescuers discover a victim in need of CPR.  They proceed to perform CPR in proper form.   At the “Switch Positions” 

command, they all switch positions, including the victim. 

 

Shadow Operation- “Victim” is taken behind a sheet and lays down on a table (there is a strong light shining from behind the 

victim and “operators”).  The operation proceeds.  Unusual items are pulled out if the victim such as a shoe, a folding chair, 

etc. 

 

Candy Store-A person is building a candy store.  An assistant helped him figure out everything he needs: doors, windows, 

lights, counter, cash register, etc.  Pick people out of the audience to come up and be a door (etc.) complete with suitable 

motion and an accompanying sound.  Finally the assistant points out that the builder still needs candy for his candy store.  He 

replies, “What do I need candy for when I’ve got all these suckers?” 

 

Mob- A whiny camper and his weary counselor set off for the overnight.  They settle in to their sleeping bags and the camper 

complains, “But what about the wild rabbits?”  Counselor: “There are no wild rabbits!  Go to sleep.”  They go to sleep and a 

“mob” armed with pillows attacks the camper.  They run off and the camper wakes up the counselor.  The counselor doesn’t 
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believe him, they go back to sleep, and it happens again.  After the 2nd time, the counselor says, “Fine.  Seems like they are 

targeting your sleeping bag…how about we switch and then they’ll get me instead of you?”  They go to sleep and the mob 

approaches.  When they reach the counselor (in the camper’s sleeping bag), one mob member says, “Wait!  This guy has had 

enough.  Let’s get the other one!” 

 

Bee Give me the Honey- One friend approaches another and says he’s got a fun new game they can play.  He tells his friend to 

be a flower.  “I’m going to be a bee.  When I stop in front of you, say, ‘Bee, give me the honey.’”  While buzzing, the bee takes a 

drink of water and then when the flower says his line, the bee spits water on him.  The friend says, “OK—now let me try!  You 

be the flower.”  As the bee buzzes around they both get a drink of water.  The bee stops in front of the flower but can’t talk 

because his mouth is full of water.  Finally, he spits it on the ground and says, “You’re supposed to say, ‘Bee give me the 

honey!’”  Then the flower spits the water on the bee. 

 

Natural Hygiene- Two friends are going on a picnic when one says to the other, “You smell bad!  Did you forget your 

deodorant?”  The friend says, “Yes, I did forget…but do you have some?  You don’t smell so great yourself.”  One remembers 

hearing that peanut butter is a natural deodorant.  They try it (from their picnic basket), smearing it on each other’s armpits.  

Still smelly.  They try whatever else is in their picnic basket: jelly, mustard, mayonnaise, ketchup, etc.  They decide that they DO 

smell better now, and it’s time for lunch!  But they don’t have anything left to make sandwiches out of, so they take bread and 

make their sandwiches from each other’s “deodorant.” 

 

Light and Fluffy- One friend says to the other, “Would you like some light and fluffy on your head?”  He answers, “Yes, I would 

like some light and fluffy on my head.”  The first squirts whipped cream on his friend’s head and then they do the light and 

fluffy dance (“Light and fluffy, we like light and fluffy…”).  The second says to the first, “Would you like some light and fluffy in 

your armpits?”  “Yes, I would like some light and fluffy in my armpits.”  Then they do the light and fluffy dance.  This continues 

back and forth with “down the back of your shirt” and “in your face.”  Finally, the first says, “Would you like some water?”  

“Yes I would like some water.”  So the first dumps water on his friend’s head.  The second offers water to the first and then 

ends up dumping it on an unsuspecting audience member. 

 

Priscilla- “Priscilla” is constructed from one person laying on the ground with her knees bent and the other sitting up on top of 

the first with just her torso showing.  “Priscilla’s” legs are the legs of the person laying down and the sitting up person 

represents the rest of her.  Two sets of “Priscillas” can perform at once for added humor!  They say, “One day, my dad was 

reading the newspaper (cross legs), my mom was washing the dishes (pretend to wash dishes) and I was watching TV (elbows 

rest on knees), when I heard a knock, a knock, a knock upon the door.  I heard a knock, a knock, a knock upon the door.  

(stomp foot at each “knock”)  They cried, ‘Priscilla, Priscilla, please open up the door!  Priscilla, Priscilla, please open up the 

door!’  So I opened the door, and there was a tall man, a skinny man, and an itty bitty little man.  (gesture for each) And all 

they talked about was politics and politics and politics.  And all they talked about was politics and politics and politics (switch 

crossed legs while saying “politics”).  The next day…” (repeat sequence, but this time it’s a tall woman, a skinny woman, and an 

itty bitty woman talking about shopping).  “The next day…” (repeat sequence) “…and it was me!” (the bottom person sits up). 

 

Amazing mic- In this skit, the MC claims that his mic can read people’s minds.  He wanders throughout the audience, holding 

the wireless mic to various people’s heads, while a hidden person with another mic acts as the “thoughts.” 

 

I’ve Come to Marry the Princess- (uses 2 cast members, a hat for each character, and a sword) Actor #1 is the suitor and 

knocks on the door to the castle, holding a sword.  The butler (actor #2) answers and the suitor says, “I’ve come to marry the 

princess!”  Word gets passed down the line from the butler to the king (actor #1) to the queen (#2) to the princess (#1) and 

back down the line to the suitor.  The suitor is angry to hear the answer (no) so kills the butler.  Scene 2 is the suitor (#1) 

again at the door and the king (#2) must answer himself.  Sequence of events is repeated and king is killed.  Scene 3, the queen 

(#2) must answer the door and ends up being killed.  Scene 4, the princess (#2) answers the door herself and hesitates when 

the suitor says, “I’ve come to marry the princess!”  She asks where he works and when he answers, “YMCA Camp Ernst,” she 

says “Why didn’t you say that before?”  and they live happily ever after. 
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Three Generations- A bragging contest between a counselor, camp director, and old camp alumnus based on who had the 

hardest time working at camp.  It gets outlandish (riding horses around the pool to lifeguard with an archery target on my 

front and riflery on my back…).  “Kids these days…you can tell ‘em, but they just won’t believe you.” 

 

Table Skit- Actors create a scenario where they need an audience member to act as the table (they’re at a restaurant, for 

example).  They act out their scene, and as part of the joke, leave a pitcher of water on the “table’s” back as they depart. 

 

Cup Skit- The cup/rhythm game, performance-style 

 

Staff Reunion 2028- 2 or 3 counselors from this summer’s staff get together for the staff reunion of 2028 and discuss, 

“What’s ______ up to now?” about key former staff members. 

 

Two Friends?- Girl counselor sits alone on a bench.  Boy counselor approaches “Hey (girl), what’s up etc…”  As boy talks, he 

sits down next to girl.  Nervously:  “Hey (girl), do you know what hands are for?”  Girl nods and they begin holding hands.  Boy, 

excited: “Hey (girl), do you know what arms are for?”  once again the nod is given.  Boy puts his arm around girl.  Now even 

more excited, “Hey (girl), do you know what…lips are for?”  Girl considers for a moment then nods.  The boy and girl turn to 

face each other and slowly go in for the kiss.  Just as it looks like they are really going to kiss, the boy and girl turn to face the 

audience and do the finger lip bobble thing.  For further details on what a “finger lip bobble” is feel free to contact Texas Pete. 

 

One Minute- When you have to stall the campers for a minute or two, go up in front of them (preferably two of you) and start 

counting.  When you get to 30, turn around and begin again at one facing away from the audience.  Once you get to 30 again 

stop and turn around saying something like “Thank you for letting us waste a minute of your time.” 

 

JC Penney- Group of campers come by, counselor asks each where did you get that hat/shirt/pants/etc? 

Answer: “JC Penney’s” A boy/girl comes by wearing only a bathrobe.  “Who are you?” “I’m JC Penny!” 
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DEVOTIONS - A how-to guide for an effective and awesome devotion  

 

Devotion is: 

 A great time to emotionally check-in with your cabin 

 A time to talk about your campers’ daily triumphs  

 A good place to talk about issues the cabin is facing 

 A safe place for campers to share how they are feeling 

 A time to decompress 

 Usually interactive – Campers should feel involved in the devotion 

 Covers appropriate topics 

 

Devotion is not: 

 Meant to put your cabin to sleep 

 Overly preachy  

 Supposed to make campers reveal their deepest secrets – Make sure campers know that they do not have to share anything 

unless they want to 

 A time to read a story with no purpose 

 Necessarily long – Sometimes effective devotions are very short  

 The only time you should be checking in with your cabin emotionally 

 

Sample Devotion I: 

 

1. Have campers sit in a circle on the floor, or sit on their bunks. Ask each camper to share a brief high/low point of the day 

(ex. “My high point was going off the zip line because it was awesome. My low point was losing in Capture the Flag”).  

2. Read the story of “The Old Man and the Bird” (found in the Honor Logs Addendum section in the “Awards” section of your 

staff manual). Ask campers what they think the moral of the story is. 

3. Discuss how campers can make the best of their time at camp. How could they have made some of their low points better? 

How does our attitude affect us and our ability to have fun? 

 

Sample Devotion II:  

 

1. Have campers sit in a circle or on their bunks. Ask each camper to share a story about a time when they have given or 

received help this week (ex. “I let Sarah use some of my shampoo this week because she left hers at home,” or “I was really 

scared to go off the Airwalk, but Tommy told me about how much fun I would have. So I did it, and it was so much fun!”).  

2. Read the story of “The Legend of the Big Dipper” (found in the “Devotions” section of your staff manual). Ask campers what 

they think the moral of the story is. 

3. Discuss how important it is to help others, even when you think you have something more important to do. How can you be 

there for the other people in your cabin this week? How can you contribute positively to the group? What should you do if 

you don’t get along with someone?  

 

Bedtime - After you have finished devotion, here are some ways that you can put your campers to bed: 

 

1. Sing to them (the lyrics to camp songs can be found in the “Songbook” section of your staff manual). 

2. Play soothing music 

3. Read a few chapters from an appropriate story 
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BIBLE REFERENCES FOR DEVOTIONS 

The Prodigal Son ..........................................................................Luke 15:11-32 

The Parable of Soils ....................................................................Matt 13:1-23 

The Lost Sheep/Coin ...................................................................Luke 15:1-10 

Parable of Wheat and Tares ......................................................Matt 13:24-30 

Parable of Great Feast ................................................................Luke 14:1-24 

Parable of Unmerciful Servant ...................................................Matt 18:21-35 

Parable of Samaritan ...................................................................Luke 10:25-39 

Laborers of Vineyard ..................................................................Matt 20:1-16 

Parable of Talents .......................................................................Matt 25:14-30 

Moses and the Rod......................................................................Exodus 4 (Self-confidence) 

Gideon’s Army ..............................................................................Judges 7 (Trust the Lord) 

Ruth and Naomi ...........................................................................Ruth 1 (Faithful friends) 

David and Goliath ........................................................................1 Samuel 17:20-50 (Trust the Lord) 

Samuel Chooses David ................................................................1 Samuel 16:1-13 (God looks at the heart) 

David Helps Mephibosheth.........................................................2 Sam 9:1-8 (Keeping a promise) 

Solomon asks for Wisdom ..........................................................1 Kings 5:1-14 (Unselfish requests) 

Loving God's Word .......................................................................Psalm 1, 119 

Psalms Relating to Creation .......................................................Psalm 8, 148 

Popular Psalms .............................................................................Psalm 37,42,51,100,139 

Victory Over Fear ........................................................................Psalm 46,91 

You are the light of the world ................................................... Matt 5:14 

Beatitudes ..................................................................................... Luke 6 

Golden Rule ................................................................................... Luke 6:27-33 

The Lord's Prayer ......................................................................... Luke 11:1-4 

Jesus Washes the Disciples Feet ............................................... John 13 

Love One Another ........................................................................ John 15:17, 1 John 3:16-24 

Love Chapter ................................................................................ 1 Cor 13 

Everyone Has Different Gifts ..................................................... Romans 12:5-8 

Serve One Another in Love ......................................................... Galatians 5:13-15 

Fruit of the Spirit ......................................................................... Galatians 5:22,23 

Be an Example to Others ............................................................ 1 Timothy 4:12 

Perseverance to grow in Character .......................................... 1 Timothy 6:11-12 

Be Doers, Not Just Hearers ........................................................ James 1:22 

Do not Love the "World" ............................................................. 1 John 2:15-17 

God Hears Our Prayers ............................................................... 1 John 5:13-15 
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The Day Jesus Came to My House 

By Jon Perry 

 

Joey wasn’t so sure if he believed in Jesus any more. He had been to church a lot and believed what he heard but wasn’t so sure right 

now. There had been some discouraging things in his life that made him doubt. He still talked to God and he told God that he felt this 

way. He looked for answers in his Bible but nothing really struck him. 

 

One night in the middle of a frustrating prayer he asked Jesus to show himself, “Jesus, would you please come to my house tomorrow 

so I can meet you?”  He got a thrill at the thought of meeting Jesus face to face. There were some questions he wanted to ask Him: 

“Why do people have to suffer?” “Why doesn’t God answer every prayer?” “And what will heaven be like?” 

 

The next day he decided to stay around the house and do a little work on his bicycle. This was his favorite thing to do. While he was 

working on it his friend Max came over to see if he wanted to go ride bikes. He jumped up ready to go but then remembered that he 

was waiting to see Jesus. He said he couldn’t go. Max then asked if he could use Joey’s bike because his was a little messed up. Joey 

hesitated because he had just fixed it up. But then, after thinking about it, he gave him his and offered to fix up his friend’s bike. 

