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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 instructor:

· 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 and 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.

Emergency Procedures

1. No matter how serious or minor the accident, alert the Ropes Leader.

2. Gather and count all campers.  

3. If inclement weather occurs, the leader will alert you of a danger.  For a weather emergency, go to Lakeview Lodge.  For a fire emergency, go to the Dodgeball Court.

4. In the case of rain, activities such as the Balance Beam may be slippery so you may choose to proceed with caution or change activities.  

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: There could be a spider web blocking the campers from exiting their cabin or you could be stuck in a cave.  While telling the story, it may be fun to make the campers “ooh!” at every mention of the spider.   (You may use a Y-shaped stick as the spider, balanced on the web)

Rules:
1. No one can hold the web open while others crawl through.

2. Each hole can be used only once (for larger groups, limit each hole to two uses).

3. No one can touch the spider.

4. No one can go around the web.  Each camper must go over, under or through it.  


5. Once through the web, no one may return to the other side to help others through.

Procedure: 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.

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.  

Debriefing:  
Process what happened at the end according to the needs of the group.  

Talk about how they planned, who did the planning, and how their plan worked. 
2. Island Hopping
Object: Get every camper from the first island to the third using one long and one short 2x4 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)

Rules:
1. If the group needs to start over, allow them.

2. As the instructor, you need to focus on spotting during this activity.  

3. When either board touches the ground, something strange and wonderful must happen.  

Notes: 1. To save time, allow a 3 second grace period to pull the boards out of the water.

2. If one camper is overpowering the activity, pause and have everyone discuss one idea. 

3. Use a “fist of five” (see following) to see make sure that everyone agrees .

4. As long as no one steps where the two boards meet, only one or two people need to stand on the short board.



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

Debriefing: A few people may dominate this activity while the rest of the group stands back.  Some may try to speak up and be ignored.  Include this in the debriefing.  Ask how they feel, what they would have done differently or what kept them from participating.

3. 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.  

Rules: 1. No standing on shoulders or piggybacks

2. No lying down on the platform and “piling on”

3. When the whole group has situated themselves on the platform with no one touching the ground, they must sing “Row, Row, Row Your Boat”)

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 to safety.  

Notes: 
1. There isn’t much you can do if their feet touch the ground besides encourage them.  

2. Do not stop the activity until they finish it or that their lack of cooperation is getting them nowhere and they need to talk about it.  

3. This activity may be especially challenging for some campers who do not like being touched or listening to other’s opinions.  Give them special attention and work with them until the whole group cooperates and gets the task done.  

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?

4. Balance Beam
Object: Get the group to change places with each other without stepping off the balance beam.  

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

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

3. Two people can hug and mutually trade places.  

Framing: Call this activity a combination lock.  You can tell the group that they need to be in any certain order to complete the combination. (In order by birthday, by height, number of years coming to camp, alphabetized by middle name)

Rules: 1. Silence the whole group.  

2. Whenever someone steps off the beam or talks, they must do something strange and wonderful (see examples following).  If it is a second offense, put them on the far end of the beam.  


3. The instructor must watch the participants and make sure no one is pushing.  

Debriefing: 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?  

5. Trolley

Object:  Get from one point to another on a pair of no-snow skis.

Framing: Pretend these are great skis and the group must go as quickly as possible to escape from some kind of danger.  Pretend that they will miss their train if not to the station in time.  Pretend they are prisoners chained up being marched.  Think of something that will spark the interest of your group.  

Procedure: Five campers mount the trolley (feet on wood and hands hold the rope in front of each foot) and are forced to coordinate steps in order to walk together to another point.  The remaining group members observe the mistakes that are made.  The second group goes when the first group finishes.  

Debriefing: Because there is rarely a group of only five on the course, there will have been at least two separate groups to go on the trolley.  This will lead to a good discussion about teamwork and helping those who are unable to see everything that is happening in a given situation.  Ask the first group how they felt.  Ask the second group if it was easier for them and why they think it was. 

STRANGE AND WONDERFUL IDEAS

Make the group say something nice to the person

Make the person say something nice to everyone in the group

Pick up litter

Lose an arm

Make up a song about camp and sing it

Lose speaking privilege

Act out a dinosaur battle

Make the person go back to the beginning of the activity

Sing I’m a Little Teapot

Profess your love for a tree

Impersonate your counselor  

Tell a joke   

Make your counselor laugh   

Play leap frog   

Pretend to sumo wrestle   

Pretend to be a farm animal    

Interpretive dance    

Hug a random counselor walking by and don't let go until they touch your head   

Act out Mission Impossible complete with theme music and hiding behind trees    

Must speak in question format for a given time period 

Sing “You Are My Sunshine” to your counselor   

Walk and talk like a duck for 30 seconds   

Recite the alphabet backwards   

Play imaginary tennis   

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.  


What happens is 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.  


The idea behind fist of five is that until everyone agrees with three fingers or more, more compromise needs to be made.  This is a great opportunity for the quieter campers to speak up and the leaders to learn the importance of compromise.

OTHER TEAM BUILDING ACTIVITIES

1. 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.

2. 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. 

3. 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?

4.  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.  Progress the activity by adding another object each round until all objects are in use.  The same pattern should be kept when passing objects.  

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

5.  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.

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?

6.  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?

7.  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?
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