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Group Building and 
Challenge Activities

From Here to There

Why: Campers will immediately feel like part of 
a group and understand how important feeling 
valued, and therefore making others feel valued, 
is.

Supplies: Rope, strips of paper, tape, paper 
squares

How: This is your basic cross the river game with 
a twist. Use two lengths of rope or similar prop 
to mark a wide “river,” or have two platforms 
separated by a large space. Teams must get every 
member from one side of the river to the other, 
or from one platform to another. The twist in 
this game is in the details. Cut a strip of paper off 
the end of pieces of colored paper and use them 
as bracelets for campers. Using pieces of colored 
paper, team members must be stepping on a 
piece of paper in order to keep from sinking in 
the river, and if at any point a paper is left in the 
river, it floats away. Give each camper a sheet of 
colored paper, which should coordinate with the 
color of a paper bracelet worn by another camper. 
Campers must take their first and last step on a 
piece of paper matching their bracelet. 

Debrief: How did it feel, knowing you had a piece 
of paper that someone else needed, and that you 
needed help from someone else to cross over 
yourself? How did you come up with a plan to get 
everyone across?

Pieces and Parts

Why: Campers will learn that team challenges 
aren’t always competitive, and that even though 
they are split into small teams, the community as 
a whole can win when everyone works together.

Supplies:  Various supplies (arts and crafts, 
stray twigs, colored paper, foam bricks, poly 

spots, sports equipment, etc.) your camp has an 
abundance of—make sure you have enough to 
create your object twice!

How: Ahead of time, staff should create an object 
of some sort. It could be a tower, a sculpture, or 
anything similar as long as it is three-dimensional 
and the parts are easily recognizable. An easy 
example would be a village made of building 
blocks. Next, you should break the larger structure 
into four or five parts, depending on how many 
campers you have. The number of smaller 
structures needs to match the number of teams 
you will have, and you should assign one of the 
parts to each team. Make sure the structure is in 
a different room or behind a barrier. When the 
campers arrive, put them into teams and explain 
the goal, which is to create an exact replica of 
their assigned structure. The twist is that all of 
the parts must fit together at the end! One team 
member at a time, for 30 seconds at a time, will 
be allowed to look at the structure. They will 
return to their team and have five minutes to 
help the team build their own exact copy of the 
structure before construction pauses and the next 
team member goes and looks at the original. 
You can place supplies in sets for each group, or 
provide one resource pile for all groups to draw 
from. When you’ve finished your last five-minute 
construction time, everyone should have an exact 
replica of the original. If each part is correct, and 
they all fit together, then everyone has succeeded. 
If not, then no one has succeeded. 

Debrief: What did you learn about 
communication? Did your team end up with a 
de facto leader? How did you make sure that all 
the teams would succeed, or did you only focus 
on your team’s success? Did the groups cooperate 
or compete? Were the instructions—deliberately 
vague on specific rules—a source of frustration or 
liberation? Why?
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Lost in Translation

Why: Help campers name our tendency to 
complicate matters and make assumptions, while 
working together to problem solve. 

Supplies: Random recreation supplies

How: Explain to campers that they will be 
required to “Rumpleshire” across a large space, 
and that everyone must be “Pazoodle” while 
doing so. Don’t tell campers what either of these 
words mean, but you know that it simply means 
walk across the space hand in hand. You can 
lay out some recreation supplies to confuse the 
situation. Assign one leader that campers can 
go to for guidance. They should give only small 
hints and should try to be as cryptic as possible. 
This person could also use their own silly words 
in place of real words to make the solution even 
more difficult to figure out.

Debrief: Once campers have figured out and 
completed the challenge, spend some time talking 
about what made the activity complicated and 
what allowed them to solve it (if they did). If you 
have time, talk about life challenges that we make 
more complicated, or explore how we deal with 
confusing problems.  

Imposter

Why: This is a fun challenge that will have 
everyone laughing, and it also showcases the 
importance of hearing each other.

Supplies: A large space and enough chairs/
couches/benches/etc. for all the campers to sit in 
a circle

How: Have all your campers sit in a large circle. 
Their goal is to work together to trick or confuse 
“It.” Consider having the first “It” be a staff 
member so that all the campers are working 
together. When “It” leaves the room, campers 
must decide on the trick, which is something 
they can do or be to confuse “It.” For instance, 
everyone in the room could have to say “thank 
you” whenever they speak, or they could each 

pretend to be “It.” To make it more interesting, 
different sections of the room could have 
different, but related, tricks. One half of the room 
could be the camp director, while one half of 
the room could be the food service manager, etc. 
“It” must guess what the trick is by asking yes/
no questions like, “Is your hair brown?” “Are 
you a camper?” “Are you wearing a red shirt?” 
etc. Campers must answer based on the trick, 
and if someone answers incorrectly, any camper 
who notices can yell, “imposter,” which means 
everyone has to get up and move, like they would 
in the “upset the fruit basket” game. When you 
find a new seat, your trick may change or it may 
not, depending on how you’re playing the game! 
When “It” guesses the trick correctly, the last 
camper who answered a question is the “It,” and 
the game starts over. Start simply, and let your 
campers get wilder and more complicated as they 
get the hang of it!

Debrief: We know what makes this game hard 
for “It,” but what made it difficult for the rest of 
the campers? What did they learn about listening 
from this game? How did they help each other so 
that “It” couldn’t guess their trick?

Codebreaker

Why: Campers will have fun while they attempt 
to decode a message, learning the importance of 
guidance and teamwork!

Supplies: Paper, pens, a large space for groups to 
spread out

How: Separate campers into an even number of 
teams of four or five people each. Assign each 
team the task of sending a message to one other 
team (assign the pairs). The twist is that the 
message must be sent in code, so the campers 
must not only devise a code together but include 
the key for their code in the message they send. 
Encourage creativity—it doesn’t have to be a 
written message; the code could use numbers, 
objects, or actions. Give teams 20 minutes to 
create their code and message, and then have the 
groups trade messages. Give them 10 minutes 
to decode their messages. Pairs of teams succeed 
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when both teams have accurately decoded the 
message sent to them.

Debrief: How did teams organize themselves to 
tackle all parts of the problem? Did they create 
their code first, or their message? Encourage them 
to discuss how well each strategy worked, and 
why. Teams tend to end up with de-facto leaders 
in any group game; what made good leaders in 
this challenge?

Fill ’er Up

Why: This game gives smaller groups (best played 
with 15 to 20 people at once) a chance to change 
the perceived rules of the game in order to change 
what will seem like an impossible task into an 
easy one.

Supplies: Three or four hula hoops and as many 
small objects as you can find, such as tennis balls, 
flags, bandanas, crayons, whatever you have on 
hand

How: Split campers into three teams (more if you 
have more hula hoops), each assigned to one hula 
hoop. Group all the small objects in a central, 
neutral location. Tell them that the goal of the 
game is to get all of the objects into their team’s 
hula hoop. Don’t offer any further instructions in 
the initial round. They have three minutes. After 
the first round, campers will likely be frustrated 
and either have already tried to steal objects 
out of others’ hoops or will ask if it’s okay. It is! 
Give them another three minutes, but with an 
additional minute before play starts to strategize. 
Keep playing until they figure out how to get all 
the objects in one hula hoop.

Debrief: Campers win this game when they move 
the hula hoops to be stacked on top of each other, 
since this is the only way to keep others from 
stealing your objects. How long did it take for 
the groups to realize that by working together, 

everyone could win? How did they come up with 
the idea of putting the hoops together? What part 
of the game felt most unfair to different campers? 


