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First Year Camper Program Director


Session 24: Fun and Games (70 minutes)
Objectives

By the end of this session, each participant should:

· Know why games are an important part of the First Year Camper program

· Know how to incorporate games into the requirements

· Know how to incorporate fun in between sessions

· Have materials and working knowledge on how to play several games

Hand-outs

· Remedy First Aid Game

· STARENOCK Compass Game

· Pfadfinder Compass Course

· Trivia Questions Sheet

· Riddles Sheet

· Games Sheet

I. The importance of games in the First Year Camper program

A. Easier for most scouts to learn by playing games

Most kids, and most adults, have an easier time learning when they are doing an activity, ass opposed to listening to lecture or reading (refer to the learning pyramid in your packets).  Teaching lessons or skills through games can get the scouts excited about learning.

1. Games that teach requirements or skills

2. Games that enhance skills with practice

3. Games that teach teamwork and leadership

B. Breaks up monotony and keeps things exciting

Some of the lessons can be taught with games, and you have to trudge on and get it done.  But kids can get bored or restless during these times and you may need to take a break from the First Class material.  If the kids get bored, play a game that arouses their interest.  If the kids can’t sit still, use that to your advantage and play a tag game.  Sometimes you can use a favorite game of theirs to encourage them to complete a task. (i.e. We’ll play Park Ranger as soon as we finish First Aid.)

1. Expend pent up energy

2. Teach tricks or games that make them feel special for knowing it

3. Use games as a reward for completing tasks

II. Fun within the requirements

A. Creating a game in place of conventional teaching methods

Reading through the requirements, it seems that the only way to get through some of them is to do what it says in the book (i.e. pointing out and naming map symbols).  You could have each scout point to a map and start looking up each symbol, but that could take forever, the scouts would get bored or frustrated, and you may even get agitated.  Instead, try to look at each requirements and say, “How can I make this fun?”  With a little imagination, and some research, you can come up with a simple game that teaches the requirement in a fun and stress-free manner.  

1. Map Symbols, Second Class 1a: Map Symbol Memory
2. Compass Bearings, Second Class 1a: Triangle Tactics
B. Adding game elements to an already existent activity to make it exciting

Some requirements already have an activity to go with it.  Take an orienteering course for example.  I love a compass course but the average 11 year old may not.  To spice up the course, throw in the challenge of completing a secret word by finding a different letter at each (in this case, the scouts have to spell out the word Pfadfinder, the German word for Boy Scout).  Or put out different types of candy at each marker.  They must bring back one piece from each marker to prove they made it there, then they get to eat it.  Again, use your imagination and spice up some of the usual activities listed in the book.

1. Pfadfinder Compass Course, First Class 2, spell out words using a different letter at each marker

2. Safe Hiking/10 Essentials; Tenderfoot 5, 9: 10 Essentials Feud
C. Using games to encourage practice and enhance skills

On some of the requirements, you just have to bite the bullet and do what’s stated.  The best way to teach knots is by showing them how to tie a knot and then letting them try it for themselves.  But, you can reinforce this new skill through the use of a simple relay race.  See how fast a scout or a patrol can tie the knots they just learned.

1. First Aid, Bandages, First Class 8b: Bandage Relay
2. First Aid, Tenderfoot 12b; Second Class 6a, b, c; First Class 8b: Remedy
3. Knots and Lashings, Tenderfoot 4; First Class 7a, b: Knot Relay and Lashing Relays
III. Fun in between sessions

A. Teambuilding (it never hurts to work on this)

Teambuilding should be done on the first day of your program.  Whether you use the patrol method or you keep the entire group whole, teambuilding is the foundation for completing the various tasks throughout the week.  Teambuilding does not have to be a Monday Only activity.  You could spend 2 hours on teambuilding Monday morning, and the team looks great: the members get along; they can solve any problem in any game; they look like champions.  DON’T PUT THE TEAMBUILDING GAMES AWAY JUST YET!  On Wednesday, the team could have a setback with a tough lesson and things look like they are about to fall apart.  They argue; they avoid certain people; they may want to quit.  Time for some Teambuilding First Aid!  Play a couple more games to rebuild the trust and companionship in the team and get them back on track. 

1. Learn names: Name Juggle
2. Build trust: Quad Jam
3. Foster leadership: Blind Shapes
B. Control boredom while waiting for other scouts/groups to finish a lesson 

Games are a great way to control a group or an individual.  Chances are you’ll have some scouts that learn everything quickly and easily.  They will finish projects early and will need an extra task before they get bored and look for something else to do.  To keep them from wandering off, play a quick game that people can jump in on at any time.  Tell jokes (clean ones mind you), spin tales or sing songs.  Riddles and trivia are great to tell in between session or when you’re on the 5-mile hike.  The scouts will rack their brain in order to stump you (I speak from personal experience; this works wonders and makes the hike go much faster).

1. Songs

2. Jokes

3. Stories

4. Riddles

5. Trivia

C. Hold competitions and give out prizes

Holding a scout or patrol competition can add some spice to any game or activity.  Whether it’s a knot tying relay or a few rounds of trivia, making a competition out of it will make the scouts try twice as hard.  Give out prizes to the winners of each competition or keep score throughout the week and give a big prize at the end.  Prizes can be pre-wrapped hard candy, pencils, coupons to the trading post, or giving them a special privilege.  If you hold a competition, try to give everyone, not just the winners, a prize.  Winners could get 5 pieces of candy and everyone else gets one.  All of your first year scouts are winners by the end of the week. 

IV. Playing Games

Play each of the following games for a few minutes, long enough to give the students the idea of how to set up the game and hot to describe the rules to their scouts.  Each student will have these games listed in their handouts.

A. Gimme 5

B. Park Ranger

C. Remedy

D. Triangle Tactics

CLOSING

Are there any questions?

[Answer any questions that may arise; also refer to the questions written in Session One.  If any questions are asked that will be addressed in latter sessions, add those to the question list.]
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