Characteristics of 6 – 8 Year-Olds 
(Handout Activity 1, 2, 3)
	
	Characteristics
	Implications for Programming
	More Implications for Programming

	Physical
	· Mastering physical skills –      large and small muscles.

· Has better control over large than small muscles.

· Very active.


	· Projects could get messy.

· Activities need to be active!

· Plan hands on active experiences.

· Focus on large muscle activities.

· Make activities doable for beginners.


	

	Social
	· May have many friends at a time.

· More aware of peers and opinions.

· Boys begin to separate from girls.

· Focused on self but learning   about empathy.


	· Small groups are effective –  

encourage interaction.   

· Role play can help build empathy.

· Help each child achieve success.


	

	Emotional
	· Fairness is “being nice to others so they’ll be nice in return.”

· Family is primary focus and source of stability.

· When away from family, the leader may become a central figure.

· Avoids punishment and sensitive to criticism.

	· Use cooperative games where 
everyone wins.

· Show adult approval.

· Be available to discuss fears.


	

	Intellectual
	· Concrete thinking – based on what they know.

· More interested in doing things than the end result.
· Learning to sort and categorize.

· Need to focus on one thing at a time.


	· Enjoy being read to. 

· Provide activities that center on doing rather than the finished product.

· Demonstrate the activity – rather than just talk about it.

· Plan short activities.

· Allow for exploration and inquiry.
	


Adapted from:  “Youth Development Training Foundations for 4-H Camp Staff:  A Training Manual”  Cornell Cooperative Extension, 2003

Understanding the Camper Ages 6 – 8
(Handout Activity 1, 2, 3)
Who are they?  What will the campers be like?  What does it mean to you?  How do you use your understanding of them so you can be an effective camp counselor?

What are they like?

· Strong attachment to home and family environment.

· Very dependent upon adults for meeting physical and emotional needs.

· Need patient understanding and close supervision.

· Have short interest span.

· Aware mainly of self and own desires.

· Prefer highly imaginative make-believe play.

· Like to explore their expanding world.

· Desire repetition of enjoyable experiences.

· Easily upset by change in routines or environment.

· Need and seek the approval of adults because they are not yet confident enough to set their own standards. 

· Boys and girls readily play together at the beginning of the stage but begin to separate by the end.

· Peer opinion becomes very important.

· Small motor skills are not developed.

· Do not always recognize right and wrong.

Meaning to Counselor

· Beginning to move away from dependence on parents and the counselor may become someone very important in their eyes.

· They respond affectionately to counselors who look after their needs, who show and interest in them, and who are fair and capable of humor and imagination.

· Mastering physical skills is important to self-concept. Activities need to be ACTIVE!  Provide opportunities for them to practice their skills, but use activities or projects that can be completed successfully and quickly.  A variety of several activities will be needed within the class period.

· They think in concrete terms.  If they have never seen it, heard, it, felt it, tasted, it, or smelled it, they have a hard time thinking of it.  Show and tell rather than giving verbal instructions.

· Play or make believe is one way they increase their ability to imagine what other people think and feel.

· Rules and rituals are important, but it is very hard for children this age to lose.

· Cooperative games and activities are especially enjoyable.  Minimize or avoid awarding competitive ribbons at this age.

· They are more interested in the process (what, why, how) than in the end product.

Source:  “The Camp Counselor’s Manual” Kansas State University, 1997
Characteristics of 9 – 11 Year-Olds

(Handout Activity 1, 2, 3)
	
	Characteristics
	Implications for Programming
	More Implications for Programming

	Physical
	· Better large muscle control and eye/hand coordination.
· Very active – can’t sit still.
· Gender differences in maturation.

· May be uncomfortable with body image.


	· Plan opportunities to move bodies – active learning experiences.
· Vary activities to accommodate

differences.

· Avoid boy/girl competition.

· Hands on activities preferred.


	

	Social
	· Join clubs and groups – loyalty to friends/groups.
· Like to be in groups of others similar to themselves.

· Prefer same sex groups. 

