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Games 

Pronoun Party  

(Best for Day 1)

Why: Observation game based on the “Longing to 
Be Invited” theme. 

How: Have campers sit in a circle and invite 
them to pay close attention to a few invitation 
examples you give. For example: “____ was invited 
to a party. Do you think ___ chose to attend?” For 
the first blank, insert any name. For the second 
blank, enter a pronoun. If you use “he” or “she,” 
then the correct answer is “no.” If you use the 
pronoun “they,” then the correct answer is “yes.” 
You can add an exception to the rule to make it 
more complicated, such as making the correct 
response to a double name such as Sue-Ann, 
“They took a raincheck.” Using campers’ names to 
fill in the blanks is a great way to learn names in 
a subtle way. You can make this simpler or more 
complicated depending on your age group. 

Emotional Clutter  

(Best for Day 2)

Why: Have fun and get some exercise playing a 
loud and active game.   

Supplies: A lot of recreation balls, especially those 
that are old, flat, or busted, a stop watch or other 
timer

How: Remind campers that holding our emotions 
in can be unhealthy. Divide into two teams and 
set a center point to designate two sides of the 
playing field. The goal of each team is to clear 
their “emotions” (balls) by yelling an emotion as 
loudly as possible while throwing or kicking a ball 
to the other side of the field. Timekeeper sets the 
time at 2 minutes (or whatever time you want).
The team with the fewest balls on their side of the 
field when times runs out is the winner. You can 

play a few times. Feel free to keep adding balls, 
Frisbees, or other items. Afterward, you can spend 
some time talking about how good it feels to let 
out a roar or shout, and when it is best to refrain. 

All in This Together 

(Best for Day 3)

Why: Focus on the challenge of achieving things 
as a community.  

How: Give campers a series of tasks that can be 
done around camp and assign them points based 
on difficulty. The catch is, they must constantly 
be connected in a circle. You can have campers 
hold hands, press palms, or have a loop of rope 
they all have to hold with both hands. Tasks could 
be as simple as saying a prayer in a special space, 
or as complicated as making a basket or brushing 
someone’s teeth. Use tasks that fit your camp’s 
recreation resources (everyone takes a turn on a 
swing), natural geography (get everyone’s hands 
wet in the pond), and community (tell the camp 
director a joke). You can set a time limit or make 
it a race. It’s your community. Have fun with it!

Because I Said So  

(Best for Day 4)

Why: Explore the ways we listen, direct, and 
respond while having a lot of fun.  

Supplies: Kickball, blindfolds, bases

How: Play a simple game of kickball, but with 
half of each team blindfolded. Those who are not 
blindfolded cannot touch the ball but can give 
direction to those who are blindfolded. Those 
who are blindfolded are the only ones who can 
kick, catch, or throw. Afterward, spend some time 
discussing the type of direction given and how the 
listener makes a difference. Avoid getting into the 
ability limitations of the activity, focusing instead 
on the ways we give and receive direction and 
what complicates it in real life. 
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Eye of the Storm   

(Best for Day 5)

Why: Use a fun game to explore the difference 
between being in the storm and finding the calm 
in the center.

How: This game will be played with two or more 
circles of youth walking in different directions, 
representing a storm, and others trying to get into 
the center. You can play with a group of 10 to 12 
campers with one or two trying to get through 
two circles of five campers, or with a larger group 
of campers with two or more circles of campers 
trying to keep out a team of five or six. After 
they’ve played, debrief the activity, asking what it 
felt like to be creating chaos and what it felt like 
trying to break through. Expand the conversation 
to things that create chaos in their lives, what 
chaos is self-inflicted, and how they find peace in 
the middle of rough times. 

Crowd Sourcing   

(Best for Day 6)

Why: Dive deeper into questions of fairness and 
community while having a lot of fun.

How: This game combines familiar gameshow 
components with elements from the day’s 
scripture reading. Start by inviting two campers 
to come up front. Explain that they will race 
to answer a question, with the first one to 
touch their nose getting to answer first. Ask the 
question, then once an answer is received, invite 
the rest of the campers to vote by show of hands 
to determine if the answer is “reasonable” or 
not. If it is, they get a point. If not, the camper 
can appeal. If four campers think the crowd was 
unfair, they can raise their hands in support and 
the appeal can he heard. If four do not back 
them, the appeal fails. The appeal can be heard 
by a camp director, camper, or other appointed 
authority (maybe a cook or a lifeguard), and their 
verdict is final. You can divide campers into two 

teams, or if playing with a smaller group, let 
everyone keep track of individual points. In the 
end, combine all the individual or team points 
for a grand total. Spend a little time talking about 
how justice for some can strengthen the outcome 
for everyone and how communities that tend to 
judge often hurt themselves in the long run. 

High-Five Echo Tag 

(Best for Day 6 or 7)

How: Ask for one or two campers to volunteer 
to be taggers, then have the remaining campers 
spread out. Each camper walks around with 
both hands up. The goal is to high five as many 
campers as possible without getting tagged. 
High fives should also be accompanied with 
something the two hold in common from camp. 
For example, they could shout out “Blue Group” 
or “Swimming” or “Dessert,” with the person they 
high five echoing it back. If a camper is tagged, 
they must put one of their hands down.  If they 
get tagged twice, they cross their arms and walk 
around pouting, “I’m going to miss camp.”  You 
can let the last one with a hand up win or call out 
“I remember you always” as a sign that everyone 
has both hands free to celebrate again. Rotate 
taggers to keep the game fresh.