 

Joey was working on his friend’s bike when his sister came in and wanted some lunch. He liked his little sister and all but was busy 

and didn’t want to take a break. However, he gave in and went to the kitchen to make some hot dogs and beans. 

 

Then it was back to bicycle repair. He was wondering where Jesus was. He finished his friend’s bike and was so bored he decided to 

clean his room. His parents always were on him to do that and he didn’t really mind but was usually too busy doing something else. 

He worked for several hours sorting and putting things away. He was sitting on his bed when there was a knock at the door. He 

hurried to the door sure that it was Jesus. 

 

He swung open the door only to see Steve, an unpopular kid from his class. Steve could see the disappointment in Joey’s face and 

was sorry he had come over. He didn’t have many friends and Joey was one of the few people to be nice to him. Joey sensed that 

Steve was feeling awkward so he made himself snap out of it and invited Steve inside. Steve didn’t want to do anything in particular 

so they just hung out but Joey couldn’t help but wondering when Jesus was going to arrive. 

 

After a while, Steve left and Jesus still had not showed up. Joey was surprised to find that he wasn’t all that upset. He even felt 

good. He even felt like reading his Bible. He opened it up and saw in the parable of the Sheep and the Goats these words of Jesus’: “I 

tell you the truth, whatever you did for one of the least of these brothers of mine, you did for me.” He understood like he never had 

before that Jesus comes to us as other people in need and how we treat people in need is how we treat Jesus. His friend needed a 

bike. His sister needed some lunch. And Steve needed a friend.  He slept well that night. And he felt good the next morning as he set 

out to meet Jesus again. 

 

Moral:  The way you treat others is the way you treat Jesus.   

Bible Verse:  Matthew 25:40  I tell you the truth, whatever you did for one of the least of these brothers of mine you did for me. 

Discussion Starters: 

-What ways have you helped others today/this week/ever? 

-How does it feel when you do something for someone else?   

-When have you received help from someone else?  How did it make you feel?  

-What ways can we help each other for the rest of this week? 
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The Eagle That Thought It Was a Chicken 

 

There was an old farmer who lived alone. He lived alone of people that is. The animals around him were his best friends. He studied 

them as he cared for them and became an expert on animals.  

 

One time he saw that an eagle was building her nest on a mountain ledge at the border of his farm. He watched her with great 

interest. He was watching when she had laid an egg.  He waited to see if there would be any more but no, there was only one. He 

continued watching whenever he could and even saw when the eaglet was born. After that, he checked on it every single day. 

 

One day he realized the mother had not returned from her daily search for food. He waited and waited but she never came back.  He 

knew that without his mother the eaglet would probably die. So he climbed to the nest and carefully took the young eaglet. He knew 

a lot about animals but he wasn’t sure how to be a mother eagle-but he had to do something. To make it safe, he clipped one of its 

wings so that it could not fly away and then he put it in with the chickens. He was right to think that the mother hens would take him 

in as one of their own.  So the Eagle grew up with the chickens on the farm. It walked and pecked around the barnyard just like a 

chicken.  

 

One day a man who was visiting the farmer observed the peculiar site of an eagle in the company of chickens. He asked the farmer 

about it and the farmer told him the story. The farmer was sure that the eagle now thought himself to be a chicken. The eagle ’s wing 

had grown back long ago but it showed no interest in leaving. 

 

“This can not be,” exclaimed the visitor, “An eagle is always an eagle. An eagle is meant to fly and to see and to do great things.” 

 

The visitor asked the farmer if he could work with the eagle. With the farmer’s permission, he set out to show the eagle that it could 

fly. First, he threw it up in the air. It fluttered helplessly back to the ground. Next he took it up to the roof of the farmer’s porch. He 

threw it up again and again.  Each time it fluttered to the ground and then hurried back to the chickens. 

 

The visitor was frustrated but still determined. He took the eagle to the edge of the farmer’s property. He headed up the same 

mountain where the eagle was born. It was a difficult climb but he made it to the top. As he reached the very top the wind blew the 

feathers of the eagle. It squirmed in the visitor’s arms. At that point, even if he had wanted to, the visitor could not hold back the 

eagle. For at that moment, the eagle sensed what it was and what it had to do. It broke from the visitor’s arms and flew. It was 

clumsy at first but quickly the eagle was soaring through the sky.  The eagle circled the farm once or twice and then flew off into the 

distance. It never returned to live with the chickens again. 

 

Moral:  You, like the Eagle, are meant to fly and do great things. 

Bible Verse:  Romans 8:28And we know that in all things God works for the good of those who love him, who have been called 

according to his purpose. 

Discussion Starters: 

-What do you dream to be? What do you hope for your future? 

-How are you going to reach your dreams?   

-Have your dreams changed?  How so?   

Activity: 

Make Dream flags.  Flags use symbols and colors to represent different things about the place it represents.  Give each child a piece 

of paper and time to create a dream flag.  They can use words, pictures, symbols, colors, etc. to represent their dream.  The flags can 

be hung from their beds or clustered together on a wall in the cabin.  
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Fleetfoot and Running Deer 

 

There was an old Indian chief who had lost his only son in battle.  He was getting very old and he had to pick a successor.  So he 

decided to arrange a series of contests to find the best man among all of the braves to be the new leader of the tribe.  To discover 

which brave was the best with the bow and arrow, a wand was hung swaying from the branches of a tree and each brave was allowed 

three arrows with which to strike the moving target.  Almost all of the braves got one arrow into the wand.  The two wisest and most 

agile braves Fleetfoot and Running Deer both scored all three hits.  Races were run, wrestling matches were held.  Contests of agility 

and skill were held, and in all of them Fleetfoot and Running Deer tied.  They were the two strongest and fastest braves in the tribe. 

 

The old chief called the two braves into his teepee and gave them each an earthen jar.  He said to them:  Three days journey from our 

village is the camp of another tribe.  There is a fire in the teepee of the chief of the tribe.  Take these jars and go to the distant 

village, fill the jar with coals gathered from the fire in front of the chief's teepee and return here with them.  The first to return and 

kindle the fire in front of my lodge with the coals from that distant fire will be the new chief."   

 

Fleetfoot and Running Deer left immediately.  They walked and ran for three days before they reached the distant village.  They 

arrived at the same time.  Each found a forked stick to carry the earthen jars full of hot coals with and began the long journey back 

to their own village.  They had been running for half of a day when they saw an old woman on the trail.  She was standing near her 

teepee looking very sad.  "Help" she cried.  "I can't get my fire started."  Fleetfoot kept on running but Running Deer could not leave 

the woman by the road.  He stopped and used his coals to kindle the old woman's fire.  She was very grateful.  Running Deer then 

gathered up his coals and continued the journey.  Fleetfoot stopped and rested for the night, but Running Deer traveled straight 

through the darkness, because he had lost much time by stopping to help the old woman.  An old blind man was met on the trail.  He 

was cold and hungry and lost.  Fleetfoot kept on running right past the man.  Later Running Deer came upon the man.  Running Deer 

stopped and built a fire for the old man.  He caught a rabbit and made sure that the old man ate a good meal, and then helped him 

find the trail.  Fleetfoot took a rest for the evening and stopped to cook himself a meal because he knew that Running Deer was far 

behind.  Running Deer ran all night long. 

 

The next morning, near to the village Running Deer came upon a little girl who was cold and crying.  He built a fire and warmed the 

child and then carried her to the village.  Running Deer knew that he had lost the race, but being a good competitor he did his best 

and finished the race.  When he arrived at the chief's teepee he saw Fleetfoot blowing on a fire of black cold ashes.  Running Deer set 

down his earthen jar and stared a fire with his coals.  The people cheered him as their new chief.  Running Deer said "Oh chief, these 

are not coals from the distant village for I have used them along the way.  Fleetfoot's coals are from the village, perhaps he has won 

and I have not."  "My son," said the wise old chief, "you will be a great chief because you are truthful and have a kind and loving 

heart.  I knew that the coals would not last three days unless they were rekindled.  You have rekindled them with love in your heart.  

You shall be the next chief." 

 

Moral:  The best leaders are those who care about others. 

Bible Verse:  John 10:11  “I am the good shepherd.  The good shepherd lays down his life for the sheep. 

Discussion Starters: 

-Who are great leaders you know?  What makes them great? 

-How do you show leadership at home/school/camp?  

-What qualities do you look for in a leader?  

Activity:  Trace the outline of a person on a large sheet of paper.  Have the cabin draw a “great leader” without using words – but 

instead pictures to represent all the qualities they think a leader should have (example- for caring they might draw a big smile).  

Commit as a cabin to showing these qualities the rest of the week and hang your drawing up on the door to your cabin – reminding 

them to be leaders every time they exit.   
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The Gift of the Magi  

by O. Henry 

 

One dollar and eighty-seven cents. That was all. And sixty cents of it was in pennies. Pennies saved one and two at a time. Three 

times Della counted it. One dollar and eighty-seven cents. And the next day would be his birthday. Actually, it would be both of their 

birthdays. They had been born on the very same special day. And with no present there was clearly nothing to do but flop down on 

the shabby little couch and cry. 

 

When Della finished her cry she stood by the window and looked out. Tomorrow would be his birthday, and she had only $1.87 with 

which to buy Jim a present. Suddenly she whirled from the window and stood before the mirror. Rapidly she pulled down her hair and 

let it fall to its full length. 

 

Now, there were two possessions in which they both took a mighty pride. One was Jim's gold watch that had been his father's and his 

grandfather's. The other was Della's hair. So now Della's beautiful hair cascaded about her. It reached below her knee. And then she 

did it up again nervously and quickly. Once she faltered for a minute and stood still while a tear or two splashed on the worn red 

carpet. 

 

On went her old brown jacket; on went her old brown hat. She fluttered out the door and down the stairs to the street. Where she 

stopped the sign read: "Madame Sophie. Hair Goods of All Kinds." One flight up Della ran, and collected herself, panting, "Will you buy 

my hair?" she asked. "I buy hair," said Madame. "Take your hat off and let's have a sight at the looks of it." Down rippled the brown 

cascade. "Twenty dollars," said Madame, lifting the mass with a practiced hand. "Give it to me quick," said Della. 

 

Over the next two hours Della was ransacking the stores for Jim's present. At last, she found it. It surely had been made for Jim and 

no one else. There was no other like it in any of the stores, and she had just turned all of them inside out. It was a platinum watch 

chain, even worthy of The Watch. Twenty-one dollars they took for it, and she hurried home to wait for Jim. 

 

While Della waited she doubled the watch chain in her hand and sat on the corner of the table near the door. Then she heard his step 

on the stairway. She had a habit of saying a little silent prayer about the simplest everyday things, and now she whispered: "Please 

God, make him think I am still pretty." 

 

The door opened and Jim stepped in and suddenly stopped. His eyes were fixed upon Della. It was not anger, nor surprise, nor 

disapproval, nor horror, nor any of the sentiments that she had been prepared for. He simply stared at her with that peculiar 

expression on his face. 

 

"Jim, darling," she cried, "don't look at me that way. I had my hair cut off and sold because I couldn't have lived without giving you a 

present. It'll grow out again--you won't mind, will you? I just had to do it. My hair grows awfully fast. Say `Thank you' Jim, and let's be 

happy. 

 

"You say your hair is gone?" he said flatly. "You needn't look for it," said Della. "It's sold. Maybe the hairs of my head were numbered, 

but nobody could ever count my love for you.” Out of his trance Jim seemed quickly to wake. He enfolded his Della.  

 

Jim drew a package from his overcoat pocket and threw it upon the table. "Don't make any mistake, Dell," he said, "I don't think 

there's anything in the way of a haircut that could make me like my girl any less. But if you'll unwrap that package you may see why 

you had me going a while at first." 

 

Her fingers tore at the string and paper. And then an ecstatic scream of joy; and then, alas, a quick change to hysterical tears and 

wails. For there lay The Combs--the combs for her hair, that Della had worshipped long in a Broadway window. Beautiful combs, pure 

tortoise shell, with jeweled rims--just the shade to wear in the beautiful vanished hair. They were expensive combs, she knew. And 

now, they were hers, but the tresses that should have adorned the coveted adornments were gone.  

 

Jim had not yet seen his beautiful present. She held it out to him eagerly upon her open palm. The precious metal seemed to flash 

with a reflection of her bright spirit. "Isn't it a dandy, Jim? I hunted all over town to find it. Give me your watch. I want to see how it 

looks on it. 
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Instead of obeying, Jim tumbled down on the couch and put his hands under the back of his head and smiled. "Dell," said he, "let's put 

our birthday presents away and keep 'em a while. They're too nice to use just at present for you see, I sold the watch to get the 

money to buy your combs. 

 

The magi, as you know, were wise men who brought gifts to the Babe in the manger on His birthday. Being wise, their gifts were no 

doubt wise ones. And here I have related to you the story of two foolish children who most unwisely sacrificed for each other the 

greatest treasures of their house. But in a last word to the wise let it be said that of all who give gifts these two were the wisest. 

They are the magi. 

 

Moral:  Unselfish love is the greatest gift that one can give.   

Bible Verse: John 3:16 For God so loved the world that he gave his one and only son so that all who believe in him will not perish by 

have eternal life.   

Discussion Starter: 

-Discuss the best gifts ever received (or given) and what made them special.
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The Heart of the Red Hawk 

By Cameron Cochran and Jon Perry 

 

Not too long ago a custom was begun for children to be sent on a journey to prepare them for being an adult.  The children would be 

sent on the journey for one week and asked to bring back a gift for the community.  Sometimes the child would bring back a beautiful 

flower or a precious stone.  Sometimes the child would bring back a rare fossil or a turtle.  When they came back from their journey 

the community celebrated and welcomed them as honored guests and spoke of them with respect from that day forth.  The 

accomplishment of their journey showed that they could be trusted with difficult tasks, and could enter into their next journey, the 

journey of adulthood. 