· Like to make others happy

· Concerned with fairness and rules.

· Still self-centered.


	· Give them freedom within structured limits.

· Plan time to spend with friends.

· Assist groups to form for activities.

· Encourage them to negotiate rules prior to an activity.

· Reinforce positive communication and negotiation skills.
	

	Emotional
	· Want to feel valued and needed.
· Want to act grown up.

· Beginning to question parental authority.

· Look to adults for guidance and approval.

· May be moody.


	· Give correction quietly and one-to-one.

· Help them identify successes.

· Never play favorites.

· Give specific positive feedback.

· Recognize unique abilities.

· Redirect inappropriate behavior.


	

	Intellectual
	· Like to be involved in planning.
· Until 11, thinking concretely but then begin to understand new ideas.
· Like collecting and hobbies.

· Want to learn adult skills and make useful products.
	· Encourage belief and value exploration.

· Encourage goal setting.

· Provide opportunities to learn “real-life” skills.

· Help youth form groups to explore similar hobbies and collections.
	


Adapted from:  “Youth Development Training Foundations for 4-H Camp Staff:  A Training Manual”  Cornell Cooperative Extension, 2003

Understanding the Camper Ages 9 - 11

(Handout Activity 1, 2, 3)
Who are they?  What will the campers be like?  What does it mean to you?  How do you use your understanding of them so you can be an effective camp counselor?

What are they like?

· They are anything but still and quiet.  They have no fear.
· They do not like to stay confined and do one thing for a long period of time.
· Some are still concrete thinkers; others are beginning to think logically and symbolically, beginning to understand abstract ideas.
· They have a desire for acceptance from their own age group.  Have a need for close friendships with their playmates.
· They have strong identification with their own sex and age group.
· Growing desire for better performance in skills.  They look to counselors for approval and follow rules primarily out of respect for the counselor.
· Have a strong need to feel accepted and worthwhile.
· Enjoy being mischievous and daring.
Meaning to Counselor

· Activities should encourage physical involvement.  However, guide them to appropriate and safe activities (i.e. jumping off of a cliff would be neat, but it would not be a safe challenge).

· Hands-on involvement with objects is very helpful.  Will pay more attention if they are seeing and doing things.

· As they consider an idea, they think it is either right or wrong, great or disgusting, fun or boring.  There is very little middle ground.

· This is the age of the “joiners.”  They like to be in organized groups of others similar to themselves.

· Small group work is best done in same-sex groups.

· Encouragement from the counselor can have remarkable results.  They want to know how much they have improved and what they should do to be better next time.

· Comparison with the success of others is difficult for them – it erodes their self-confidence.

· They respond enthusiastically to counselors who can understand and guide their tremendous energy and mischievousness; tend to idolize the counselor if they measure up to this task.

Source:  “The Camp Counselor’s Manual” Kansas State University, 1997
Characteristics of 12 - 14 Year-Olds

(Handout Activity 1, 2, 3)
	
	Characteristics
	Implications for Programming
	More Implications for Programming

	Physical
	· Many physical changes - Hand/feet, nose/ears may grow faster than arms/legs.

· May be concerned about physical appearance.

· Wide range of development

between genders.

	· Avoid boy/girl competition.

· Accept that physical appearance is

very important.

· Avoid activities that could cause

  embarrassment about their bodies.

· Be patient and supportive.


	

	Social
	· Seek peer recognition.

· Interested in opposite sex.

· Search for role models.

· Desire to conform to group.

	· Provide opportunities for genders to mix in groups.

· Engage them in setting their own rules and consequences.

· Help them find information and resources.


	

	Emotional
	· Compare themselves to others.

· See themselves as “on-stage”.

· Concerned about peer acceptance.

· Want privacy and independence from adults.
· Is easily embarrassed.


	· Avoid comparing to each other – performance should be compared to past performance.
· Avoid putting them ‘on the spot” whether commending or criticizing.

· Provide opportunities to practice independence within structured limits – expect follow through.
· Encourage youth and adults to work together.


	

	Intellectual
	· Concerned with justice and equality.

