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YOUNGER CHILDREN

Daily Quick Reference Guide

Scripture Passage: 1 Kings 3:7–15 

Scripture Focus: 1 Kings 3:9a 
“Give your servant therefore an understanding mind.” 

Theological Summary: Solomon has shown wisdom before this, but here we see him ask specifically 
for God’s help to rule. Maybe he wants to avoid David’s errors, and the result is that God promises him 
guidance and direction (and wealth and long life) if he continues to listen to God. 

Today, campers will…

• Identify times in their lives when they need guidance.                

• Be invited to make God a partner in decision-making.        

• Explore how conversations with God are shaped by reflection and wondering.    

• Learn to listen for the ways God leads us through prayer.

DAILY ACTIVITIES
TITLE TYPE DESCRIPTION

Which Way PLAY LEARN Working together to solve a problem

Seeking Solomon LEARN Explore the story

Wisdom Wants PLAY LEARN Game to see how God gives wisdom

Prayer Path PRAY CREATE Create and pray a labyrinth

Time Out PLAY  Active listening game 

Picking Prayers PRAY SERVE Pray for others’ needs 

Wondering Wisdom LEARN CREATE Praying a Psalm 

Prayer Practice: Labyrinth

Leader Notes: Day 3 saw the longing of being heard, and today we are looking for guidance. Campers 
are used to people telling them what to do. The difference today is that God invites us to be a part of the 
decision-making, so we must pray for wise decision-making. 

Prayer: Dear God, we love you. Thank you for the gift of prayer. Help us to always talk to you and listen to 
you, to bring all we are to you. 

 

Day 4: Longing for Guidance 
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Daily Activities

Which Way   PLAY LEARN

Why: Campers will see that sometimes we have to 
tackle a problem step by step, but each step must 
be thought about and then accomplished. 

Supplies: 64 pieces of paper laid out in an eight-
by-eight grid (if more than 16 campers, increase 
size of grid), or chalk to draw a grid

How: Lay out the paper in an eight-by-eight grid 
on a flat surface. Pair up campers. Each camper 
should be at the opposite end of the grid from 
their partner. Working together, they must find a 
way to meet in the middle. They may only move 
one square at a time to a connecting square, not 
diagonally. Each person must move at the same 
time. Once they meet in the middle, they must 
find a new way back out, moving one square at 
a time. If blocked, they must find a way around. 
They may use hand signals, one-word commands, 
or facial expressions to communicate. You can 
place yourself or other “obstacles” on spaces to 
make the task harder. After all pairs have made it 
back out, talk about how sometimes we have to 
think about our next move, and how God asks 
us to stop, think, and sometimes to have another 
person help us to figure out what to do. 

BTW: You could choose two pairs to be brick walls 
– in other words, they stand on the grid and don’t 
move, or intentionally move in wrong directions 
to be difficult. They are barriers to work around. 
Spend some time talking about what happens 
when communities are not helpful to each other.

Seeking Solomon           LEARN

Why: Campers will learn the story of Solomon’s 
dream and how God wants to be in our lives, too. 

Supplies: Large piece of paper, markers 

How: Read 1 Kings 3:7–15 to the campers and 
review the story. As a group, create a list of 
things in their lives where they have to make 
decisions. Ask the campers how they can make 
good decisions and how should they include 
God (praying, remembering what the Bible says, 

etc.) in making decisions. Together, make a list of 
people God has given them to help make good 
decisions. This could include parents, teaches, 
friends, and mentors.  

BTW: If you have time, you could be more 
specific, lifting up a certain decision that campers 
often face, then asking them to reflect on how 
God can guide them and what people could help.  

Wisdom Wants           PLAY LEARN 

Why: Campers will play a game to help them 
remember ways to look to God for wisdom.  

Supplies: Wisdom Wants handout (p. 51), 
scissors, three envelopes 

How: Divide campers into three groups of equal 
number and explain that they will be trying to 
put together pieces of information to get the full 
story. Give one group the “who,” one group the 
“why,” and one group the “what” statements 
from the handout. At a signal, campers try to 
find who has the rest of their story. When they 
think they have the three parts, they should cry 
out “wisdom” and sit down together. If they are 
correct, they can stay. If not, they must keep 
searching for wisdom. When all the groups are 
assembled, have them read their three parts out 
loud. Ask the campers what the groups all have in 
common and how they include God.

BTW: You could expand the activity by asking the 
campers to come up with their own examples. 
They could do pieces of Bible stories or even 
events from camp. 

Prayer Path           PRAY CREATE

Why: Campers will create a prayer labyrinth to 
help them seek wisdom 

Supplies: Classic Labyrinth handout from Prayer 
Packet (p. 258), yarn, glue stick

How: Explain that prayer labyrinths are different 
from mazes because there is only one way in and 
one way out, with no hidden tricks or false ends. 
Give each camper a copy of the Classic Labyrinth 
pattern and invite them to trace the path with 
glue and yarn. After they finish, guide them in 
following the yarn trail with their finger and 
praying as they follow. As they follow the path 
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inward, ask them to think about a problem that 
bothers them and why it bothers them. As they 
trace their way out, invite them to think about 
what they can do to solve the problem or make 
things better. Once they have finished, let them 
stand up and shake out any nervous energy, 
then spend a couple minutes talking about the 
experience and times when using the labyrinth 
might be helpful. 

BTW: As a group, you could create a large 
labyrinth with chalk and pray together as you 
walk in and out. This could be offered as a 
morning devotion time each day. 

Time Out       PLAY 

Why: Campers will play a game that encourages 
them to listen and act wisely. 

Supplies: One ball per pair of campers, Time Out 
Task handout (p. 51)

How: Campers form two lines so that each camper 
has someone facing them. Make sure there is 
ample space between each pair. For each task, 
campers will decide whether to move, stay where 
they are, or change position. Call out the first 
task (toss the ball to your partner) and count 
to five. Partners must then complete the task. 
Call out the tasks on the sheet. When all have 
been completed, repeat the game, but this time, 
campers must decide what they will do before the 
task is called out. At the end of the game, discuss 
what made it harder to make a wise decision, and 
what made it easier. 