 

One morning a girl was called before the community leaders.  Her name was Ellie.  The leaders sat in a circle with her and they told 

her it was her time.  “We want you to spend one week away and then bring back a gift to us.” Ellie woke up early the next morning to 

see the sun rising.  She was walking towards the rock cliffs where the mighty river ran and the red-tailed hawk flew.  She looked out 

over the canyon and thought, “What should I bring back to my village?” 

 

When she looked down towards the river she saw a precious stone shimmering in the sun.  It was a brilliant blue, shining like a bright 

light.  She knew this must be the most precious gift for her village.  She climbed down the cliff.  It was difficult, but she was strong 

and she made it safely down to the river.  She walked towards the shiny blue stone thinking to herself, “this was easy.”  She was very 

close to the shiny stone when suddenly it stopped shining.  She looked down at the stone only to see an ordinary river rock.  Ellie 

was furious.  Just as she picked up the rock and threw it in the air she saw a red-tailed hawk flying over the canyon.  It was flying 

towards where she lived.  She thought, “ If only I could capture that hawk, surely the village would see this beautiful bird as a 

precious gift.” 

 

She climbed out of the canyon and ran after it. As she got close to the village she stopped; “I cannot return to my village with 

nothing. I will be the laugh of all the elders and the whole village.”  While standing there confused about what to do, she saw one of 

the elders. 

 

“How is your journey my child?” asked the elder. Ellie responded, “I am afraid I will fail because what I am after I cannot catch. I want 

to capture the red hawk. I believe it would be a great gift.” “Why is this the gift you want to give?” asked the elder.  Ellie spoke 

passionately, “I admire the red hawk. I admire the heart of the red hawk. The heart of the red hawk is noble and strong.” “You have 

done well to admire the red hawk. Those are indeed great qualities, but they are not yours to give,” said the elder as he walked away. 

 

It took Ellie several days. At first she was frustrated by the elder’s words but the next morning her mind was clear and it came to her. 

Again she found herself running back to her village, more excited with every step. She danced with excitement until the community 

gathered to find out what she had brought back. Some of those in the community at first laughed to see she had nothing in her 

hands. But when they had all gathered, one of the elders spoke, “Did you bring a gift back to the community?” “Yes,” she replied, “I 

am the gift. I give to my community myself. I give to my community my strength and my honor to help others in the community and to 

make the community better.” 

 

Those who had laughed before were now silent. For a moment everyone was silent until one of the elders spoke. “This is a most 

unusual gift. No one has ever brought back such a gift. Yet I believe it is the best gift anyone has ever offered. I believe that from 

now on all gifts should be such as this.” 

 

And so it was. The journey to find a precious gift to take back to your community continues today. It continues with you. What gift 

will you take back? 

 

Moral:  The giving of yourself to others is the best gift you can give. 

Bible Verse:  Romans 12:10  Be devoted to one another in brotherly love.  Honor one another above yourselves. 
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The Key to the Golden Palace 

 

There is a striking legend about the Golden Palace, which comes to us from Russia.  The Golden Palace was said to have contained 

everything that would please the heart of any child, and all children everywhere tried every day to do good things that would earn 

them the key to the palace. 

 

"What shall I do to earn the key to Golden Palace?"  asked one child.  "I have brushed my hair until it shines like gold in the sun, and I 

have woven many yards of linen-all for the key to the Golden Palace; and no one has given it to me."  "These do not count," said the 

old doorkeeper, patting the child's golden head with his wrinkled old hand.  "Do something each morning for somebody else, and you 

shall earn the precious key." 

 

So the child laughed happily and ran off to find someone to do something for, that she might earn the key.  The streets of the city 

were full of people, and the child searched among them until she found an old beggar.  Running to him she poured out to him all the 

precious coins she had been saving for many weeks.  "Now," she said gaily to herself, "I have earned the golden key," and she ran off 

to tell the old doorkeeper.  But the old man shook his head sadly.  "Try again, child," he said. 

 

And the child went back to the city, disappointed.  As she came to a steep hill she saw ahead of her a poor lame woman who was 

climbing the hill painfully and dragging a heavy bundle upon her back.  "I'll help her," thought the child.  "That will surely be enough to 

earn the key."  Taking the bundle in her strong young arms, she trudged up the hill beside the grateful woman, and then turning she 

ran so fast to see the old doorkeeper that she had not noticed the happy light in the eyes of the woman she had helped.  "Oh, 

doorkeeper," the child cried eagerly, "the key, the key!"  Tearfully the weary old man said, "You must try again, child, try again."  But 

by now the child was discouraged, and walking home slowly she decided to give up the work for the key.  It was impossible to earn it.  

She didn't want the key anyway. 

 

Passing through a wooded section she heard a faint cry among the bushes, and was frightened.  When the cry came again she 

realized it must be a dog, so she parted the bushes and saw a shaggy dog caught in the trap of a hunter.  "Oh, you poor little dog!" 

she cried as she knelt and tried to unfasten the trap.  "Don't cry, I will try to help you."  The child pulled at the heavy spring until her 

fingers were torn and bleeding.  Finally the little dog was free, and he licked her hand and whimpered.  She tore some bandages from 

the hem of her skirt and wound them round the bruised paw.  Then lifting the animal in her arms, she trudged homeward. 

 

Suddenly there appeared before her the old doorkeeper, holding out to her the key to the Golden Palace.  "Oh!" she said in 

astonishment.  "The key is not for me.  I did not help the little dog for the key.  I forgot all about the key."  In the eyes of the old man 

there were tears of joy.  "Your forgot yourself, dear child," he said; "the key is for those who forget themselves." 

 

Moral: Forgetting about yourself and serving others is the key to happiness. 

Bible Verse: Galatians 5:14  The entire law is summed up in a single command: “Love your neighbor as yourself.” 

Discussion Starters:       -How has someone helped you today?  Who have you helped? 

   -How did it make you feel?   

Activity: 

Brainstorm as a cabin ways that you can help others the rest of the week – examples:  picking up trash, straightening life jackets, 

putting balls away on blacktop, helping clean up after choice activities, straightening the dry line on the cabin, etc.  Commit to 

performing random acts of kindness the rest of the week – and have a time each night for people to share what RAK they saw others 

performing each day.  You could write the RAK on little slips of paper and use them for a cabin clean up devotion later in the week or 

as a recap on Friday night of all the great things the cabin accomplished together during the week.  
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The Legend of the Big Dipper 

 

His grandmother had been very sick. She kept asking for water. He was alone with her and was afraid to leave her alone in order to 

make the trip into the town to get more water. He did not even know where the water bucket was. All he had was the dipper made of 

tin.  Finally, after his grandmother asked again and again, he decided to take the dipper and go to get his grandmother some water. 

He ran all the long way to the well. He did not stop to talk nor was he distracted. 

 

He arrived at the well and placed the dipper quietly into the clear water. He took a drink for himself, refilled the dipper and was on 

his way. He couldn’t very well run on the way back or he would spill all the water out before he even got home. 

 

When he was outside the town he came upon an old traveler sitting by the road. The traveler called to him and said he was too tired 

and too thirsty and he didn’t think he could make it to the town without water. He said that his mouth was full of dust. He asked the 

boy for some of his water. The boy told him not to drink too much because he needed to make sure to get some back to his 

grandmother. Nevertheless, he couldn’t help but to share with the older man. The man put the dipper to his lips and drank three 

times and the boy was worried he would drink it all. Yet after the man finished the boy gently took back the dipper and hurried on. 

 

The boy didn’t even notice but something unbelievable happened. The dipper that was once tin had turned to gold and the water had 

risen back to the same level as when he had first filled it.  Unaware of what was going on, he just kept hurrying home. 

 

Further down the road he saw a mother standing in her doorway and crying out for help. He didn’t want to hear it but finally gave in. 

She too needed water. Her young child was with fever and had drunk the last water in the house hours ago. He again offered to 

share from his dipper. As he took the dipper to the child and gave her a drink he noticed something about his dipper was different 

but he didn’t give it much thought. It wasn’t until he hurried on that there was again a most remarkable occurrence. The water again 

refilled and, strangest of all, there were suddenly seven diamonds on the handle, rim and base. 

 

At this point the boy was focused on reaching his grandmother. She needed his help. At last, as the sun had already set, he ran in his 

own door and immediately put the dipper to her burning lips. She drank and drank. She drank more than the dipper could possibly 

have contained. Then she was, for the time being, content and quiet. She fell to sleep. 

The boy took the dipper and set it aside as he tended to his grandmothers covers. 

 

Incredibly, the dipper started rising up on it’s own from where the boy had laid it. It went up and up into the night sky. As it arose it 

grew and the diamonds turned to stars. It finally settled into the sky as the seven stars that came to be known as the Big Dipper. 

You can probably look outside and see it tonight. When you do see it remember that it is a testimony to a good and faithful boy who 

shared what he had with others who were in need. 

 

Moral:  We will be remembered for helping others. 

Bible Verse:  Matthew 25:21  Well done, good and faithful servant.   

Discussion Starter: 

-What do you want to be remembered for?  _______ is the person who always…  

Activity: 

This story can be used as a lead in to Affirmation Cards.  Affirmation cards should be a time for the cabin to look for positives in 

every person.  Try to help them think of affirmations that are about people’s character rather than about their belongings or how 

they look (You have cool clothes is not as meaningful as You are so nice and care for others well
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"Look for Me in the Street Tomorrow" 

 

Martin lived in Russia in a poor little town.  He had a little shoe-repair shop and used to sit at his bench all day, fixing the worn and 

ragged shoes of the peasants who lived near.  He was very poor himself, because they weren’t able to pay him much money.  However, 

Martin's life was not bare, nor was it dull.  Every day he did something kind for people who needed help.  No matter how litt le he had 

he was always eager to share it with someone in need. 

 

He enjoyed nothing more at night than to sit by the light of the candle and read his Bible. His heart yearned someday to hear the voice 

of Jesus and to look on his face. 

 

One night as Martin lay asleep on his cot, he heard a clear, deep voice speaking to him.  "Martin! Martin! In your heart you desire to 

see your Master.  Look for me in the street tomorrow.” 

 

In the morning the dawn seemed even brighter than it had ever been before, and Martin went to his bench eager for whatever the day 

might bring.  As he worked, he watched constantly out upon the street through the narrow little window, but nothing unusual happened.  

The dreary day made Martin feel a little disappointed.  He wanted so much to know the meaning of his dream and he felt sure that 

something would happen. 

 

Suddenly there was a loud call in the street; the angry voice of a woman scolding a little boy.  Martin went to the door to see what 

was happening and found that a boy had stolen an apple from the cart of the old lady on the corner.  The woman complained in loud 

tones to Martin, and the little boy, being caught for his misdeed, was already sorry.  "Come in," said Martin, "and let us talk it over."  

The boy put the apple back on the cart; but Martin knew he must be very hungry so he gave the apple to the boy and some money to 

the applewoman.  The boy apologized to the woman and helped her to wheel the cart away. 

 

Martin went back to his work, but before he got started again he heard sounds of weeping, and looking up into his little street window 

he noticed that a mother, carrying a tiny baby, was leaning against the building trying to protect the baby from the chill of the cold air.  

In his heart Martin sorrowed for the woman and for the little child.  He went to his door and asked the mother to come in and warm 

herself and the baby by his humble fire.  When she arose to go, Martin took off his coat and wrapped it around the baby, and the 

woman went away happy. 

 

Back to work Martin went.  Though the room was chilly, his heart was warm.  But he still watched the windows in the street. 

 

Soon a knock came to the door and Martin opened it.  A wounded soldier stood there.  His arm was bleeding and he was faint and 

weary.  Martin helped him carefully into the room, placed him on his own cot to rest, and tenderly bandaged the wounded arm.  After 

the soldier had rested a while he went away feeling strong again. 

 

Now the day was nearly passed, and Martin went to his Bible to read.  As he read, a voice like that of the street urchin called,  "Martin, 

Martin."  Martin looked up, but saw nothing.  Again the voice called, in the tones of the mother, saying, "Martin, Martin."  Martin stood 

up and looked around anxiously.  Finally, in the deep voice came the words:  "Well done, my good and faithful servant.  I was hungry 

and you gave me food.  I was cold and you sheltered me.  I was wounded and you helped me." 

 

Martin's eyes fell upon his Bible, and with a rejoicing heart he read these words:  "Whatever you did for one of the least of these 

brothers of mine, you did for me." 

 

Moral:  The way you treat others is the way you treat Jesus.   

Bible Verse:  Matthew 25:40  I tell you the truth, whatever you did for one of the least of these brothers of mine you did for me. 

Discussion Starters: 

-What ways have you helped others today/this week/ever? 

-How does it feel when you do something for someone else?   

-When have you received help from someone else?  How did it make you feel?  

-What ways can we help each other for the rest of this week? 
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The Cracked Pot 

 

A water bearer in India had two large pots, each hung on each end of a pole which he carried across his neck.  One of the pots had a 

crack in it, and while the other pot was perfect and always delivered a full portion of water at the end of the long walk from the 

stream to the master's house, the cracked pot arrived only half full. 

For a full two years this went on daily, with the bearer delivering only one and a half pots full of water in his master's house.  Of 

course, the perfect pot was proud of its accomplishments, perfect to the end for which it was made. But the poor cracked pot was 

ashamed of its own imperfection, and miserable that it was able to accomplish only half of what it had been made to do.  After two 

years of what it perceived to be a bitter failure, it spoke to the water bearer one day by the stream.    