· Learning abstract thinking.

· Understand cause and effect.

· Can handle in-depth, long-term projects.

· Challenge assumptions.


	· Encourage them to predict “what might happen if”.

· Involve them in making program decisions.

· Provide opportunities to make choices and discuss decisions.
	


Adapted from:  “Youth Development Training Foundations for 4-H Camp Staff:  A Training Manual”  Cornell Cooperative Extension, 2003

Understanding the Camper Ages 12 - 14

(Handout Activity 1, 2, 3)
Who are they?  What will the campers be like?  What does it mean to you?  How do you use your understanding of them so you can be an effective camp counselor?

What are they like?

· Uneven and rapid physical growth.  Girls usually develop sooner than boys.  Bones develop faster than muscles and internal organs.

· Beginning to develop independence by growing away from family ties and influence.  However, they still want reassurance of counselor supervision and attention to daily needs.

· Make selective friendships.  Have two or three best friends.  Younger ones prefer friends of own sex.  Girls are more interested in boys than boys in girls.

· Close friendships begin to develop.

· Puberty approaches and emotions begin a roller coaster ride.

· Enjoy practical jokes.  Display mannerisms of giggling, squirming and horseplay.

Meaning to Counselor

· Campers may be self-conscious or very modest about their changing bodies.  Some are developing quickly and other not at all; either way, they are uncomfortable.

· Girls may have more physical strength and coordination in sports than boys.  Arms and legs are pretty awkward on the ball diamond and at the dining table until the muscles catch up.

· Bigger campers cannot be expected to act older than smaller ones of the same age.

· Their bodies are changing every day, so they don’t even know themselves anymore.

· Like to argue, but will compromise.  Will test the rule to see how far it bends.  Will put up an argument where they feel it is traditionally expected … dining hall clean up, lights out, etc.  Ready-made decisions from adults often are rejected.

· “Buddies” want to bunk together, eat together and dress alike.

· Younger boys prefer to do camp activities with other boys.  They will tolerate girls in camp, but do not want to be paired off with them.  They do not want to touch or be touched by a girl.

· Intensity of emotions and feelings can sometimes be extreme.  Best friends can become worth enemies in less than a minute. They can be wickedly cruel, with words and actions, to each other.

· They enjoy corny jokes in the cabin and at the campfire.  Counselors often are a favorite target.  Horseplay can easily go from play to a situation where a camper feels unsafe or out-of–control.

Source:  “The Camp Counselor’s Manual” Kansas State University, 1997
Developmental Characteristics of Children Slips

(Slips for Activity 2)

	
	Ages

	
	6 – 8
	9 – 11
	12 - 14

	Like bedtime stories.
	X
	
	

	Craft projects get messy with this group.
	X
	
	

	Likes to play games in which everyone wins.
	X
	
	

	Wants approval and praise from counselors.
	X
	
	

	Wants everyone in the cabin/lodge to be friends.
	X
	
	

	Wants a lot of counselor attention.
	X
	
	

	Easily frightened.
	X
	
	

	Needs a (simple) daily schedule.
	X
	
	

	Relies on cabin/lodge group.
	X
	
	

	Likes collecting things and having hobbies.
	
	X
	

	Girls (at this age) mature faster than boys.
	
	X
	

	Imitates older campers and counselors.
	
	X
	

	Believes counselors.
	
	X
	

	Likes being in a group with same gender.
	
	X
	

	Likes having “secret” clubs and pals.
	
	X
	

	Improving coordination.
	
	X
	

	Wants everything to be fair.
	
	X
	

	Wants to act grown-up.
	
	X
	

	Is loyal to cabin/lodge group.
	
	X
	

	Friends are more important than counselors.
	
	
	X

	Questions authority.
	
	
	X

	Conscious of body (won’t swim without friends).
	
	
	X

	Wants to be a counselor.
	
	
	X

	Wide range of maturity within peer group.
	
	
	X

	Wants to shower / cares about how he/she looks.
	
	
	X

	Seeks privacy from staff.
	
	
	X

	Likes to argue.
	