BTW:  You could repeat this activity with groups 
of three or five or more. Afterward, talk about how 
group size changes the decision-making process 
and how listening changes with more people.

Picking Prayers           PRAY SERVE 

Why: Campers will practice praying for others. 

Supplies: Ribbon, scissors, markers

How: Campers should write a prayer need on a 
piece of ribbon, then tie it to a branch, fence, or 
other location. Help campers brainstorm some 
suggestions. After they are done, collect all the 
pieces of ribbon, mix them up, and lightly tie 
each to a branch, fence, etc. Invite each child to 

come up and select someone’s need off the tree. 
When all have selected a need, have the campers 
form a circle. Ask them to read the prayer need 
and think about that issue. Guide the campers in 
prayer by praying aloud while they pray or reflect 
silently. This will prevent campers from rushing 
through this activity. Campers should then pass 
their prayer to the person on their left. Repeat 
a few times as interest allows. Return all prayer 
requests to the branch or fence when done.  

BTW: Campers could add more ribbon prayers to 
this branch or fence throughout the camp week. 
This could also be a full camp activity set in a 
worship space or common gathering location. 

Wondering Wisdom    LEARN CREATE

Why: Campers will learn to wonder and reflect on 
God’s wisdom. 

Supplies: Large sheet of paper, markers  

How: Spend some time brainstorming wise sayings 
that campers have heard. These can be from their 
culture, from home, or through media. Make a 
list, then go back through and ask the campers 
what each one means and where they think 
it came from. For example, “Don’t count your 
chickens before they hatch” means not to make 
assumptions about what could happen but wait 
and see what really occurs, and it probably came 
from a farm community.  

BTW: You might consider making signs with their 
favorite wise sayings to put up around camp or try 
to make up some new camp-themed versions of 
old sayings.
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Story Resources
What Do You Do with a Problem? and What Do 

You Do with an Idea? both by Kobi Yamada 
(Compendium, 2016 and 2014). These books 
tackle how to deal with problems and ideas 
so that they get either handled or explored. 
Although they don’t directly talk about God, 
as you read you can insert the desire of God to 
hear our problems and ideas so that God can 
grant us wisdom. 

King Solomon (Superbook, 2016). A cartoon 
version of the Solomon story. A short version 
“King Solomon’s Dream” is available on 
YouTube. 

“Solomon’s Dream” (Holy Tales, 2014). A brief 
video with songs and the animated story of 
Solomon.

Can I Pray with My Eyes Open? by Susan Taylor 
Brown(Hyperion, 1999). A book to help children 
see that there is no one way to pray or listen to 
God.
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Wisdom Wants

WHO WHY WHAT

Noah Must build an ark Listens to God and builds the ark  

Disciples Called to follow Jesus Drop their nets and follow 

Jonah Must go to Nineveh Swallowed by a fish, decides to do what God wants

David Sees a big giant Fights the battle and wins for God

Moses Must lead the people out of Egypt Listens to God and saves God’s people 

Daniel Prays to God no matter what Is saved by God from the lions 

Esther Must save her people Asks people to fast and pray 

Time Out
 

Tasks 

 • Catch a ball

 

• Throw the ball in the air and give your partner a high five before they catch the ball

 

• Lace your fingers together and try to throw and catch the ball

 

• Roll the ball to your partner and back again

 

• Stand on one foot and toss the ball back and forth two times

 

• Pass the ball using your feet

 

• Roll the ball to each other with your elbows



O
lder Children

         InsideOut:
  

77

OLDER CHILDREN

Daily Quick Reference Guide

Scripture Passage: 1 Kings 3:7–15

Scripture Focus: 1 Kings 3:9 
“Give your servant therefore an understanding mind to govern your people, able to discern between good 
and evil; for who can govern this your great people?”

Theological Summary: God can help us make good choices when we let God help. 
Solomon becomes a king when he is very young. He realizes how little he knows about how to lead. In a 
dream, he seeks God and admits that he doesn’t know what to do. He asks God to help him become wise. 
This sets a strong example for all of us to look to God for wisdom and guidance.

Today, campers will…

• Identify times in their lives when they need guidance.    

• Be invited to make God a partner in decision-making.

• Explore how conversations with God are shaped by reflection and wondering.

• Learn to listen for the ways God leads us through prayer.

DAILY ACTIVITIES
TITLE TYPE DESCRIPTION

Gridlock Confusion PLAY    Paths can change

Map Maker CREATE PLAY Guiding others

I Got This LEARN SERVE  Confidence and support activity

Where Is God? SERVE LEARN Finding God in every situation

Yarn Partners SERVE LEARN Find our way to others

Finger Labyrinth CREATE PRAY Centering to hear God

Dream Doodles LEARN PLAY Dreams can be confusing

Prayer Practice: Labyrinth

Leader Notes: As much as we all wish God might provide a clear road map or direction in our lives, 
sometimes the signs are subtle. Campers may struggle with discerning God’s guidance in times when they 
feel particularly confused or dismiss the idea of God’s help when the Spirit lacks a concrete expression. 

Prayer: Dear God, sometimes I am uncertain and ill-prepared to do what I’m called to do. Help me to 
remember that you will always help me find my way and will bring others into my life to guide my path.

Day 4: Longing for Guidance 
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Daily Activities

Gridlock Confusion   PLAY

Why: Fun way explore the ways change challenges 
us and sends us seeking guidance.

Supplies: Blindfold

How: Arrange all but two campers in a grid (for 
example, 12 campers would stand in three rows 
of four, all facing the same direction). They 
should be spaced so that when their arms are 
outstretched, their hands touch. One camper plays 
Solomon and is blindfolded and stands at one 
corner of the grid; the other camper plays God 
and stands at the farthest corner from Solomon. 
Solomon starts forward, down the aisle between 
campers; God periodically calls “Solomon” while 
walking along the exterior of the grid of campers. 
Every time God calls out, the grid campers make 
a quarter turn, again touching hands, so that 
rows become columns. Solomon must try to work 
his way to God, following God’s voice. Solomon 
cannot break through the arms of the grid 
campers, nor can Solomon go around the exterior. 
When Solomon reaches God, different campers 
are chosen to play these roles. After playing, 
spend some time talking about how the quality 
of advice or wisdom changes when circumstances 
change. For example, the help you give a ten-year-
old doing math might not make sense for a five-
year-old. See if campers can come up with some 
other real-world examples of their own. 