"I am ashamed of myself, and I want to apologize to you." "Why?" asked the bearer. "What are you ashamed of?" "I have been able, for 

these past two years,  to deliver only half my load because this crack in my side causes water to leak out all the way back to your 

master's house. Because of my flaws, you have to do all of this work, and you don't get full value from your efforts," the pot said.     

The water bearer felt sorry for the old cracked pot, and in his compassion he said, "As we return to the master's house, I want you to 

notice the beautiful flowers along the path."   Indeed, as they went up the hill, the old cracked pot took notice of the sun warming 

the beautiful wild flowers on the side of the path, and this cheered it some. But at the end of the trail, it still felt bad because it had 

leaked out half its load, and so again it apologized to the bearer for its failure.   

The bearer said to the pot, "Did you notice that there were flowers only on your side of your path, but not on the other pot's 

side?  That's because I have always known about your flaw, and I took advantage of it. I planted flower seeds on your side of the 

path, and every day while we walk back from the stream, you've watered them. For two years I have been able to pick these beautiful 

flowers to decorate my master's table. Without you being just the way you are, he would not have this beauty to grace his house." 

Moral:  

Each of us has our own unique flaws.  We're all cracked pots. But it's the cracks and flaws we each have that make our lives together 

so very interesting and rewarding.  You've just got to take each person for what they are, and look for the good in them. There is a 

lot of good out there.  There is a lot of good in us!  Remember to appreciate all the different people in your life!  

Discussion Starters: 

-What makes you unique? 

-What are your special talents? 

-What skill can you offer our cabin group? 

-How can you help others realize their talents? 
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The Happy Prince 

By Oscar Wilde 

 

The happy Prince was a beautiful statue in a city square.  His clothes were golden.  A Brilliant ruby adorned the sword at his side.  

From the high stone pedestal on which he was standing, he could look over much of the city with his gleaming sapphire eyes.  A little 

swallow flying high in the heavens saw this statue gleaming in the moonlight.  He was heading south, for winter was coming and he 

had to go where it would be warm.  He had been flying for hours and was very tired.  "This would be the very place for a rest," he 

thought.  He circled down, landed by the Prince's feet, put his head under his wing and prepared to go the sleep. As he was dozing 

off, a drop of water fell on his wing.  "That's strange," he thought, "it isn't raining.  The moon is shining."  Just then another drop fell.  

He looked up and saw that the Prince was crying.   

 

He was about to fly to another place when the Prince spoke and asked him to do an errand for him.  "I see a poor woman sewing.  

Her little boy is ill with fever.  He is asking for oranges, but the woman has no money.  Would you pluck the ruby out of my sword 

and take it to her that she might get the help she needs?"  The little swallow hesitated, and then decided he would.  He plucked the 

ruby from the handle of the sword, carried it to the home of the little boy, and then returned to the statue.   

 

The prince thanked him and asked him if he would do more errands.  The little swallow wanted to hurry south before winter closed in, 

but he could not say no to the kind prince.  "I see a young man working in an attic.  He is writing a play, but he is too cold to write any 

more and hunger has made him weak.  Will you take one of my sapphire eyes to him?"  "Oh, no! Not your eyes," cried the swallow.  The 

prince insisted so the swallow plucked one of his sapphire eyes, carried it to the man, then returned to the statue.   

 

"I see a little match girl down on the square," said the Prince.  "She has no shoes or stockings.  Her matches have fallen into the 

gutter and are worthless.  She will receive a beating if she goes home without money.  Pluck my other eye," said the Prince, "and take 

it to her."  "Then you would be blind," objected the swallow.  The Prince insisted, so he plucked his other gleaming sapphire eye and 

carried it to the little girl.   

 

Far into the winter, the little swallow flew errands of mercy for the Prince, peeling off the gold leaf clothing and carrying it to people 

in need.  Finally it got so cold, he knew he was going to die.  He managed to fly to the Prince's shoulder, kiss his eyeless face and 

then fell dead at his feet.  The statue shook; the lead heart of the Prince had cracked.   

 

In the spring, the city officials looked at the shabby statue.  "We will have to destroy it," they said.  "The jewels are gone and all the 

gold leaf has peeled off.  Here's even a dead bird," one remarked.  They tore the statue down and tried to melt it.  Everything melted 

but the strange lead heart.  This was tossed in the city dump and it came to rest beside the dead swallow.  One day God said to His 

angels, "Go to earth and bring me the two most precious things in the city."  The angels searched carefully and finally brought Him 

the broken lead heart of the Prince and the little dead swallow from the city dump.  "You have chosen rightly," said God, “and tonight 

in heaven the Prince is clothed beautifully again and the swallow sings all day.” 

 

Moral:  God recognizes those who are beautiful on the inside. 

Bible Verse: 1 Samuel 7 …The Lord does not look at the things man looks at.  Man looks at the outward appearance, but the Lord 

looks at the heart. 

Discussion Starters:  

-Why did the bird stay and help the prince?  

-Why did the town get rid of the statue?  What do they value?  

-How can we be more like the prince?
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The Selfish Giant 

by Oscar Wilde 

Every afternoon, as they were coming from school, the children used to go and lay in the Giant's garden. It was a 

large lovely garden, with soft green grass. Here and there over the grass stood beautiful flowers like stars, and 

there were twelve peach-trees that in the spring-time broke out into delicate blossoms of pink and pearl, and in the 

autumn bore rich fruit. The birds sat on the trees and sang so sweetly that the children used to stop their games in 

order to listen to them. "How happy we are here!" they cried to each other. 

 

One day the Giant came back. He had been to visit his friend the Cornish ogre, and had stayed with him for seven 

years. After the seven years were over he had said all that he had to say, for his conversation was limited, and he 

determined to return to his own castle. When he arrived he saw the children playing in the garden. 

 

"What are you doing here?" he cried in a very gruff voice, and the children ran away. "My own garden is my own 

garden," said the Giant; "anyone can understand that, and I will allow nobody to play in it but myself." So he built a 

high wall all round it, and put up a notice-board: TRESPASSERS WILL BE PROSECUTED. He was a very selfish Giant. 

 

The poor children had now nowhere to play. They tried to play on the road, but the road was very dusty and full of 

hard stones, and they did not like it. They used to wander round the high wall when their lessons were over, and talk 

about the beautiful garden inside. "How happy we were there," they said to each other. 

 

Then the Spring came, and all over the country there were little blossoms and little birds. Only in the garden of the 

Selfish Giant it was still winter. The birds did not care to sing in it as there were no children, and the trees forgot to 

blossom. "I cannot understand why the Spring is so late in coming," said the Selfish Giant, as he sat at the window 

and looked out at his cold white garden; "I hope there will be a change in the weather." 

 

But the Spring never came, nor the Summer. The Autumn gave golden fruit to every garden, but to the Giant's garden 

she gave none. "He is too selfish," she said. So it was always Winter there, and the North Wind, and the Hail, and the 

Frost, and the Snow danced about through the trees. 

 

One morning the Giant was lying awake in bed when he heard some lovely music. "I believe the Spring has come at 

last," said the Giant; and he jumped out of bed and looked out. What did he see? He saw a most wonderful sight. 

Through a little hole in the wall the children had crept in, and they were sitting in the branches of the trees. In every 

tree that he could see there was a little child. And the trees were so glad to have the children back again that they 

had covered themselves with blossoms, and were waving their arms gently above the children's heads. The birds 

were flying about and twittering with delight, and the flowers were looking up through the green grass and laughing. 

It was a lovely scene, only in one corner it was still winter. It was the farthest corner of the garden, and in it was 

standing a little boy. He was so small that he could not reach up to the branches of the tree, and he was wandering 

all round it, crying bitterly. The poor tree was still quite covered with frost and snow, and the North Wind was 

blowing and roaring above it. "Climb up! little boy," said the Tree, and it bent its branches down as low as it could; 

but the boy was too tiny. 

 

And the Giant's heart melted as he looked out. "How selfish I have been!" he said; "now I know why the Spring would 

not come here. I will put that poor little boy on the top of the tree, and then I will knock down the wall, and my 

garden shall be the children's playground forever and ever." He was really very sorry for what he had done. So he 

crept downstairs and opened the front door quite softly, and went out into the garden. But when the children saw 

him they were so frightened that they all ran away, and the garden became winter again. Only the little boy did not 

run, for his eyes were so full of tears that he did not see the Giant coming. And the Giant stole up behind him and 

took him gently in his hand, and put him up into the tree. And the tree broke at once into blossom, and the birds 

came and sang on it, and the little boy stretched out his two arms and flung them round the Giant's neck, and kissed 

him. And the other children, when they saw that the Giant was not wicked any longer, came running back, and with 

them came the Spring. "It is your garden now, little children," said the Giant, and he took a great axe and knocked 
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down the wall. And when the people were going to market at twelve o'clock they found the Giant playing with the 

children in the most beautiful garden they had ever seen. 

 

All day long they played, and in the evening they came to the Giant to bid him good-bye. "But where is your little 

companion?" he said: "the boy I put into the tree." The Giant loved him the best because he had kissed him. "We 

don't know," answered the children; "he has gone away." "You must tell him to be sure and come here tomorrow," 

said the Giant. But the children said that they did not know where he lived, and had never seen him before, and the 

Giant felt very sad. 

 

Every afternoon, when school was over, the children came and played with the Giant. But the little boy whom the 

Giant loved was never seen again. The Giant was very kind to all the children, yet he longed for his first little friend, 

and often spoke of him. "How I would like to see him!" he used to say. 

 

Years went over, and the Giant grew very old and feeble. He could not play about any more, so he sat in a huge 

armchair, and watched the children at their games, and admired his garden. "I have many beautiful flowers," he said; 

"but the children are the most beautiful flowers of all." 

 

One winter morning he looked out of his window as he was dressing. He did not hate the Winter now, for he knew 

that it was merely the Spring asleep, and that the flowers were resting. Suddenly he rubbed his eyes in wonder, and 

looked and looked. It certainly was a marvelous sight. In the farthest corner of the garden, was a tree quite covered 

with lovely white blossoms. Its branches were all golden, and silver fruit hung down from them, and underneath it 

stood the little boy he had loved. Downstairs ran the Giant in great joy, and out into the garden. He hastened across 

the grass, and came near to the child. And when he came quite close his face grew red with anger, and he said, "Who 

hath dared to wound thee?" For on the palms of the child's hands were the prints of two nails, and the prints of two 

nails were on the little feet. 

 

"Who hath dared to wound thee?" cried the Giant; "tell me, that I may take my big sword and slay him." "Nay!" 

answered the child; "but these are the wounds of Love." "Who art thou?" said the Giant, and a strange awe fell on 

him, and he knelt before the little child. And the child smiled on the Giant, and said to him, "You let me play once in 

your garden, today you shall come with me to my garden, which is Paradise." And when the children ran in that 

afternoon, they found the Giant lying dead under the tree, all covered with white blossoms. 

 

Moral:  The giving of yourself to others is the best gift you can give. 

Bible Verse:  Romans 12:10  Be devoted to one another in brotherly love.  Honor one another above yourselves.  
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The Tale of Three Trees 

 

This story takes place many, many, many years ago. It begins in a forest, much like the forests here at camp. It is a story about three 

trees in the forest. They were typical trees. They laughed and played together. As they played, they also talked about what they 

wanted to be when they grew up. One wanted to be a big, important building, like the White House. The second wanted to be a boat 

that people could ride and be happy. The third wanted to be a sign recognized all over the world. 

 

One day, when the trees were full-grown, the woodcutters came and chopped them all down. The three trees were excited to see 

what they were going to become. They all were taken to different places to be made into different things. The first tree was cut up 

into rough lumber and used to build a barn for animals and a box for the animals to eat from. The second tree was cut into planks 

and formed into a boat, but not a recreational boat. It was a boat used for fishing. The third tree was cut into posts and left to sit. It 

was especially sad because it did not know if it would ever be used.  

 

None of the trees were pleased with what they had become. 

 

Now let me tell you where and when this story occurred. It was about 2000 years ago, far, far away in the little city of Bethlehem, 

where Jesus was born. You remember how Joseph brought Mary, who was with child, and riding on a donkey, to this place called 

Bethlehem. You also know that there was no room in the Inn. Mary and Joseph had to stay in the stable. It’s amazing that this very 

stable was made with wood from the first tree. And it was in that stable that the Christ child was born.  And, it was in that feed box, 

also known as a manger, that the baby Jesus was lain.  Suddenly, the first tree felt as important as any tree could feel. 

 

When Jesus grew up he taught people how to be good people. One time he taught while standing in a boat, a fishing boat. Don’t you 

know that it was the very same fishing boat that was made from the second tree! And people were happy indeed. They were happy 

because of what Jesus said. And it was in this way that the second tree was fulfilled. 

 

Finally, you probably know that Jesus was crucified and that he rose from the dead on the third day. Well, he was crucified on a 

cross. And so it was that the third tree met its destiny.  It was cut up into pieces and some of those pieces were used to make the 

cross of Jesus. Ever since then whenever someone sees a cross it reminds them of who Jesus is and what He did. 

 

You see, it did not turn out like the trees expected but in the end they all got what they desired.  The first tree became a very 

important building indeed, the building where Jesus was born. And the second was a boat where people found out how to be happy 

and the third tree became one of the most famous of signs of all time. You see God had a plan for them. It was even better than they 

had imagined. 

 

God has a plan for you too. It is a good plan for a good life. You just need to trust Him. 

 

Moral:  Trust God and he will work things out in the end. 

Bible Verse:  Psalm 37:5 Commit your way to the Lord; Trust also in Him; And he shall bring it to pass. 