	
	X

	Wants to shower / cares about how he/she looks.
	
	
	X


Source:  “Exploring the World of 4-H Camp Counseling” Virginia Cooperative Extension, 2005.

Developmental Characteristics of Children
(Handout Activity 3)
Read each statement and place an X in the box under the correct age group.
	
	Ages

	
	6 – 8
	9 – 11
	12 - 14

	Likes collecting things and having hobbies.
	
	
	

	Like bedtime stories.
	
	
	

	Questions authority.
	
	
	

	Friends are more important than counselors.
	
	
	

	Girls (at this age) mature faster than boys.
	
	
	

	Craft projects get messy with this group.
	
	
	

	Imitates older campers and counselors.
	
	
	

	Likes to play games in which everyone wins.
	
	
	

	Wants approval and praise from counselors.
	
	
	

	Believes counselors.
	
	
	

	Conscious of body (won’t swim without friends).
	
	
	

	Wants everyone in the cabin/lodge to be friends.
	
	
	

	Wide range of maturity within peer group.
	
	
	

	Wants a lot of counselor attention.
	
	
	

	Likes being in a group with same gender.
	
	
	

	Likes having “secret” clubs and pals.
	
	
	

	Wants to be a counselor.
	
	
	

	Improving coordination.
	
	
	

	Easily frightened.
	
	
	

	Wants everything to be fair.
	
	
	

	Wants to act grown-up.
	
	
	

	Needs a (simple) daily schedule.
	
	
	

	Wants to shower / cares about how he/she looks.
	
	
	

	Is loyal to cabin/lodge group.
	
	
	

	Seeks privacy from staff.
	
	
	

	Relies on cabin/lodge group.
	
	
	

	Likes to argue.
	
	
	


Source:  “Exploring the World of 4-H Camp Counseling” Virginia Cooperative Extension, 2005.

Developmental Characteristics of Children 

(Answer Sheet Activity 3)
	
	Ages

	
	6 – 8
	9 – 11
	12 - 14

	Likes collecting things and having hobbies.
	
	X
	

	Like bedtime stories.
	X
	
	

	Questions authority.
	
	
	X

	Friends are more important than counselors.
	
	
	X

	Girls (at this age) mature faster than boys.
	
	X
	

	Craft projects get messy with this group.
	X
	
	

	Imitates older campers and counselors.
	
	X
	

	Likes to play games in which everyone wins.
	X
	
	

	Wants approval and praise from counselors.
	X
	
	

	Believes counselors.
	
	X
	

	Conscious of body (won’t swim without friends).
	
	
	X

	Wants everyone in the cabin/lodge to be friends.
	X
	
	

	Wide range of maturity within peer group.
	
	
	X

	Wants a lot of counselor attention.
	X
	
	

	Likes being in a group with same gender.
	
	X
	

	Likes having “secret” clubs and pals.
	
	X
	

	Wants to be a counselor.
	
	
	X

	Improving coordination.
	
	X
	

	Easily frightened.
	X
	
	

	Wants everything to be fair.
	
	X
	

	Wants to act grown-up.
	
	X
	

	Needs a (simple) daily schedule.
	X
	
	

	Wants to shower / cares about how he/she looks.
	
	
	X

	Is loyal to cabin/lodge group.
	
	X
	

	Seeks privacy from staff.
	
	
	X

	Relies on cabin/lodge group.
	X
	
	

	Likes to argue.
	
	
	X


Source:  “Exploring the World of 4-H Camp Counseling” Virginia Cooperative Extension, 2005.

Forming Groups at Camp
(Handout Activity 4)
	Stage
	Definition
	Counselor Role

	Form
	The group comes together and gets to know one other.  
Example:  One obvious group is a cabin group, however, your camp may form a variety of groups.   
	· Think of ways to break the ice and get everyone off to a friendly start.  
· Help everyone find at least one friend. 

· Use name games and icebreaker activities to keep the group active. 

· Explain the camp routine and  expectations.