BTW: You could make the activity space larger 
by giving each camper two short pool noodles 
to reach out. Connecting this way makes the 
grid larger for “Solomon” and eliminates some 
physical contact if your group is overly aggressive.

Map Maker   CREATE PLAY

Why: God calls us all to provide direction and 
guidance to one another. 

Supplies: Colored sheets of paper, markers, index 
cards, pens

How: Divide campers into two teams for a 
scavenger hunt. Inform them of the boundaries, 

establish off-limits areas, and provide guidelines 
such as whether paper can be hidden in buildings 
or must be outside. Give each team six pieces of 
colored paper to hide in the designated area of 
camp. As they hide the paper, they collectively 
draw a map or write incremental instructions for 
the other team to find them. Once papers are 
hidden, teams exchange maps or instructions 
and attempt to locate them. Once everyone has 
found the items, spend some time talking about 
the experience. Ask campers if it was easier to 
give instructions or to follow them, and how they 
worked together to find the items. 

BTW: To make this more challenging, rather than 
clear directions or a visual map, teams could write 
riddles or trivia questions, the answers to which 
indicate the location of the next hidden prize.

I Got This    LEARN SERVE

Why: Practice looking for God in different 
situations.

Supplies: None

How: Call out different decisions campers might 
make in their life, and invite campers to choose 
one side of the space or the other based on two 
possible answers. If the camper is confident in 
making that decision alone, they yell out, “I got 
this!” and move to the side that matches their 
decision; if they think it’s a decision where they 
could use some advice or support, they yell, “I 
could use a hand” and stay in the middle. Pause 
between each question and let the campers on 
each side have a brief conversation. For those 
who are confident, invite them to share what 
gives them that confidence with one another. 
Invite those who chose “I could use a hand” to 
brainstorm who they might ask for advice or look 
to for guidance. Decisions might include choosing 
friends, studying for a test, going through 
confession or confirmation, confessing to a lie, 
forgiving someone who hurt them, or asking for 
help with sadness.

BTW: You could use this procedure at random 
times through the day, or later in the week 
when campers are choosing teams for a game or 
selecting a song for grace. Help them name the 
different little and big choices all around them 
and how people guide one another. 
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Where Is God? SERVE LEARN

Why: Practice looking for God in different 
situations.

Supplies: Timer

How: Divide campers into small acting groups and 
have each come up with a scenario to act out in 
which someone is worried, confused, or anxious. 
Ask them to end their skit with how the person 
ended up making a bad decision. Invite the 
group to act out their scenario for the rest of the 
campers. After sharing the skits, ask each group to 
go back and amend their story by adding a step 
where someone finds wisdom through another 
person or by pausing for prayer. Let the groups 
share their revised stories with one another. 
Afterward, spend some time talking about how we 
look for guidance and wisdom and how God can 
be part of that process. 

BTW: You might have a staff skit to demonstrate 
this activity early in the day to help campers do 
it themselves later. Sharing skits and conversation 
could be part of a worship experience at the end 
of the day. 

Yarn Partners SERVE LEARN

Why: Remind campers that sometimes God might 
help us through other people. 

Supplies: One ball of yarn (approx. 50 ft. long) 
for every two campers; an area with folding chairs, 
tables, picnic benches or other stationary objects

How:  Prior to the activity, lay out a strand of yarn 
for every two campers in your group. It can be 
intertwined with chairs, tables, trees, or anything 
else that would be safe for campers to navigate 
as they roll up the yarn. Make sure both ends of 
each strand are easily accessed on opposite edges 
of the space. When campers arrive, have each 
person find their own end of a string to hold on 
to, then follow. Ask campers to roll up their yarn 
as they follow where it leads. Campers will be 
simultaneously untangling yarn from each end 
and will do so until they “meet” their buddy. 
Spend some time discussing how people have 
come into their lives at important times and how 
God might guide us through others or guide them 
through us. 

BTW: Group members could all take strands of 
their yarn to weave into bracelets. Wearing them 
home could be a reminder for campers to keep 
their eyes open for people God will bring into 
their life.

Finger Labyrinth   CREATE PRAY

Why: Introduce the labyrinth as a prayer practice, 
inviting campers to journey with God. 

Supplies: Cardstock, pencil, yarn, white glue, 
Labyrinth Pattern handouts from the Prayer 
Packet (pp. 258, 259)

How: Each camper will create their own finger 
labyrinth to use. Trace or glue the a labyrinth 
pattern to cardstock. The simpler pattern will 
be much easier to use, but if you have time 
and determined campers, feel free to use the 
more complicated pattern. Cut a length of yarn 
sufficiently long enough to cover the entire 
pattern. Trace the labyrinth pattern with glue, 
then glue the yarn onto the pattern. Touch it up 
as needed so that the yarn is firmly affixed in the 
labyrinth pattern. When it’s dry, help campers 
understand that movement, such as tracing a 
labyrinth, can help them become quiet and 
centered, which is a good way to be receptive to 
hearing God’s voice. Try tracing the labyrinth 
while listening to soothing music, or reflecting 
on a prayer concern as they trace the labyrinth 
pattern.

BTW: Campers could also make their own 
labyrinth out of rocks or with chalk. These could 
be small enough for them to navigate with their 
hand, or large enough to roll a ball through if 
they need something more tactile. 

Dream Doodles LEARN PLAY

Why: Introduce campers to the idea of listening to 
God in different ways.