 

Discussion Starter: 

-Do things always work out the way you plan?  

-Why do things work differently from how we expect them to?  Is it a bad thing? 

 

Activity:  

Draw life-maps.  Use kids dreams as their destination.  Allow them to draw different paths to get to their dreams.  Because things 

can change – they may need back up plans.  
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Trader Jones 

 

The story is told of Trader Jones, who opened up a post in the Far North during the early days of our country's history.  The man was 

absolutely honest in all his dealings, but the Native Americans who drifted down the river to trade knew nothing of him. 

 

Shortly after the trader opened his store, a band of Native Americans swept around a bend in the river and landed on the white, sandy 

beach.  Without so much as glancing at the log cabin which housed so many treasures that they coveted, they pitched their teepees 

and started their evening fires. 

 

One day passed then two.  On the third morning, a young chief stepped into the room and threw a bundle of furs down on the counter.  

He held up both hands and then opened two fingers to indicate that he had brought in twelve skins.  The trader untied the package 

and counted the skins.  He found thirteen.  He at once told the Native American that he had made a mistake.  Still the Native American 

insisted there were only twelve and asked for merchandise up to that amount. 

 

The trader laid the skins out on the counter and pointed to them one by one.  Still the Native American was not satisfied.  He said he 

wanted sugar and coffee and tobacco for twelve skins. 

 

Trader Jones was puzzled.  He studied the Native American closely, suspecting that the man was merely preparing the way for trouble. 

There was no hint of malice in the Native American’s eyes.  Instead, the fellow smiled in a most friendly way as he insisted that his 

count was right and the trader's count was wrong.  Finally, Trader Jones collected merchandise equal to the value of 12 skins and then 

wrapped them up in the thirteenth skin and thrust it into the Native Americans’ arms. 

 

A half-hour later the entire tribe came into the room.  Bundle after bundle of furs thudded on the long table.  The Native Americans 

were all in the best of spirits.  They laughed and sang as they wandered about the store examining the articles displayed on the long 

shelves.  Most of the day was spent making trades with the Native Americans. 

 

Trader Jones smiled.  He saw at once that his reputation as an honest man had been established with that particular tribe of Native 

Americans.  He knew too, that a reputation of that sort would spread far and wide as the men talked over their experiences around 

the campfire. 

 

That night Trader Jones was invited down to the Native American encampment.  He was seated beside the chief and treated like a 

favored brother. 

 

The trader found out afterward what had happened.  The Native Americans had often been cheated by the white men.  The young chief 

had brought in the additional fur to test the new trader's honesty. 

 

This story has a pleasant sequel.   Trader Jones worked among the Native Americans for a great many years.  His reputation for honesty 

grew as time passed.  In the absence of any court of law, his office became the scene of many important decisions. And never once 

was his settlement of a dispute rejected. 

 

Moral:  Honesty pays off in the long run. 

Bible Verse:  James 5:12 Above all, my brothers, do not swear – not by heave or by earth or by anything else.  Let your “Yes” be yes 

and your “No” be no.  

Discussion Starter:     -Why is honesty so important?  

-How can you tell if you can trust someone?  

-How can someone know they can trust you?  
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The Velveteen Rabbit  

by Margery Williams 

 

There was once a velveteen rabbit, and in the beginning he was really splendid. He was fat and bunchy, as a rabbit should be; his coat 

was spotted brown and white, he had real thread whiskers, and his ears were lined with pink sateen.  

 

For a long time he lived in the toy cupboard or on the nursery floor, and no one thought very much about him. The only person who 

was kind to him at all was the Skin Horse. "What is REAL?" asked the Rabbit one day. "Does it mean having things that buzz inside 

you?   "Real isn't how you are made," said the Skin Horse. "It's a thing that happens to you. When a child loves you for a long, long 

time, not just to play with, but REALLY loves you, then you become Real." "Does it hurt?" asked the Rabbit. "Sometimes," said the Skin 

Horse, for he was always truthful. "When you are Real you don't mind being hurt." 

 

One evening, when the Boy was going to bed, he couldn't find the china dog that always slept with him. Nana was in a hurry, and it 

was too much trouble to hunt for china dogs at bedtime, so she simply looked about her, "Here," she said, "take your old Bunny! He'll 

do to sleep with you!" And she dragged the Rabbit out by one ear, and put him into the Boy's arms. 

 

That night, and for many nights after, the Velveteen Rabbit slept in the Boy's bed. And so time went on, and the little Rabbit was 

very happy -- so happy that he never noticed how his beautiful velveteen fur was getting shabbier and shabbier, and his tail 

becoming unsewn, and all the pink rubbed off his nose where the Boy had kissed him. 

 

And then, one day, the Boy was ill. His face grew very flushed, and he talked in his sleep, and his little body was so hot that it burned 

the Rabbit when he held him close. It was a long weary time, for the Boy was too ill to play. But the Rabbit snuggled down patiently, 

and looked forward to the time when the Boy should be well again, and they would go out in the garden amongst the flowers and the 

butterflies and play splendid games in the raspberry thicket like they used to.  Finally the fever turned, and the Boy got better. He 

was able to sit up in bed and look at picture-books, while the little Rabbit cuddled close at his side. And one day, they let him get up 

and dress. Just then Nana caught sight of the Rabbit. "How about his old Bunny?" she asked. "That?" said the doctor. "Why, it's a 

mass of scarlet fever germs! -- Burn it at once. 

 

And so the little Rabbit was put into a sack with the old picture-books and a lot of rubbish, and carried out to the end of the garden. 

He sat there feeling sad and then a tear, a real tear, trickled down his little shabby velvet nose and fell to the ground. 

 

And then a strange thing happened. For where the tear had fallen a flower grew out of the ground, a mysterious flower, not at all like 

any that grew in the garden. And presently the blossom opened, and out of it there stepped a fairy. She was quite the loveliest fairy 

in the whole world. "Little Rabbit," she said, "don't you know who I am?"  "I am the nursery magic Fairy," she said. "I take care of all 

the playthings that the children have loved. When they are old and worn out, and the children don't need them anymore, then I come 

and take them away with me and turn them into Real." 

 

And she kissed the little Rabbit and put him down on the grass. "Run and play, little Rabbit!" she said. He looked at himself and was 

surprised to find instead of dingy velveteen he had brown fur, soft and shiny, his ears twitched by themselves, and his whiskers were 

so long that they brushed the grass. He gave one leap of joy and went springing about the turf, jumping sideways and whirling round, 

and he grew so excited that when at last he did stop to look for the Fairy she had gone.  He was sad to see her go but then very 

happy. For now he was a Real Rabbit at last. 

 

Moral:  It is in loving others and being loved by others that we are real. 

Bible Verse: 1 Corinthians 13 Love is patient, love is kind.  

Discussion Question: 

-How did the boy and rabbit change throughout the story? 

-How has camp changed you this week or in your life?  
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Why The Chimes Rang  

Raymond MacDonald Alden 

 

There was once, in a far-away country, a wonderful church. It stood on a high hill in the midst of a great city; and every Sunday, 

as well as on special days like Christmas, thousands of people climbed the hill to its great archways. Altogether, no such church as 

this was ever seen before, especially when it was lighted up, and crowded with people, young and old.  

 

But the strangest thing about the whole building was the wonderful chime of bells. They had hung there ever since the church had 

been built, and were the most beautiful bells in the world. But the fact was that no one had heard them for years and years. They 

were special chimes, you see. It was the custom on Christmas for all the people to bring to the church their offerings to the Christ-

child; and when the greatest and best offering was laid on the altar, there used to come the sound of the chimes ringing far up in 

the tower. But for many long years they had never been heard.  

 

Now, a number of miles from the city, in a little country village, where nothing could be seen of the great church but glimpses of 

the tower when the weather was fine, lived a boy named Pedro, and his little brother. They knew very little about the chimes, but 

they had heard of the service in the church on Christmas, and had a secret plan, which they had often talked over when by 

themselves, to go to see the beautiful celebration.  

 

The day before Christmas was bitterly cold, with a few lonely snowflakes flying in the air, and a hard white crust on the ground. 

Sure enough, Pedro and Little Brother were able to slip quietly away early in the afternoon; and although the walking was hard in 

the frosty air, before nightfall they had trudged so far, hand in hand, that they saw the lights of the big city just ahead of them. 

Indeed, they were about to enter one of the great gates in the wall that surrounded it, when they saw something dark on the snow 

near their path, and stepped aside to look at it.  It was a poor woman, who had fallen just outside the city, too sick and tired to 

get in where she might have found shelter. The soft snow made of a drift a sort of pillow for her, and she would soon be so sound 

asleep, in the wintry air, that no one could ever waken her again. All this Pedro saw in a moment, and he knelt down beside her 

and tried to rouse her.  

 

"It's no use, Little Brother. You will have to go on alone." "But I can not bear to leave you, and go on alone," said Little Brother. 

"Both of us need not miss the service," said Pedro, "and it had better be I than you. You must go see and hear everything twice, 

Little Brother—once for you and once for me. And oh! if you get a chance, Little Brother, to slip up to the altar with this little silver 

piece of mine, and lay it down for my offering, when no one is looking. 

 

The great church was a wonderful place that night. Every one said that it had never looked so bright and beautiful before. When 

the organ played and the thousands of people sang, the walls shook with the sound, and little Pedro, away outside the city wall, 

felt the earth tremble around him.   At the close of the service came the procession with the offerings to be laid on the altar. Rich 

men and great men marched proudly up to lay down their gifts to the Christ-child. And last of all walked the king of the country, 

hoping with all the rest to win for himself the chime of the bells. There went a great murmur through the church, as the people 

saw the king take from his head the royal crown, all set with precious stones, and lay it gleaming on the altar, as his offering.  But 

still only the cold old wind was heard in the tower, and the people shook their heads; and some of them said, as they had before, 

that they never really believed the story of the chimes, and doubted if they ever rang at all. 

 

The procession was over, and the choir began the closing hymn. Suddenly the organist stopped playing. Not a sound could be heard 

from any one in the church, but as all the people strained their ears to listen, there came softly, but distinctly, swinging through 

the air, the sound of the chimes in the tower. So far away, and yet so clear the music seemed—so much sweeter were the notes 

than anything that had been heard before. Then they all stood up together and stared straight at the altar, to see what great gift 

had awakened the long-silent bells.  But all that the nearest of them saw was the childish figure of Little Brother, who had crept 

softly down the aisle when no one was looking, and had laid Pedro's little piece of silver on the altar.  

 
Moral:  Little acts of kindness do not go unseen above even if they are unseen by the crowd below. 

Bible Verse: Proverbs 19:17  He who is kind to the poor lends to the LORD, and he will reward him for what he has done. 
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INTERACTIVE DEVOTIONS 
Updated 2011 

 

1. REFLECTION (Submitted by Erika Ludwig): Without warning, take your cabin in silence with just a flashlight for yourself to a place 

they can lie down and look at the stars in peace.  Have them lie in a circle and tell them this week is what you make it (Old man 

and the bird story). Talk about setting the tone for the week.  Camp means a fresh start so that your campers can be anyone they 

want to be and forget about school, friend, family problems.  Camp is like a bubble, so what goes on outside of it does not affect 

the inside until they return home.  If they can learn to trust each other and embrace every activity then their week will be more 

amazing than they ever thought it could be.  Return to the cabin in silence and go right to sleep. 

 

2. ATTITUDE (Submitted by Erika Ludwig):: Campers sit in a circle and start a discussion about attitude.  When do they get bad 

attitudes?  What puts them into good moods?  How do other people see them when they sulk?  Take a ball of yarn and tie some 

around your wrist.  Don’t cut it; toss the ball to a camper across the circle and have them do the same.  Soon, the cabin is 

connected in a web.  Cut the last piece of it and have your cabin stand up (symbolizes when everyone’s attitude is high).  Then 

(just you) quickly sit down without warning.  The entire group should feel a tug downward (represents the effect of just one 

person’s bad attitude on the rest of the group.)  Continue one by one sitting down.  Cut the yarn from each other but leave the 

piece tied to their wrists as a cabin promise bracelet to do their best and keep a positive attitude. 

 

3. 3 QUESTIONS (Submitted by Erika Ludwig):: Sit with a flashlight in a circle and give campers options to talk freely about several 

questions.  For example, “You don’t have to say anything if you don’t want to, but we can talk about, a) your greatest fear, b) the 

things in life that make you truly happy or c) what experiences you’ve had that make you who you are today?”  Sometimes an 

open forum is the best way to really get to know one another. 

 

4. COLORS (Submitted by Erika Ludwig):: Pass out lifesavers (or other multicolored candy) and for each color, assign an aspect of the 

person to talk about that night and work on for the next day.  For example: if they chose a red lifesaver, it can represent how to 

show God’s love to others.  They then tell the circle how they have done it in the past, and it is that camper’s specific goa l to 

work on it the next day.  (White=friendship, green=trust, etc.) 

 

CARDS (VARIATION OF COLORS) (submitted by Cara Hawkins): Spread out a deck of cards in the middle of the floor and assign a 

question to each card. Go around the circle letting campers draw the card and asking them the assigned question until every card 

is gone. This campers start to notice what they have in common with each other which helps to build community, they also learn 

fun facts about their cabin mates which they might not have learned otherwise. 

 

5. SHARING CHART (by Bob Ditter): Gather campers and explain that everyone seems to need help getting better at sharing.  

Establish ground rules (everyone sits in the circle, one person speaks at a time, everyone listens, no put downs, counselors start 

and stop the meeting).  Brainstorm a list of all the ways campers can share.  Put the list up where everyone can see.  Set up a 

time each day (maybe twice a day) for the group to get together and report anyone who has shared with them in some way.  For 

example, “I want to thank Morris for sharing his time with me this morning during clean up.  He helped me clean my space.” 