	Storm
	Groups struggle to find things in common and may experience some conflict.  
Example:  Campers may form small groups that leave other campers out.
	· Watch for conflict among group members.
· Have a variety of activities where group members work or play together in a variety of small groups to help everyone get to know each other better.
· Plan for some cooperation activities or games.

	Norm
	Groups agree to stated or unstated “rules of conduct”.
Example:  Campers fall into habit of participating in a group chant on their way to activities.
	· Groups members understand and appreciate each other.
· The group can help take responsibility for their actions such as getting to activities on time.

· This is an appropriate time to continue with team building activities because campers will enjoy the interaction with each other.



	Perform
	Groups develop efficiencies and effectiveness in working together.
Example:  A cabin group who couldn’t earlier decide how to clean the cabin does so quickly and without fuss.
	· Encourage campers for their accomplishments.
· Talk about the camp experience as a group.

· Encourage the group continue to make group decisions.
· Help all members be successful at activities – teach new skills.

	Transform
	Groups change in some way.  People leave or enter or the experience comes to an end.
	· Closing ceremonies are important.

· Celebrate the group successes.

· Talk about what they learned that they can take home with them to share.


Activities for Each Stage of Group Development
(Handout Activity 4)

The activities provided in this handout may not be developmentally appropriate for all campers.  Each counselors should select activities based on the age of the camper group to which you are assigned.

Activities for the Forming Stage

Get acquainted activities and ice breakers form the atmosphere of safety and acceptance.  Counselors should consider planning more activities in this stage than the others because it is important to build a strong foundation if the rest of the stages are to be successful.

Believe It or Knot 

Thanks to Mike Anderson of Learning Works for this excellent get-acquainted activity that is a variation of Two Truths and a Lie. With the entire group holding a Raccoon Circle (a fifteen-foot-long section of tubular climbing webbing tied with a knot). the knot is used as a pointer to identify the person talking. Begin by passing the knot to the right around the group. Someone says, "Right there!" The knot stops, and the person nearest it has the opportunity to disclose some interesting fact about themselves; for example, "I have seen three movies this week!" It is now the discussion and responsibility of the rest of the participants to decide whether they believe that this information is true or false. After some discussion, the group gives their opinion of the validity or falseness of the disclosure, and the person providing the comment can tell the real story. This single comment version of Two Truths and a Lie, proceeds a bit more quickly for each person than the complete version. Use either, as time permits. 

After a person has revealed the true nature of their comments (true or false), they say "Left!" or "Right!" and then "Right there!" Now, a new person has the opportunity to disclose something to the group. The level of disclosure to the group is often a measure of the closeness, unity, and respect within the group. For example, a disclosure such as, "I have traveled to another country," is a lower level of disclosure than "I have a family member that is in trouble with the law." Depending on the group setting, and the purpose of this activity for your group, different levels of information or disclosure are appropriate. As the group becomes more unified, this activity can bring out greater disclosure between members of the group, family members, members of a team, etc. 

Commonalities 

Begin with partners for this activity. This conversational activity has the goal of identifying unique and sometimes unusual events, activities, and life experiences that we have in common with other members of our group. The two partners need to identify three unique items that they have in common. Encourage participants to dig deep for these items. For example, they may discover that they both like dogs, but under closer examination, they may also discover that they like the same breed of dog. Additionally, they may discover that they both enjoy reading, but by digging a bit deeper, they may discover that they have read the same book in the past six months or perhaps enjoy the same author. 

After identifying three attributes that they have in common, these two partners raise their hands and find another group of two ready to form a group of four. Now the challenge is to identify two items that they have in common. Again, look deep, and no fair using any of the attributes already identified. 

Finally, after this group of four finds out what they have in common, they raise their hands and join another group of four, for a total of eight, now standing inside one of the Raccoon Circles spread around on the floor. The goal for these eight is to find one event, interest, or activity that they have in common. Have each of these groups of eight tell the other groups what they have in common--the more unique and unusual, the better (or at least the more interesting!). 