Supplies: Paper, pencils

How: Seat campers in a circle, each with a piece of 
paper and pencil. Each camper should think of a 
dream they had that they can summarize in one 
sentence. For example, “A snowman sitting on the 
beach having a picnic with a frog,” or “I can fly.” 
Each camper should write their dream sentence at 
the top of a piece of paper, then silently pass it to 
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the person on their left. That person should draw 
a small picture underneath the sentence of what 
the sentence depicts. They then fold the paper so 
the words can’t be seen and pass it to the next 
person. That person writes a sentence underneath 
describing what they think they see in the picture, 
then folds it over so the picture can’t be seen, 
displaying only the sentence they just wrote. 
The paper goes around the circle, alternating 
between drawing and writing, always folding over 
everything but the immediate sentence or picture. 
This continues until it returns to the originator. 
Spend some time reviewing how their original 
dreams have been reinterpreted, and allow some 
time to share stories about dreams and any 
meaning they have assigned them. 

BTW: This could be done on short stacks of post-
it-notes rather than folding one piece of paper. 

Story Resources
Animal Fables from Aesop, by Aesop. (David 

R. Godine Publishing, 2012): Wisdom often 
comes in story. Fables are a great way to invite 
campers to reflect and think about all the ways 
they have received wisdom.
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YOUNGER YOUTH

Daily Quick Reference Guide

Scripture Passage: 1 Kings 3:7–15 

Scripture Focus: 1 Kings 3:9–10  
“Give your servant therefore an understanding mind to govern your people, able to discern between good 
and evil; for who can govern this your great people?” It pleased the Lord that Solomon had asked this.

Theological Summary: Solomon is one of the famous kings in the Bible, and his fame is based on wisdom, 
which he has because he asked for it. We, too, need guidance and will find that our lives are richer and 
more satisfying if we ask for guidance.

Today, campers will

• Identify times in their lives when they need guidance.

• Be invited to make God a partner in decision-making.

• Explore how conversations with God are shaped by reflection and wondering.        

• Learn to listen for the ways God leads us through prayer.  

DAILY ACTIVITIES
TITLE TYPE DESCRIPTION

Searching for Fun PLAY LEARN    Backwards scavenger hunt

Catch the Future CREATE LEARN  Make cootie catchers with a twist

Different Directions CREATE PRAY Craft and pray at the same time

Walk This Way PRAY SERVE  Prayer walk

Get Lost LEARN PLAY  Build an obstacle course

Improv Adventure LEARN PLAY  Act out good decisions and bad ones

Game On! CREATE PLAY Make up your own game of choices

Prayer Practice: Labyrinth 

Leader Notes: Some of today’s activities are likely to bring out the natural dichotomy of silly and serious 
in your campers. Allow both to shine through, with gentle guidance.

Prayer: God, please grant us wisdom when we make choices and help us to understand how you want 
us to live our lives. We appreciate the people you’ve given us who guide us through the tough times and 
celebrate the good times with us.

Day 4: Longing for Guidance 
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Daily Activities

Searching for Fun  PLAY LEARN

Why: Experiential introduction to the idea of a 
little guidance going a long way.

Supplies: Paper, pencils or pens, vessels for 
collecting items.

How: Make a list of things campers might find 
around camp in a scavenger hunt, writing your 
items on a piece of paper, but keep it hidden. 
Explain to campers that they will be embarking 
on a scavenger hunt, which will be held as 
any other scavenger hunt with one important 
difference—only you will know what they are 
looking for. Campers should go out and look for 
things they think you might be looking for. When 
the scavenger hunt ends, award points based 
on whether campers correctly guessed the items 
on the list. After the hunt is over, spend some 
time discussing the freedom and frustration of 
ambiguity compared with having clear directions 
or expectations. Ask the campers how these issues 
impact their personal decision-making process.  

BTW: Make this easier by offering broad 
categories, such as “nature” or “colors,” or make 
it less fair by giving some campers the full list 
and some no list. Invite campers to compare 
their experiences. You could also allow some 
technology into the activity and make it a photo 
scavenger hunt. The pictures could easily be 
dropped into a slideshow later in the week. 

Catching the Future      CREATE LEARN

Why: Talk about wise choices allowing some room 
for fun and silliness.

Supplies: Paper, markers, Cootie Catcher  
handout (p. 110)  

How: Read 1 Kings 3:7–15, then ask campers 
to make their own cootie catcher based on 
Solomon and the template at the end of this day's 
activities.  Invite them to start with what Solomon 
asks God for, with wisdom being one of the 
choices. They can come up with the rest of the 

options and appropriate responses.  Let them find 
a partner and play around, seeing other ways the 
story might have gone. Spend some time talking 
about the different ways we make decisions and 
discuss how choices affect our lives. Be sure to 
lift up that good decisions don’t always mean 
everything in life goes smoothly. 

BTW: If you have time, consider having campers 
make a second one, focusing on choices and 
outcomes based on a week of camp. 

Different Directions  CREATE PRAY

Why: Identify and pray for the people who offer 
us discernment in our lives.

Supplies: Markers, cardstock, large piece of paper

How: As a group, discuss how some people in 
your life give good advice and help you make 
smart or wise decisions. Make a general list and 
allow campers to make their own personal lists as 
well. Give each camper a piece of cardstock and 
ask them to put a dot in the center.  Now ask the 
campers to select four of the people they listed 
who give them guidance and put their initials 
around the dot like points on a compass. Instead 
of labeling the points of their compass with N, 
E, S, and W, they will have initials of those who 
help them make good decisions. They can finish 
decorating the page to make it look like a giant 
compass. Ask the campers to pray through their 
compass, thanking God for the helpful people in 
their lives and asking God to give those people 
wisdom as well.

BTW: Campers can be encouraged to continue 
using the compass as a prayer tool throughout the 
week of camp and even once they get home. It 
can act as a reminder of people to turn to when 
they have decisions to make.

Walk This Way  PRAY SERVE

Why: Anchor your day in the theme and 
open yourself to an attitude of generosity and 
mindfulness.

Supplies: Blindfolds

How: This is a walking prayer activity. Blindfold 
half the campers and assign each blindfolded 
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Improv Adventure          LEARN PLAY

Why: Have fun, let loose, and connect to the 
reading by thinking about the importance of 
making good decisions.