 

6. TAP SOMEONE…(by Katie Lame): Create a list of positive qualities.  All the campers sit around with eyes closed and each one 

takes a turn naming a positive quality and tapping the camper in the room who has fulfilled that during the week (counselors must 

make sure everyone gets tapped!)  Examples: Tap someone who has shared, Tap someone who has been helpful, Tap someone who 

is encouraging, Tap someone who has been nice to you, Tap someone who is a new friend, Tap someone who makes you happy. 

 

7. GLOWING BALLOON (submitted by Cara Hawkins)  Break a glow stick and put it in a balloon that is blown up and then turn off the 

lights and tell campers that they can only speak when they are holding the balloon. Ask them a question about their favorite part 

of camp, or about any type of memory.  

 

Pass around the same balloon (or another) with a permanent marker about half way through the week and ask the campers to 

write down their favorite part of camp-- I usually ask, "If you could take a picture of yourself doing something at camp and send 

it home on the front of a post card, what would the picture be of?" It's cool to keep the balloon around so they can look at it, and 

great for writing post cards at the end of the week if you take notes during the devotion. 
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8. WASH AWAY FRUSTRATIONS (submitted by Cara Hawkins)  (Works especially well for cabins that are not getting along) Get a 

water bottle filled 3/4 with water and pour in some soap. Pass out scraps of paper and washable markers. Ask the campers to 

think about things in their lives that frustrate them-- or specifically in the cabin. Without talking about these things instruct the 

campers to put their scraps of paper in the water bottle and then set it aside. (The ink on the paper virtually disappears as the 

scraps of paper thin out in the water). Get out a larger peice of paper and pass around the paper and have campers write 

something they enjoy about camp or about life. Talk about how sometimes you have to forget/forgive the things that make you 

mad and focus on the things that make you happy. 

 

9. BUDDY-PAIR-UP (submitted by Cara Hawkins)  In a cliquey cabin- assign buddies from different groups of friends to write notes 

to each other or make crafts for one another. Ask them to find out information about their new friend and then challenge them 

throughout the week by asking them questions at random times. 

 

10. LINK CHAIN (submitted by Cara Hawkins)  Make a link chain throughout the week-- or even throughout the summer. Ask campers 

to write down their favorite memory from the day, or their favorite color, or favorite song, etc. and build a link chain. Staple the 

strips into circles and add links by looping the next circle through the previous. Keep the chain around so that the campers can 

look at its progress throughout the week. 

 

11. SPOONS AND FORKS (submitted by Jordan Piening)  Sit the cabin in a circle and you have a spoon and a fork, or two similar 

objects that can cause confusion. To the person on your left you pass the spoon, but say this is a fork. They then ask 'a what?' 

and you respond with 'a fork.' and they say 'Oh, a fork.' They then say this to the person on the left of them, while the 'a what?' 

question is always fielded back to you, and the statement 'a fork' is passed on. Once the spoon or 'fork' reaches about a third of 

the way around, and the cabin is starting to think this is really easy, you start the fork to your right, saying its a spoon. 

Eventually, the two meet and confusion ensues. The cabin will (probably) start barking some orders and getting frustrated. That's 

when you stop them and talk about attitude and taking turns speaking and having fun with everyone's ideas and talk about how 

arguing stopped the spoon and fork from moving or how yelling at everyone only took the fun out of it all. Challenge them to keep 

this up throughout the rest of the week and work together to finish something. Even try it again if they get excited about it. 

 

12. BANDANA DEVOTION (submitted by Jordan Piening)  The bandanna devotion is where you cut the bandana into strips and talk 

about cabin unity.  The bandana as a whole represents the cabin group.  But, the cabin made up of individuals, which is 

represented in the strips the bandana is torn into.  Without each individual, the bandana cannot be made whole.  Just like the 

cabin – each person plays a valuable role in making the cabin special and unique.  The bandanas can be worn as bracelets the rest 

of the week and its something that they can identify with.  It creates a sense of belonging and togetherness. It can also be used 

to talk about overall attitudes and how they should treat each other as cabin mates.  

 

13. FOR GOOD (submitted by Anna Murray)  Play the song “For Good” from Wicked.  Use this song to lead into a discussion of how 

every interaction has an effect on others.  The effect may be positive – but it’s always lasting.  The campers can begin to see how 

they affect those around them and how the other cabin mates have changed them through the week (open their minds, broaden 

their horizons, etc.)  This devotion can be a open ended discussion or more of a lesson the counselors inform them of.  This 

devotion is particularly applicable as a Friday Night devotion before the campers go home.   

 

14. HIGHS AND LOWS  An easy way to recap the day is to have highs and lows with your cabin.  Each camper states the best parts 

and the worst parts of the day.  Set up parameters that if a particular person was their low point that they should talk about it 

with you privately.  Make a list of all the highs to display in the cabin.  Take note of the lows so you and your co-counselors can 

find ways to improve upon them the next day if possible.  This also can be done anonymously by giving campers note cards to 

write highs and lows on – and then the counselors can read them allowed.  Always try to end on the high points.   

 

15. PETALS AND THORNS Similar to highs and lows – campers share their thorns (negatives) and petals (positives) of the day.  It’s 

usually done so campers share 1 thorn and 2 petals.  

 

16. RATE THE DAY  Have campers rate the day on a scale of 1-10.  Have them explain why they rated it as they did.  For fun you can 

average the score and have a cabin “Rate the Day.”  If the cabin has a low score – discuss ways that everyone can work to make 

the next day better.  This can also be done anonymously with note cards.  Be sure to debrief as a cabin if people have common 

negatives.  Focus on the awesome parts of your cabin, too!   
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17. STARS (submitted by Faith Gingrich-Goetz)  Take your campers to a place that you can lay and look at the stars.  As the campers 

are looking at the stars talk about how the stars represent the cabin – each individually unique but a part of something bigger.  If 

even one was missing it wouldn’t be the same.  Can be adapted as needed to include reading stories or talking about anything else 

important for the cabin.   

 

18. THAT’S WHAT MAKES YOU BEAUTIFUL (submitted by Abbey Gingras)  Have the cabin sit in a circle and share something they find 

beautiful about the person to the left, right, and themselves.  Discuss how sometimes it is harder to say something nice about 

yourself than others but we all have beautiful qualities.   

 

19. PUZZLE (submitted by George Gadd) Each camper is given several pieces to a puzzle and the cabin must put it together without 

speaking.  Use the puzzle to represent the cabin – each person is an equal and important part of the cabin, and if one is missing 

the cabin is incomplete.  Tie it in to creating a brotherhood/sisterhood and leave the puzzle intact for the week as a 

representation of the cabin family.   
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CHAPEL SKITS 
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Blind Man 

Cast: Jesus, Blind Bart, 2 campers, Samaritan woman, Tax man, follower of Jesus. Have groups whoop and holler when they’re 

mentioned. 

 

Blind Bartimaeus Receives His Sight 

Mark 10:46-52 

 

One day Jesus was hanging out with 140 Camp Counselors, 36 Crewmembers and 340 happy campers when a guy named Blind Bart, 

not to be confused with Buffalo Bart, called for him. Blind Bart said, “Hey Jesus, pick me, pick me” while holding up his hand and 

doing a very unusual “hey, look at me” dance. One of the campers, who will not be getting a Good Deed Bead, shushed him and told 

him that Jesus was too busy to talk to him. 

 

However, Jesus, who is not too busy to talk to anybody, stopped, pointed at him and called out, “Hey Blind Bart, come here.” Then 

another camper, who will be getting a Good Deed Bead, helped Blind Bart down to see Jesus. Jesus asked him what he wanted and 

Blind Bart said he wanted to see. Jesus said, “Go, your faith has healed you.” And Blind Bart was all of a sudden able to see and 

promptly did a happy dance.  

 

Jesus Talks with Samaritan Women 

John 4:10-13 

 

As Jesus and 140 Camp Counselors, 36 Crewmembers and 340 happy campers hung out some more they noticed a woman at a well. 

Jesus said hello to her and some of the 140 Camp Counselors, 36 Crewmembers and 340 happy campers were mad at him. You see, 

they didn’t like her because she dressed funny and had a ridiculous international accent. Jesus told them to get over themselves 

because what people wear and wherever they come from doesn’t matter to him. He just went right on talking to the woman and 

eventually told her how to find God. Then she promptly did a happy dance. 

 

Zacchaeus the Tax Collector 

Luke 19:1-10 

 

The last person Jesus met that day was a very short Tax Collector named Zacchaeus. He was so tiny that he had to climb up in a tree 

to see Jesus. Everyone knew Zacchaeus and hated him, not just because he collected taxes but he cheated people by collecting more 

money than he was supposed to. 

 

Jesus saw Zacchaeus and asked him to come down. When Zacchaeus met Jesus he was blown away. He promised that from now on he 

would be honest and good and would give tax refunds. He was applauded by the 140 Camp Counselors, 36 Crewmembers and 340 

happy campers, after which they promptly did a happy dance along with Zacchaeus and Jesus. 

 

Jesus, the Way to the Father 

John 14:5-7 

 

At the end of Jesus’ journey was a cross and Jesus said he had to go there. Someone in his company said to him, “We don’t know 

where you are going, so how can we know the way?” Jesus answered, “I am the way and the truth and the life. No one comes to the 

Father except through me.”  Then the 140 camp counselors, 36 Crew and 340 campers all promptly did a happy dance. 
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David, Goliath and the Big Pitch 

Cast: David, Goliath, Jethro, Abe, ball handler, 3-5 cheerleaders. 

It should be dark with the end of a flashlight as the ball. The ball handler moves it from pitcher to batter as directed by the narrator. 

 

It was the World Series of baseball in 1000 BC. The Giants were playing the Stars (six-pointed). Game seven, bottom of the ninth, 

two outs, bases loaded and Jethro was on the mound pitching for the Stars, who were up by three runs. Coming up to bat was the 

Giants’ secret weapon, Goliath. He was a giant of a man, seven feet ten inches of meanness and ugly. He spit. He snorted. He got to 

the plate, did a funky little dance, looked right at Jethro and laughed in a really irritating way. 

 

Jethro gritted his teeth, adjusted his ball cap, and spit on his shoe. He wound up and threw the best pitch he had. – The appointed 

Ball Handler moves the flashlight in slow motion as it goes all crooked on it’s way to the batter- Goliath made a mighty swing and 

missed. Strike one. The cheerleaders did a cheer, “Shut up. Get out. Don’t let me see you pout. Your mama had a baby and her baby’s 

getting’ out.” Even though he threw a great pitch, Jethro was badly shaken. He started crying for his mommy and was taken out of 

the game. Goliath laughed obnoxiously. 

 

Then the manager sent in good ol’ Abe Goldstein to pitch. Goliath said something rude about needing a pitcher and not an underwear 

stitcher. This made Abe angry. He wound up and threw the curly Q ball that he was famous for. –The appointed Ball Handler, slow 

motion-like, moves the ball in a curly path to the batter- Goliath took another mighty swing and made another mighty miss. The fans 

cheered wildly. The cheerleaders cheered, “We got the power to…We got the power to…We got the power to…Whoop you!” They all 

looked at Abe only to see that his effort had left him tied in a knot like a pretzel. He had to be carried from the field. 

 

The only person left in the bullpen was a scrawny kid named David. He was only about the same age as you. The manager reluctantly 

called in David to pitch. He came out skipping. He did not inspire confidence. Everybody in the stadium groaned and murmured. And 

then Goliath said something impolite about David’s mother. This made little boy David really mad. He started winding up. He wound 

up some more and then he wound up some more and then proceeded to throw the best pitch he knew how to throw. 

 

Now I want to freeze-frame here for a minute “FREEZE!” -make sure David is in mid pitch- You see God, being the He was, and still is 

God, knew ahead of time that David’s pitch was going to be low and inside. So he sent an angel to help. OK “UNFREEZE!” -The ball 

floats from David’s hand. It’s looking bad until…enter the angel! The angel blows on it and flaps his wings to keep the ball on the 

right path. Goliath starts swinging when the ball is a few feet away. The ball takes a last minute dip and Goliath misses. Strike 3! 

Yourrr’re out! He throws down his bat and throws a big hissy fit right there in front of everybody. 

 

Well, the crowd went wild. The cheerleaders did back flip after back flip. David praised God by saying “Hallelujah” a lot. And the Stars 

had won the game. And from that time on, the six-pointed star was known as the “Star of David”
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Joseph and the Secret Recipe 

 

Cast: Joseph, Jacob, about 11 brothers, boss, Tractor Pull Beauty Queen. That’s 15 actors. 

 

Jacob had 12 sons. They were all pretty normal until the last one. His name was Joseph. He had funny hair. He was a dreamer. He 

dreamed that one day all his brothers would bow at his feet. Needless to say his brothers didn’t like that and beat up on him and 

threw grass at him whenever Jacob wasn’t looking. But Jacob liked Joseph best because Joseph knew the secret recipe for making 

S’mores. 

 

One day the brothers thought it would be funny to sell Joseph to a carnival that was passing through town. Then they went to their 

dad, got in a line and told a big, fat lie.  They put it in a song and dance for him. It went like this: “Joe, Joe was eatin’ a S’more, he 

was eatin’ a S’more, he was eatin’ a S’more, and then he choked to death.” Their dad was very sad. He rolled around on the ground 

and cried loudly. 

 

So Joseph went to work with the carnival. First, he sold peanuts and then because he did such a good job and was always honest, he 

got promoted to corn dogs. He took great care to be the best corn dog maker on the planet. His boss noticed this and gave him even 

more responsibility.  He put Joseph in charge of the most important of all carnival concession booths. Joseph became the number 

one, grand Pooh-Bah of the deep fat fryer where he fried up funnel cakes like nobody’s business.  

 

Since his boss was so nice to him, Joseph used the secret recipe to make him a S’more. He made him promise not to tell anyone else 

about the secret recipe. 

 

One day, while the carnival was at the Boone County Fair, Joseph ran into the Tractor Pull Beauty Queen of all Burlington, Kentucky. 

She tried to get him to tell her the secret recipe for S’mores by batting her eyes and blowing him kisses. Joseph was a man of 

integrity and refused to give in.  

 

Well, the next thing you know, Joseph’s brothers heard that they could get S’mores for their father at the Boone County Fair in a 

special place called Burlington, Ky. They left for Burlington at once. They left in such a hurry that they forgot their camels and had to 

give each other piggy-back rides. 

 

When they arrived in beautiful Burlington, they got to meet Joseph but did not recognize him. They hadn’t seen him in a long time. 

When they realized he was the Supreme S’more Commander, they bowed down.  Well, how many of you remembered that Joseph had 

dreamed this would happen? If you did, you may, at this time, pat yourself on your back. 

 

Joseph finally tells them that he is their brother. And because he is a man of character he does not rub it in that they are the bad 

guys of this story. Instead he gives them some freshly made S’mores and sends some home for his dad. 

 

Joseph’s honesty and integrity paid off in the end. 
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Joshua and Jericho 

 

Cast: Joshua, Jericho, God (can be the narrator), 6 funny people (4 need to have a funny word ready, 2 need to have a joke). Invite 

audience to sing Barney Song when the time comes. 

 

There were these two guys from the same neighborhood named Joshua and Jericho. They fought about everything. They fought about 

who got the last drink of Mountain Dew. They fought about whose dog was stinkier. They fought about God. Joshua believed in God. 

Jericho didn’t.  

 

One day they decided they were going to have it out once and for all. They were going to settle all arguments of all time. They just 

needed to determine the contest. Joshua suggested Rock, Paper, Scissors, complete with demonstration, but Jericho said he wasn’t 

very good at that. Joshua said he thought maybe things should be decided by who could burp the loudest. Again he gave a 

demonstration. Jericho, tired of all the burping, finally suggested that if Joshua could make him laugh then Joshua would be the 

winner. Joshua quickly agreed because he thought he was pretty funny. What Jericho didn’t tell Joshua was that he hadn’t laughed in 

three years. 

 

Jericho hardly ever laughed. One time his brother was eating a brownie with milk and he laughed causing the milk and brownie to 

come out his nose. Jericho never laughed. He could watch Sponge Bob Squarepants all day and never even smile. Professional ticklers 

could work him over and he would not laugh. Not even a snicker. 

 

Joshua rounded up the funniest people he knew and they all made a circle around Jericho. They make funny faces and get right in his 

face and yell funny words. But Jericho does not laugh. 

 

Then one of the funny people tells an insanely funny joke (needs to be pre-arranged and pre-approved) and Jericho does not laugh. 

Then another comedian tells another joke…and of course, Jericho does not laugh. Finally, God gets involved. He calls Joshua over and 

whispers something to him.  

 

So Joshua calls the funny people into a huddle and tells them the plan. They are to hold hands in a circle and march around Jericho 

while singing the Barney Song over and over and over again…seven times. Joshua and the funny people do as they are told…but they 

are skeptical. 

 

(Speak these lines while the comedians are singing) At first, Jericho looks at them as if they are stupid. After the second time he 

looks irritated. (Ask the comedians to sing faster) After the third time he looks uninterested. After the fourth time his eyes are 

bugging out. After the fifth time he starts hitting himself on the head. After the sixth time he is jumping up and down. After the 

seventh time, he falls to the ground and screams, “All right, all right. Ha Ha Ha.” 

 

And this is how Joshua won over Jericho. The moral of the story is that you should always listen to God. And that God works in 

creative ways. And that God can really make people laugh when He wants to. The end. 
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Mephibosheth (MUH FIB’ UH SHETH) from I & II Samuel. 

 

Let me introduce the characters of our story (5 characters and 5 or so in King Saul's army); First, there is David. Then there is 

Goliath. Then there is Jonathan, David’s very best friend. Jonathan’s father is King Saul and Jonathan’s son is Mephibosheth, who was 

crippled in both feet. There is also an army and you the audience are the people of the kingdom. And like every good country song, 

this story involves a truck. 

 

King Saul was a very popular king. The people of the kingdom all said together, “We love Saul. He is very tall.” But then one day a big, 

big guy named Goliath showed up and stood right in front of King Saul’s army and taunted them and said impolite things about their 

mothers. One day David was walking by when Goliath said something impolite about his mother. David picked up a rock and put it in 

his slingshot and launched it into the middle of Goliath’s forehead causing him to be immediately dead. The people of the kingdom all 

cheered together, “We love David. From Goliath we were sav-ed.” This made King Saul jump up and down in anger. He was so jealous 

that he wanted to kill David. He decided he would invite David over for dinner and then poison his bug juice. So he sent David an 

invitation to dinner. 

 

When David received the invitation he was suspicious. He called his very good friend Jonathan on the phone. Jonathan picked up the 

phone and informed David that it was about 1000 BC and the phone wasn’t invented yet. So David met Jonathan at Waffle House 

where they proceeded to do the official Very Good Friend Hand Shake: first they shook pinkies, then touched their knuckles together, 

then touched the tops of their heads together, then they jumped up and down on one foot, then they did a standing back flip with a 

half twist. After that they recited the official Very Good Friend Pledge of Allegiance, “I will do my duty to do my best to take care of 

you and your family for all the rest…of my life.” Finally, David asked Jonathan if he knew anything about King Saul trying to kill him. 

Jonathan said he would ask.  

 

Well, the next day Jonathan e-mailed David that he had better run away. David called Jonathan on the phone to tell him that it was 

about 1000 BC and e-mail was not yet available. After that, David ran away. 

 

So King Saul got his army together and chased after David… in slow motion…while singing the theme song from Chariots of Fire.  

Then one day, all of a sudden, King Saul and Jonathan got run over by a truck. Well, they were dead and the chase was over and 

Israel needed a new king.  

 

So they held a vote. Guess who got voted as the new King? David, of course. The people of the kingdom began to clap, hooray and 

make general sounds of celebration. One of the first things David did was to send for Jonathan’s son, Mephibosheth. Remember 

Mephibosheth? Everyone figured that David was going to shake him, slap him, step on his toes and generally get revenge on 

Mephibosheth for what his grandfather, King Saul did to him. But NO, instead, David took Mephibosheth into his house like he was 

his own son. 

 

Some people were mad at David for treating Mephibosheth like a son when he should have been treated like a beaten enemy. David 

said he was treating him like a son, not because he deserved it, but because he had made a promise to Jonathan. 

 

David was like God in this way: God will take you into His family and treat you like His own child. Not because you deserve it but 

because He said He would. 
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Moses and the Burning Bush 

 

Cast: Moses and nine people to be butterflies (3), dancing bears(3) and a burning bush(3). People to help lead the song," Pharoah, 

Pharoah." 

 

One day Moses was out sitting in a field happily playing with his toes when God wanted to get his attention. First God sent three 

beautiful butterflies to flutter around him, sometimes bumping into him, and whispering his name louder and louder and louder. 

However Moses was too busy playing with his toes to notice.  

 

Next God sent three dancing bears to get his attention. They sashayed, they do-si-doed, they pirouetted. They leaped, they limboed 

and they waltzed. But NO, Moses wouldn't be distracted. 

 

Finally God made a bush burst into flames right next to him. Suddenly Moses noticed and jumped up and ran around saying, "stop, 

drop and roll." God finally got Moses to quiet down by talking to him through the bush. He said, "stop that" and Moses did. Then God 

said, " Moses I want you to do something for me. I want you to go to the king of all Egypt, a.k.a. Pharaoh, the most powerful man in 

the known world and tell him to let go all of his slaves. Tell him he'll have to do his own dishes from now on." Moses laughed 

hysterically while slapping his knee until he understood it was not a joke. 

 

Realizing God wasn't kidding, Moses held out his right hand, palm up, and said, "OK, now on the one hand you have Pharaoh, the 

most powerful man in all the known world, with an army numbering in the thousands and all of them mean. And then on the other 

hand (he puts out his left hand, palm up) you have little ole Moses. Little ole wimpy Moses. Little ole wimpy, sniveling Moses. 

 

Then Moses smacks his right hand onto his left and says, "I don't think so." 

 

Then God says, "you do what I tell you and I'll back you up. And that means one little ole wimpy, sniveling you plus Me, the Creator of 

the Universe.” 

 

So Moses put his shoes back on and set out to see Pharoah. 

 

What happens next is recorded in this song...called “Pharaoh, Pharaoh.” 

 

 

**Pharaoh Pharaoh, Oh no. Gotta let my people go -Yeah, Yeah, Yeah, Yeah (repeat) 

 

 Well the burning bush told me just the other day-that I should come over here and say.  Gotta get God's 

people out of Pharaoh's hands. And lead them on over to the Promise Land.* 

 

 So me and God's people goin' to the Red Sea and Pharaoh's army was a-comin' after me.                                          

So I raised my rod, stuck it in the sand-And all of God's people walked across dry land.** 

 

  But Pharaoh's army was a-comin' too so what do you think that I did do?I raised my rod and I cleared my 

throat-And all of Pharaoh's army did the "dead man's"  float.** 
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The Parable of the Talents 

 

Cast: Program Director, three counselors and about 6 campers. 

Note: Let the whole audience yodel, bark or whatever as the counselors do their jobs. 

 

This story is about three counselors, a program director and a bunch of wild and wacky campers. 

 

As part of Staff Training, the Program Director, gave each of the three counselors a unique piece of equipment. One was given a 

piece of rope 15 feet long. The second was given a lop-sided ball. The third was given an empty plastic jug. They were told to make 

use of these things during the summer while they were counselors. They were told to use them to find new ways for wild and wacky 

campers to have fun. 

 

The first counselor took his rope with him the first time he had his cabin together for a game. They played limbo, jumped rope and 

had a tug of war. They had so much fun that they yodeled. The next time they had a chance, they played more games. They used the 

rope like a swinging vine. While they were swinging on the vine they made Tarzan sounds…which is actually yodeling. Every day they 

found another use for the rope and another reason to yodel. 

 

The second counselor took her lop-sided ball with her during the first week of camp. She decided that any ball game was a whole new 

kind of fun with a lopsided ball. Her cabin played Goofy kickball and Silly soccer. They had so much fun, they barked like a dog. The 

next week the counselor forgot to bring the ball at the right time and it ended up sitting under her bed for the rest of the summer. 

The campers barked no more. 

 

The third counselor was mad because he thought he got the stupidest of the objects. He had some ideas for the rope but wondered 

what you could do with a stupid plastic jug. ( At this point you can put the question out to the audience of what game could be 

played with a plastic milk jug) But the third counselor, he never even tried. He just sat there complaining. His campers never yodeled 

or barked like a dog. They only grumbled and cleared their throats. 

 

Well, when the Program Director found the first counselor and his cabin doing nothing she got mad and gave him a bad evaluation. 

To the second counselor she gave an average evaluation. And to the third counselor she gave a promotion…and he let him use her 

favorite clipboard. When the first counselors’ campers heard the news they all danced and yodeled. 

 

You see, God made you with your own talents. Your talents are different than anyone else’s. God wants you to find your talents and 

use them for good things.
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The Prodigal Son 

Cast: (Jack, his dad, his “so called friends” (4), the pigs (4), audience divided into 2 groups) 

 

Now here is a story, DA NA NA NA NA (sung by audience group #1). About the Prodigal Son, DA NA NA NA NA. A regular rich kid, DA 

NA NA NA NA. A fat daddy's son. DA NA NA NA NA. He didn't like working, DA NA NA NA NA. He'd rather have fun, DA NA NA NA NA. 

He wanted a break now, DA NA NA NA NA. So his dad gave him one, DA NA NA NA NA 

 

There was this rich guy who had two sons. He was the kind of rich guy who thought his sons should have to work. Now the youngest 

son, Jack, didn't like to work. He just liked to lay around, chew on a piece of grass, play with his toes and whistle “Dixie.” One day he 

was loudly whining to his dad about all the hard work he had to do. His dad said that he should keep on working the estate because 

someday half of it would all be his. 

 

So Jack said, "Can I have my half now?" 

 

His dad scratched his head. Then he scratched his shoulder. Then he scratched his left kneecap. Then he scratched his head again and 

thought for a minute. Finally, he said, "OK," and then he wrote Jack a big fat check worth half of the entire estate.  Jack took the 

check, cashed it and decided to go on one really big vacation. Along the way he met some “so called” friends. 

 

There he was just a walkin' down the street singin' DO WAH DITTY DITTY DUM DITTY DO (sung by audience #2) Wasting his money 

with everyone he meets Singin' DO WAH DITTY DITTY DUM DITTY DO He looks good. He looks fine. Wastin' money.Wastin' time 

 

Well Jack made a lot of friends with his lot of money. They hung around him. They hung on him. They tied his shoes for him and made 

him breakfast in bed. But really they weren't real friends at all but they sure loved to help him find ways to spend all that money. 

 

Spend, spend, spend. Waste, waste, waste. Party, party, party.  What do you think eventually happened?  He spent it all. And all his 

so called friends left him. And he had to get a job feeding pigs. 