Supplies: none

How: Ask campers to come up with a series of 
possible decisions or choices they might need 
to make in real life. Then divide into teams of 
three or four and ask each group to come up with 
several outcomes for each situation, both positive 
and negative. Then each group can take a turn 
doing improv. Campers can shout out one of the 
situations already chosen and assign them an 
outcome to act out. You can redo each scenario 
with different outcomes as time allows. Afterward, 
ask the campers to reflect on what most impacted 
the outcomes and how improvising our decisions 
in life can make things more difficult as opposed 
to looking for guidance and thinking things 
through.

BTW: Continue the fun in a talent show night, 
or encourage campers to write their own choose-
your-own-adventure graphic novels. You could 
print them out and send them home with 
campers to carry the camp experience into their 
daily lives.

Game On!      CREATE PLAY

Why: Have fun while exploring the process of 
self-reflection, making faithful decisions, and 
examining the impact of various choices on us 
and the world around us.

Supplies: Cardboard or butcher paper, markers, 
paints, old board games, access to craft supplies

How: Read or review the events of 1 Kings 3:7–15, 
then divide campers into teams of three or four 
people and task them with creating a board or 
active game either from scratch or using existing 
games as templates. The game’s goal should be to 
reach the finish by making wise/Godly decisions, 
and players are helped along the way by reflecting 
on their lives/choices/needs and consulting with 
God. Campers can make this happen in any 
way they choose. Using Chutes and Ladders as a 
template, ladders could be in squares where the 
player prays before making a decision or chooses 

camper a partner who then takes their arm 
and carefully leads them around areas of the 
camp. Tell campers to pray for whatever strikes 
them in each area—for instance, pray for the 
administrators near the office, or for fun and 
safety near recreation areas. Blindfolded campers 
will rely on their partners both for guidance 
through the walk and for knowledge of what 
area they are in. Have campers switch places with 
their partners halfway through so everyone gets a 
chance to both serve and be served.

BTW: This can be as long or short as you and your 
campers want, and can also be used throughout 
the day as groups move from activity to activity.

Get Lost      LEARN PLAY

Why: See what a lack of guidance looks like and 
feels like from both sides.

Supplies: Items to make a simple obstacle course

How: Ask campers to create an obstacle course 
with materials they find or you provide. Campers 
should work together to map out a path through 
their course that only group members know and 
that they don’t think someone else will easily 
figure out. After 10–15 minutes of creation time, 
have staff members or other campers try to make 
their way through the course. Campers should 
offer no help, only telling people after they reach 
the other side whether they made it through 
safely or not. Then have them try it again, this 
time with guidance in the form of hints, a map, 
or feedback at each step, allowing staff or campers 
to try as a team to get one member through at 
a time. If your group is large enough, you can 
divide campers into teams and make multiple 
obstacle courses, and campers can rotate to 
different courses and try to get through them all.

BTW: This could be a good activity to use for 
learning about asking the right questions in 
addition to the usefulness of having guidance. 
Let campers decide if they will give hints freely or 
require people to ask for them, or even ask in the 
way they prefer.
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an option that benefits the community instead of 
themselves. In kickball, points could be scored not 
by how many bases the player runs, but by how 
many people they help along the way in different 
scenarios (e.g., picking up litter between first and 
second base, assisting players on the other team 
asking for help finding a lost possession).

BTW: You could use these games for rainy day 
or family group activities during the week. Have 
campers vote on their favorite and make an 
official game set to include the winner’s creation 
in the camp’s permanent resources.

Story Resources
Percy Jackson & The Olympians: The Lightning 

Thief (Fox 2000 Pictures, 2010). Review the 
Lotus Casino scene, where Percy and his 
companions must overcome the temptations to 
make the right choice so they can move on in 
their quest. This illustrates, through a character 
many campers already know, how important it 
is to have outside guidance (Poseidon) as well 
as wisdom (Percy knows what he needs to do in 
order to leave) in making important decisions.

The Tall Man, by Dorothy Brandt Davis and Carl 
Brand Davis (Brethren Press, 1996). John 
Naas is known for refusing to serve in the 
king’s army because he was already serving 
God. While this choice initially causes conflict 
with the king, it ends well, showing that his 
dedication to God was the right choice, with 
far-reaching positive impact.

“The Emperor’s New Clothes,” by Hans Christian 
Andersen. This classic tale has been made into 
children’s books and videos online; choose 
any media that works well at your camp. 
An emperor is so concerned with looking 
impressive that he is tricked into buying new 
“clothes” that don’t exist. Contrast this ruler 
with Solomon and Solomon’s priorities as he 
was made king.
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Cootie Catcher Handout
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OLDER YOUTH

Daily Quick Reference Guide

Scripture Passage: 1 Kings 3:7–15

Scripture Focus: 1 Kings 3:11–12 
God said to him, “Because you have asked this, and have not asked for yourself long life or riches, or for 
the life of your enemies, but have asked for yourself understanding to discern what is right, I now do 
according to your word. Indeed I give you a wise and discerning mind; no one like you has been before 
you and no one like you shall arise after you.” 

Theological Summary: God is our partner in decision-making, and the power of reflection is important in 
making decisions.

Today, campers will… 

• Identify times in their lives when they need guidance.            

• Be invited to make God a partner in decision-making.        

• Explore how thoughtfully conversations with God are shaped by reflection and wondering.        

• Learn to listen for the ways God leads us through prayer.  

DAILY ACTIVITIES
TITLE TYPE DESCRIPTION

Game with No Rules PLAY  Leadership experiment

Stay Connected PLAY LEARN Get the campers to have fun

Decisions, Decisions LEARN  Compare easy and hard decisions

Dreaming with God CREATE Dreaming about the future

Prayer Knots PRAY Prayer with knots

Lectio Divina LEARN PRAY Praying the scriptures 

Interview a Friend LEARN  Peer interviews

Prayer Sticks SERVE PRAY  Praying for others

Prayer Practice: Labyrinth

Leader Notes: Youth don’t just look to one source of authority. They connect with networks of friends and 
others from whom they draw wisdom. Identifying reliable sources for different problems can be difficult. 
Help campers name the challenge of sorting wisdom from bad advice in all the input they receive. 