 

They were really obnoxious and smelly pigs. They grunted and slobbered all the time. They rolled around in the muck and all over each 

other. And to Jack, after being hungry for a while, even the pig food started looking good to him. So he tried to eat some one time 

but the pigs didn't like that and they told him so. They said: (group #1) 

 

Hit the road Jack. And don't you come back. NO MORE NO MORE NO MORE NO MORE. Hit the road Jack. And don't you come back no 

more. 

 

Jack was depressed and really hungry now, so he sat down and thought about it. He scratched his head. Then he scratched his 

shoulder. Then he scratched his left kneecap. Then he scratched his head again and thought, "I have really hit the bottom. My dad has 

servants who eat better than I do. Maybe if I go back and apologize he'll let me be one of his servants. Yeah, that's it, I'll go back and 

grovel to my dad." 

 

So the prodigal son jumped up and headed for home. But before he could even get thereand start groveling, his dad saw him coming 

and proceeded to jump up and down with joy. He told everyone, "Hey, my son who left has come home. Quick, get ready for the 

biggest party we've ever had. And get me some really fine clothes and a ring. Yeah, a ring. I want to take them to him as a welcome 

home present." So the father ran down and met him on the road. He said, "Hallelujah, my son who was once lost is now found!" 

 

Hallelujah, hallelujah. Hallelujah, hallelujah. Halle-e-lu-u-jah. (group #2) 

This story is about all of us. We want to be home with our father, our Heavenly Father. You see God created you so that no matter 

who you are or where you've been or where you are going to go, deep down you want to be home with your Heavenly Father. You 

might try other things but what you really need is to be with God and it's Jesus who will show you the way. 
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Shadrach, Meshach and Abednego 

Cast: 8 readers/ performers, 8 copies of skit w/ parts overlined, dime store electic guitar 

 

King Nebuchadnezzar made a statue of gold, ninety feet high and nine feet wide. He then called together the mayors, police chiefs, 

fire chiefs, governors, advisers, treasurers, judges, and county clerk. So the mayors, police chiefs, fire chiefs, governors, advisers, 

treasurers, judges, and county clerk assembled for the dedication of the statue of King Nebabababadedadadadadedodododo. 

 

"This is what you are commanded to do: As soon as you hear the sound of the bugle, flute, zither, kazoo, harp, pipes and electric 

guitar, you must fall down and worship the gold statue of King Neby-baby. Whoever does not fall down and worship the statue of 

gold will immediately be thrown into a blazing furnace." 

 

Therefore, as soon as they heard the sound of the bugle, flute, zither, kazoo, harp, pipes and electric guitar, everybody fell down and 

worshipped the statue of gold that King Next door neighbor had set up. 

 

At this time some disgruntled state employees said to King Fuzzy Pickles, "O king! You have issued a decree, O king, that everyone 

who hears the sound of the bugle, flute, zither, kazoo, harp, pipes and electric guitar must fall down and worship the statue of gold, 

and that whoever does not fall down and worship the statue of gold will immediately be thrown into a blazing furnace. But Shadrach, 

Meshach and Abednego pay no attention to you, O king.”  

 

Furious with rage, King Nincompoop called for Shadrach, Scratch my Back and Abednego.  "If it is true, Shadrach, Meshach and A 

Dingo Ate My Baby, that when you hear the sound of the bugle, flute, zither, kazoo, harp, pipes and electric guitar and you do not fall 

down and worship the statue of gold, you will immediately be thrown into a blazing furnace.  Then what god will be able to rescue 

you from my hand?" 

 

Flash back, Heart Attack and I Don’t Know replied, “King Inagodadavida, we do not need to defend ourselves before you in this 

matter. If we are to immediately be thrown into the blazing furnace, the God we serve is able to save us from it, and he will rescue us 

from your hand, O king. But even if he does not, we want you to know, O king, that we will not fall down and worship the statue of 

gold.” 

 

Then King Duck Duck Goose was furious with Nic Nac, Pattiwhack, Give a Dog a Bone and ordered the furnace heated seven times 

hotter than usual and commanded some of the strongest soldiers in his army to tie up Larry Rack, Curly Jack and Some Guy Named 

Moe and immediately throw them into the blazing furnace. The king's command was so urgent and the furnace so hot that the flames 

of the fire killed the soldiers who took up Nap Sack, Piggyback and Each Foot Has Five Toes, as they were immediately thrown into 

the blazing furnace. 

 

Then King La Cucharacha leaped to his feet in amazement and said, "Look! I see men walking around in the fire, unbound and 

unharmed." King Three Chartreuse Buzzards then approached the opening of the blazing furnace and shouted, "Jack Black, Ben Affleck 

and Someone Ate My Oreo, servants of the Most High God, come out! Come here!" 

 

So Tic Tac, Chex Mix and I Wasn’t Born in Ohio came out of the fire, and the mayors, police chiefs, fire chiefs, governors, advisers, 

treasurers, judges, and county clerk crowded around them. They saw that the fire had not harmed their bodies, nor was a hair of 

their heads singed; their robes were not scorched, and there was no smell of fire on them. 

 

Then King Sponge Bob Square Pants said, "Praise be to the God of Shadrach, Meshach and Attack of the Killer Tomatoes! They 

trusted in him and he saved them. No other god can save in this way." 
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The Good King, the Sheep and the Goats 

 

Cast: Good King, 3 sheep, 3 goats, plus a Wacky Sax to play while dancing 

 

He was the king. He was a good king. He was kind, generous, his ears were a little big and Oh, that king could dance. And when he 

danced it looked like this… 

 

Now the Good King’s kingdom had prospered. There was peace in the land as far as he could see. But he could not see everywhere 

and he had heard that there was need in the land. This made him bow down in sadness. Then he got down on the ground and cried. 

 

Then he stopped crying for a moment and got an idea. This made him happy. He jumped up and joyfully twirled around and around 

and around and around and around until he got dizzy and fell down again. Then he got up again and sent out the order to gather all 

of his court for a meetin’. When all of his court got together he said, “If there is human need in the land I want you to go out and fill 

it. I want you to go out among all the people and tell them and show them that the king cares for them.” He provided each in his 

court with what they required to be gone for one year. He also gave them plenty of money to share with those they found in need. 

And after the year was over they were to return and report what they had seen and what they had done. 

 

And so the king’s court went out into all the land. They were among the people of the kingdom for one year. 

 

At the end of the year they all returned and stood before the king. “What have you seen and what have you done?” asked the good 

king. Some were proud to report that they found no need in the kingdom. They spent their time and money partying with the people 

whose needs were already met. They demonstrated for the king a new dance they had learned called, “The Goat Cheese Stomp.” It 

went like this… 

 

The king was hopping, snorting mad with these people. He spoke to them with great force, “I know you are lying because I was in 

need and you did nothing for me.” He then cut them off from the others in the court and one by one he kicked them out of the 

kingdom and into the pen with the goats. He said, “Why don’t you show them the “Goat Cheese Stomp?” 

 

The rest of the court was afraid of the king now. Their knees knocked in fear. But the king told them that they didn’t have to be 

afraid. They weren’t going to get kicked out of the kingdom. No, they were going to be honored. “Why are we to be honored?” they 

asked. The king said, “Because you saw me when I was hungry and gave me something to eat, you saw me when I was thirsty and you 

gave me something to drink. You saw me when I was a stranger and you invited me in. I needed clothes and you gave them to me. I 

was sick and you cared for me. I was in prison and you visited me.” 

 

The rest of his court was still afraid. They looked at each other with big eyes. They murmured nervously amongst themselves. Finally, 

they spoke with, “but we did not see you, you were here and we were out there.” The king asked, “Isn’t it true that you did all these 

things for people in need?” “Yes, it is true but that was them, it was not you.” The king said, “Indeed it was me, for however you 

treated the neediest person in my kingdom is how you treated me. Now come, good and faithful servants. You are my sheep. And my 

kingdom is your kingdom and my wealth is your wealth. And may God bless you forever and ever.” The king then led them in a new 

dance called the “Sheepskin Shuffle.” It went like this… 
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The Good Samaritan 

 

Cast: Jesus; a man in the crowd; a male camper; 3 bombers, a male Head Cabin Counselor; a female E-Team and a Crew person.  

That’s 9 people plus a person to hold up (BOO) and (YEA) signs to the crowd. 

 

One day Jesus (YEA) was talking to a large crowd of people (YEA).  A man in the crowd, who thought he was pretty smart, stood up 

to ask Jesus a question.  “What do I have to do to go to heaven?” the smarty pants man asked Jesus. 

 

Jesus answered by asking the man a question. “What do the Ten Commandments say you should do?” 

 

“The Ten Commandments say that you must love God with all your body, all your mind and all your spirit. You should also love your 

neighbor as much as you love yourself,” the man answered. 

 

“That’s right,” said Jesus. “Do that and you will go to heaven.” 

 

“I understand that I should love God,” said the man. “But who is my neighbor?” 

 

Jesus answered with a story something like this. 

 

Once there was a camper (YEA) who was traveling on the lonely road between the Valley and Lakeview. Along the way three bombers, 

left over from the last time we played Quest, attacked him. They beat the camper (BOO) and took all of his candy (BOO) and messed 

up his hair (BOO). Then they left him by the side of the road, almost dead or at least with a really big headache. 

 

A little while later a Head Cabin Counselor (YEA) came down the same road.  He saw the camper who was hurt but did not stop. 

Instead, the Head Cabin Counselor crossed the road and hurried on his way to KRP. (BOO) 

 

Then an E-Team person (YEA) came upon the injured camper. She knew that the campers needed help but she did not want to be 

bothered. She also crossed to the other side of the road, and quickly passed by the dying camper. (BOO) 

 

Not long after that, a member of the Crew (YEA) came by and saw the camper lying on the side of the road. The Crewie felt sorry for 

the beaten camper and she stopped to help. She carefully bandaged the camper’s wounds and gave him some bug juice to drink. 

Gently, she lifted him up and carried him to the Lakeview Health Center. (YEA) 

 

“Now, who do you think was the neighbor to the poor beaten camper?” Jesus asked. 

 

“The Crew Person,” (YEA) the smarty pants man answered. “The one who was kind to him.” (YEA) 

 

“That’s right,” said Jesus. “Now go and do the same thing yourself.” (YEA)
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Wizard of E 

 

Cast: Dorothy, Toto(“Arf”),Scarecrow, Tin Man, Cowardly Lion & Wizard (also the narrator) 

 

Our story picks up with a little girl lost, far from home, all alone except for her little dog Toto. She's heard of the great Wizard of E 

who can grant wishes, a wizard who could help her find her way home. 

 

On her way to find this wizard, she stops at Florence Mall where she and her little dog Toto encounter a Blues Band called the 

Triangles. In this band is a wimpy looking lion, a not-too-smart scarecrow and a cold-hearted tin man.  They start to sing. 

 

The Lion sings, “I’ve got a wimpy body ” Scarecrow, “I’ve got an empty mind.” Tin Man, “I’ve got a cold-hearted Spi-rit.” All, “And we 

can’t make it rhyme. Can anybody tell us? Won’t you give us a clue? How to get rid of the missin’ somethin’ blues.” 

 

Dorothy and her little dog Toto run up to the Triangles and say that if they’re missing something they should come along to see the 

Wizard of E. They all think for 3 1/2 seconds and agree to go. Soon they are skipping along arm in arm singing the traditional song. 

 

“We're off to see the Wizard, the wonderful Wizard of E. We hear he is the wizard he is, if ever a wiz' there was. The Wizard of E is 

one because, because, because, because, because, because, because, because, because, because… Because of the wonderful things 

he does. We're off to see the Wizard, the wonderful Wizard of E.” 

 

Well, they come out of Florence Mall and take a taxi to a sign that says, “Lakeview Entrance.” They go on up the gravel road and then 

follow the lakeshore to the Chapel by the Lake. It is here there they come upon the man, the Wizard, the Wizard of E.  He’s the one 

wearing (describe your outfit here). 

 

Once they figure out who they are talking to they get all excited...jump up and down...step on Toto’s tail… pat each other on the back 

…step on Toto’s tail again...roll on the ground... step on Toto’s tail once more...and generally celebrate with great joy. After a while 

they calm down enough to ask if he, the Wizard of E can help them.  

 

The wizard goes right up to the lion and says, “Lion, here at the Land of E you get to try some new challenges to help make you 

braver and stronger. You can try the Zip Line, the Wall, the Airwalk...OH MY!” The Cowardly Lion starts feeling braver already. 

 

Immediately the Wizard then turns to the Scarecrow and says, “What you need is some brain exercise, like the intellectual challenge 

of the Honor Log program, Low Ropes, or something.” 

 

The Wizard looks at the Tin Man and says, “And to warm up your cold heart we have devotions and chapel and the Spirit, Mind and 

Body ceremony. Yep, this being a YMCA Camp we'll help you with your body (touches the lion), mind (touches the Scarecrow), and 

spirit (touches the Tin Man).” 

 

They all cheer but eventually realize that Dorothy isn't cheering. Dorothy says, “I don't suppose you can help me find a way home, can 

you?” The Wizard says, “Well, let me tell you about home. You see when God created you he gave you this desire to go home. And do 

you know where home is? It's with Him. And do you know how to get there? Jesus is the way. You just had to ask.” Dorothy says, “So 

I can go home!” And the Wizard says, “Any time you want.” 

 

They all go off cheering and singing the traditional song: 

 

“We're off to see the Wizard, the wonderful Wizard of E. We hear he is the wizard he is,if ever a wiz' there was. The Wizard of E is 

one because, because, because, because, because, because, because, because, because, because… Because of the wonderful things 

he does. We're off to see the Wizard, the wonderful Wizard of E.” 
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