Prayer: Merciful God, help us to always seek you when we make big and small decisions. Let us hear your 
voice and may it guide us to do your will. In Jesus’ name, Amen. 

Day 4: Longing for Guidance 
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Daily Activities 

Game with No Rules   PLAY 

Why: Get campers working together while 
introducing the daily theme.

Supplies: Three cones

How: Have campers line up and link arms.  Place 
three cones across a play space a good distance 
from their line and have one cone in mind as 
the actual goal. Explain that one of these cones 
is their destination that the entire group must 
reach. In order to reach the cones, they must 
follow the leader’s directions, and failure to do 
so requires having them start over. Explain that 
the longer the activity goes on, the harder the 
directions will get, and that you cannot tell them 
which cone is the actual destination. Have the 
campers begin walking, then shout out random 
directions to challenge them, such as “boys must 
close their eyes” or “everyone spin around ten 
times, then link arms and keep going.” Continue 
to shout out directions to the campers as they 
make their way across to what they hope is the 
correct cone. If they ask for help, assistance, or 
hints on which way to go, be supportive and 
helpful. The idea is to balance following direction 
with seeking help or advice.    

BTW: You could make this a more complicated 
activity by placing cones great distances apart, 
maybe even giving them a map to the cones that 
requires crossing the entire camp, putting pressure 
on them to find the right one more quickly as 
directions get harder.  

Stay Connected           PLAY LEARN

Why: Explore leadership roles in the group while 
talking about communication.

Supplies: none

How: Have the campers stand in a circle and press 
their palms flat to the palms of the campers on 
both sides of them. Explain that they must stay 
connected without gripping fingers and without 
talking. Ask the group to imagine a nearby 
place they would like to walk to. Now tell them 
they have ten minutes to reach the destination. 

Give no other direction and do not tell them to 
actually “go.” Just let the group figure it out. Pay 
attention to who initiates, who takes over, who 
follows, who supports, and who communicates. 
As the group moves, watch for any dangers and 
help them avoid anything dangerous. Other than 
that, simply observe, keep time, and enforce the 
rules. Afterward, spend some time debriefing 
and comparing your observations to those of the 
campers. How did they perceive leadership taking 
place, and what did they see change as time 
passed? 

BTW: You can add a prayer element to this 
activity by having each person pray for the person 
to their left or right, giving thanks for their role 
in the group and how they supported them in the 
activity.  

Decisions, Decisions   LEARN

Why: Give campers a chance to get to know one 
another and to reflect on the decision-making 
process. 

Supplies: Paper, writing instruments

How: In pairs, ask campers to make a list of five 
easy decisions and five hard decisions they or 
their peers often face. When finished, have each 
pair share with the group what they wrote, and 
discuss how they tend to make decisions. Now 
have the pairs read 1 Kings 3:7–15 and make 
similar lists for decisions Solomon might have 
to make as king. As campers share these lists, ask 
them how Solomon’s decisions and theirs are 
similar and different. Invite the campers to reflect 
on the role God plays in our decision-making and 
how we might be more intentional about seeking 
God’s guidance.

BTW: You might want to invite campers to outline 
their own personal decision-making process as a 
way of seeing how consistent or inconsistent they 
are, and what most impacts their decisions. 

Dreaming with God     CREATE 

Why: Have campers imagine the future and what 
role God might play in both guiding them and 
shaping their paths.

Supplies: Squeeze bottles or glasses of water, 
straws (alternative: black paper, white crayons) 
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How: Gather around a space with a clear concrete 
or dirt surface. Give each camper a squeeze 
bottle or glass of water and a straw. Invite them 
to imagine what their life will be like in five or 
ten years, then draw something to represent 
that future with water. Eventually, the images 
evaporate, proving to be only temporary, like a 
dream. Campers could create with a partner and 
talk about what they are trying to draw, even if 
the water is uncooperative. As the water dries, 
invite them to imagine another possible future 
and repeat the activity. Remind campers that with 
God, the future is filled with lots of possibilities. 
Ask campers how God might help their visions 
become a reality, or how God might want to edit 
their vision. Spend some time talking about what 
role campers imagine God playing and how much 
control God has compared with their freedom to 
choose and make mistakes. 

BTW: Instead of water, you could give each 
camper a white crayon and black piece of paper 
to draw on, creating a dreamlike drawing of their 
future to discuss. 

Prayer Knots   PRAY

Why: Introduce prayer as a process of reflection 
and decision-making. 

Supplies: Rope or string

How:  Give each camper a piece of rope or 
string. Invite them to go to God in prayer while 
holding onto the string. Whenever they think of 
something they want to talk to God about, have 
them tie a knot in the string. When they get four 
or five knots in the string, have them go back to 
the first knot and discuss it with God and think 
about what they can do to improve or help that 
situation. Have them do the same for each knot. 

BTW: The activity can be done outside of camp 
as well. Provide extra string to send home with 
campers. You could also provide beads to be added 
instead of knots so the activity becomes more of a 
craft they want to keep.

Lectio Divina   LEARN PRAY 

Why: Introduce the practice of lectio divina and 
help engage with scripture in a meaningful way.

Supplies: none

How: Explain to the campers that you are going 
to read 1 Kings 3:7–15 and ask them to simply 
listen and see if any word or phrase jumps out to 
them. Read it again and invite them to listen for 
a word or phrase that reflects something going on 
in their lives. Read the text a third time, inviting 
them to listen for how God might be challenging 
them or leading them. After each round, invite 
campers to share thoughts and reflections, but it 
is not required that anyone share out loud. After 
the last reading, invite them to think about the 
different responses they had and what changes or 
actions they might want to apply in their lives as 
a response. Close with a prayer for the full group’s 
private reflections with God, giving thanks for 
wisdom and direction. 

BTW: This can be done with any scripture, so you 
might repeat it at different points in the day with 
the previous day’s scriptures or a Psalm. It could 
be a great way to prepare for worship, or it could 
be used for morning devotions. 

Interview a Friend          LEARN

Why: Help campers get to know one another 
better while exploring the wisdom each holds.

Supplies: Pieces of paper, writing instrument

How: Ask campers to interview a partner with 
the intention of discovering their wisdom. This 
could be family sayings they remember, or 
something they are good at doing. It might even 
be sharing opinions or comedic reflections. Once 
they have discovered their interview subject’s 
wisdom, they can trade places. Be sure to pair up 
less confident or shy campers with someone who 
will be affirming of their gifts as an encouraging 
interview partner.  

BTW: Interviews of your oldest campers might 
be used in worship to celebrate their gifts to the 
camp community and to commission them to 
share their wisdom with the world when they 
leave camp.  

Prayer Sticks  SERVE PRAY

Why: Encourage campers to serve others by 
praying for their tough decisions.

Supplies: Popsicle sticks, markers 
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How: Give a popsicle stick and a marker to each 
camper. Invite them to write down the name or 
initals of someone they know who is facing a hard 
decision on one side and what decision they are 
facing on the other. Encourage the campers to 
pray for that person this week. They can put the 
sticks in a space that will remind them to pray, or 
the group can stick them in the ground near your 
group space and take some time each day to stop 
and say a short prayer for those prayers “planted” 
with God. This can include individuals or groups 
of people and be as broad or personal as the 
campers wish.

BTW: This could be done as a full camp 
experience that is added to during the week. A 
“field of prayers” or “path of prayers” could be 
created so that sticks are not disturbed but are 
easily visible throughout camp. Paint stir sticks 
could provide a larger, more visible version of this 
activity.  

 
 

Story Resources
The Emperor’s New Groove (Walt Disney 

Pictures, 2000). Kronk weighs guidance from 
his shoulder angel and devil. https://youtu.be/
RseLZ9LqQv0

https://www.youtube.com/watch?v=RseLZ9LqQv0&feature=youtu.be
https://www.youtube.com/watch?v=RseLZ9LqQv0&feature=youtu.be
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INTERGENERATIONAL

Daily Quick Reference Guide

Scripture Passage: 1 Kings 3:7–15

Scripture Focus: 1 Kings 3:9 
“Give your servant therefore an understanding mind to govern your people, able to discern between good 
and evil; for who can govern this your great people?”

Theological Summary: Solomon was intimidated and overwhelmed, governing in King David’s footsteps. 
Each of us has our own anxieties about the future and a desire to find a true path forward. We long for 
guidance, but often hesitate to ask for help. 

Today, campers will… 

• Identify times in their lives when they need guidance.

• Be invited to make God a partner in decision-making.

• Explore how conversations with God are shaped by reflection and wondering.

• Learn to listen for the ways God leads us through prayer.

DAILY ACTIVITIES
TITLE TYPE DESCRIPTION

Follow the Sound PLAY    Listening for your sound

Help-O Polo PLAY   Marco-Polo with “help” conversation

Three Wishes LEARN PLAY What we might pray for

Did You Hear That? LEARN Listening scavenger hunt

My Prayers PRAY CREATE  Asking God for guidance

This Is How SERVE LEARN How we learn and guide

Pray for Them PRAY Practice praying for people in authority

Prayer Practice: Labyrinth

Leader Notes: Some campers are aware of the help they get and some are naïve about it. Many people 
struggle with asking for help, seeing it as a sign of weakness. Be aware of various levels of confidence and 
trust, assuring campers that we can trust God, who always has high hopes for us all.

Prayer: Thank you for showing us the need to look to you for guidance. Help us to trust you will provide a 
way for us to be the people you created us to be. Forgive us when we fail to look to you in all that we do. 
Amen. 

Day 4: Longing for Guidance 
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Daily Activities

Follow the Sound      PLAY

Why: Campers will learn to listen for the right 
guidance amidst all the other noise.

Supplies: Blindfold for each camper

How: Assign pairs of campers a noise they must 
make (chicken, cow, cat, dog, train, motorcycle, 
clapping, snapping fingers, etc.). Blindfold 
everyone and have them spin in place five 
rotations then take four steps forward. Explain 
that the task is to find their partner by listening 
for each other. Once a pair is together, they can 
take off their blindfolds and sit together while 
others find their partners. Afterward, ask campers 
how it felt to make a noise and listen at the same 
time. Invite campers to share things in life that 
help them listen and things that make listening 
difficult. 

BTW: You can play again with a higher degree 
of difficulty by having campers make groups 
with one of each sound. Be sure your number of 
sounds and campers are evenly divisible.  

Help-O Polo          PLAY

Why: Campers will learn to listen and follow clues 
to win.

Supplies: Wide open field, blindfold

How: This is an outdoor adaptation of the 
common swimming game “Marco-Polo.” The 
person who is “It” is blindfolded and calls 
out “Help me,” to which the other campers 
respond with “Follow me.” The person who is 
“It” tries to find and tag the others by listening 
for their voice and other clues. When they tag 
someone, that person becomes “It,” and the game 
continues. After playing, ask the campers to share 
experiences from the game, then invite them to 
think about times they followed bad advice or 
asked for help and didn’t get what they needed.

BTW: To make it more interesting, you could have 
more than one person as “It” or have only a few 
campers responding with “Follow me” and the 

rest calling out other distracting sounds. Have the 
“follow me” campers stay still while the others 
move around and see if “It” can find the few 
among the many.

Three Wishes       LEARN PLAY

Why: Campers will learn to ask for help to 
complete difficult tasks.

Supplies: none

How: Invite campers to imagine what they might 
wish for if given three wishes. One at a time let 
them either act out or try to share their answer 
with the group by giving clues. After everyone 
has shared, read 1 Kings 3:7–15 together. Ask the 
campers to take turns showing how they would 
act out “wisdom” and talk about how hard it can 
be to explain what wisdom really is. Compare 
Solomon’s prayer to wishes we make, and then 
invite the campers to imagine they received 
the same question from God for their own life. 
Remind them that Solomon asked for something 
that helped with his biggest responsibility. 

BTW: This could be a great opportunity 
for different ages to visit together about 
responsibilities and their hopes and visions for the 
future, and how God might guide them.   

Did You Hear That?       LEARN

Why: Campers will practice attentive listening.

Supplies: Pencils, Did You Hear That? handout  
(p. 168)

How: Discuss the importance of identifying what 
you are listening to, and the challenges that 
distract us. Give campers the Did You Hear That? 
sheets and a pencil. Have them sit quietly with 
space around them and review the handout list. 
Now encourage them to pay close attention to 
what they hear, marking it off their list as they 
can identify it, and writing down any other 
sounds they hear that are not on the list. Once 
everyone has had time to practice listening and 
really focus, discuss what they heard. Talk about 
what sounds they added to the list and which 
ones were easiest to hear. Invite campers to reflect 
on how listening can help us learn and how 
listening might be a way of praying. 



Intergenerational

166          InsideOut:

BTW: You could add some intentional sounds 
to the activity, including some that should be 
present at camp, with recordings of animals, or 
electronics, or song clips. Spend some time talking 
about listening for things in unexpected places. 
Where might God speak to them?

My Prayers           PRAY CREATE

Why: Campers will practice praying for guidance 
in all areas of their lives.

Supplies: Colored paper, markers, crayons, pen/
pencil, hole punch, yarn or brads

How: Give campers four sheets of paper to make a 
“Prayer Idea” book. Invite them to choose colors 
of paper, fold them in half, punch some holes 
down the “spine,” and use brads or yarn to bind 
the book. While campers decorate the cover, 
explain that we can ask God for guidance in 
anything, and today we are going to brainstorm 
some things to pray about for different parts of 
our life. Invite the campers to label pages with the 
following categories: Friends and Family, School 
or Work, Caring and Sharing, Healthy Head and 
Heart, Community, and What I Want to Know 
about God. As a group brainstorm what these 
headings mean and how we can pray about them. 
For the remainder of the time allow campers to 
write out simple prayers, write some key words to 
remember the conversation, or draw some pictures 
to help guide their prayers. These prayers books 
can be used all week and then at home. Campers 
can leave space to record any ideas or guidance 
God gives them after they leave camp.

BTW: Consider letting campers decorate or 
illustrate the pages with some visual prayers. This 
can be an ongoing project throughout the week as 
you have extra time.

This Is How              SERVE LEARN

Why: Campers will think about how they learn 
and how they guide others.

Supplies: Yo-yo or deck of cards

How: Explain that some people are good at doing 
things but not at explaining them, while others 
are good at providing directions but are not 
always as skilled at a task. Remind campers that 
people learn differently, with some doing better 

watching and others needing clear steps to follow. 
Try a complicated task together, like a yo-yo trick 
or shuffling cards. Let those who know how give 
directions or advice and encourage others to 
listen and try their advice. Afterward, spend some 
time talking about how people learn differently, 
and how comfortable they are giving directions. 
Be sure not to put anyone down, instead lifting 
up gifts and abilities. Show your own humility, 
naming where you struggle to give or receive 
direction while affirming what you are good at. 
This could be a great chance for younger campers 
to teach an older camper a skill they know well.

BTW: You can set this up as an object lesson with 
one leader giving good advice and another giving 
bad directions. Let campers talk about how they 
adapt when directions are poor or unclear. 

Pray for Them           PRAY

Why: Campers will pray for their leaders.

Supplies: Bible, two large sheets of paper, markers

How: Read 1 Kings 3:7–9. Explain that Solomon 
was aware that he was not up to the task of 
governing God’s people. Ask the campers to 
brainstorm things Solomon might have worried 
about, and list them in a column on one of 
the sheets of paper. In a second column, list 
things leaders might worry about today, and 
then compare the two lists. Now, on a second 
sheet of paper, make a list of people the campers 
experience as leaders, such as teachers, parents, 
bosses, mayors, coaches, pastors, the president, 
etc. Next to it, make a list of things they can 
pray about for the people they listed. Lead the 
campers in a time of prayer allowing each camper 
the opportunity to pray for a specific leader they 
have identified. Go around the circle letting each 
person say a prayer out loud or silently. Close by 
thanking God for those who lead and asking God 
to give them wisdom. 

BTW: You might want to start this activity or this 
group time by asking God to give you wisdom to 
lead. This could be done by anyone leading any 
activity at camp, all day. 
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Story Resources
Star Wars: Episode VII The Force Awakens 

(Disney Studios, 2015) and Star Wars: Episode 
VIII The Last Jedi (Disney Studios, 2017). The 
protagonist Rey is looking for guidance as 
she takes on an important role. These movies 
help campers see the value in persisting when 
seeking a wise guide.

The Alchemist, by Paulo Coehlo (Editora 
Rocco Ltd., 1988; first English edition 
HarperSanFrancisco, 1994). A young shepherd 
boy on a quest to find treasure in Egypt 
encounters many wise guides along the way. 
He learns to ask for help and then follow the 
advice given as he seeks the treasure he dreams 
about.

The Giver, by Lois Lowry (Houghton Mifflin, 
1993). Jonas has been selected for a job, the 
most important job of his community. He 
is to receive and hold the memories of the 
community so no one else has to. Through 
this short novel campers can relate to the 
importance of having a guide to help them 
make decisions and discern between right and 
wrong actions.

I Had Trouble in Getting to Solla Sollew, by Dr. 
Seuss (Random House, 1965). This story helps 
campers realize that recognizing trouble and 
their need for help is the first step to success.

“Fun with Finger Labyrinths,” Active After School. 
https://abactiveafterschool.ca. This resource 
helps to introduce the labyrinth to campers. It 
provides a template for a finger labyrinth and 
directions about how to create others and use 
them in prayer. 



Intergenerational

168          InsideOut:

___ Birds

___ Crickets

___ Wind

___ Leaves Rustling

___ Laughing

___ Yelling

___ Breathing

___ Horn Honking

___ Back up Beeps

___ Lawn Mower

___ Water Running

___ Dripping

___ Waves Splashing

___ Leaves Crunching

___ Whispering

___ Bell Ringing

___ Frog Croaking

___ Barking

___ Feet Shuffling

___ Dishes clanking

List other sounds you hear below:

Did You Hear That?

Which of these can you hear?