Activities for the Storming Stage 
While some staff members would rather avoid the conflict of this stage, it is important to build skills and show campers how to cope and deal with the storming stage.  The activities in this section, therefore, contain just a bit of stress.  The following activities are very challenging, and need to have a suitable amount of time after each one for sharing, processing, generalizing, and applying within the group.
Photo Finish

Thanks to Sam Skies for this seemingly simple but yet complex activity.  You can find this and other activities in his book, Executive Marbles.

Photo Finish (or the Finish Line) uses one or more Raccoon Circles as a straight line.  The task is for the members of a group to ALL cross the line at exactly the same time.  You can stress the group by minimizing the available time they have to plan prior to crossing the line.

Tell the group that they have 15 minutes to make 5 attempts to cross the finish line a exactly the same time.  This is a great opportunity to use a digital camera for instant feedback.  Every time someone breaks the plane of the finish line, the facilitator yells, “Click!” even for the occasionally careless mistake.  This activity involved planning, communication, timing and occasionally the ability to deal with frustration.

Cross the Line 

This activity requires a single untied Raccoon Circle, stretched into a straight line. With half of the group on one side of the line and standing about six feet behind the line, and the other half of the team on the other side, the scene is set for a moment of conflict (of "us" versus "them"). Make no mistake, this Raccoon Circle activity is a bit higher level than most, but it is excellent for setting the stage to talk about conflict, negotiation, and win/win, win/lose, and lose/lose scenarios. 

Begin this activity by instructing one side to say, "There ain't no flies on me. There ain't no flies on me. There might be flies on you (point to folks on the other side). But there ain't no flies on me! "Tell those participants to take a step towards the line (with just the right amount of attitude). Now, instruct the other side to reply, "There ain't no flies on me. There ain't no flies on me. There might be flies on you. But there ain't no flies on me!" Tell those participants to take a step towards the line. The first side now repeats the phrases and moves to the line--followed by the second side repeating their lines and stepping up until they are face to face with the other side. 

At this point, tell the participants, "You have ten seconds to get the person across the line from you onto your side of the line!" 

Typically, this develops into a rather quick tug-of-war between partners, and usually a physical solution (for one person at least) to the challenge. The activity presents an opportunity to discuss conflict, challenge, attitude, negotiation, and how to resolve differences between people. 

Blind Square 

Blindfold the entire group, and allow them to search and find a nearby piece of rope (about 100 feet long). After finding the rope, instruct the group that their goal, while still blindfolded, is to create a perfect square with the rope. Participants are allowed to slide along the length of the rope, but cannot let go or skip over or move around another participant. 

Activities for the Norming Stage 
Sharing, trust building, and skill building activities are used in the Norming stage.

Inside Out 

This is a great initial problem solving activity. Begin with a Raccoon Circle on the floor. Have the entire group step inside the circle. The task is now for the entire group to go from the inside of the circle to the outside, by going underneath the Raccoon Circle, without anyone in the group using their hands, arms, or shoulders. 

What is important in this activity, is to stress the group problem solving process. In order for other members of the group to assist in the completion of the task, they need to know the plan, and what their part is in the solution. To this end, encourage the group to "plan their work" and then "work their plan." This means that prior to ANY action, the group will need to plan their approach to solving this problem and making sure that everyone in the group knows their part of the plan. 

After completing the task, debriefing questions include asking the group if they had a plan and did they change the plan during the completion of the activity, and if so, why? As a second part to this activity, you can also ask the group to go Outside in, again without using their hands, arms, or shoulders and see if they "plan their work" before "working their plan." Thanks to Tom Heck for sharing this activity. 
Blind Trust Drive

Participants choose a partner for this activity.  One person stands in front, arms extended like they are holding onto the steering wheel of a car.  Their partner stands behind them, with their hands on the shoulders of the person in front.  The “blind” drivers now close their eyes, while the signted “backseat” drivers safely steer them around the playing area.

Remember this is not a demolition derby or bumper cars, and a facilitator may act as the local law enforcement officer if necessary!

Halfway through the activity, partners switch roles, and continue.  At the completion of the activity, partners can provide feedback to their backseat drivers, and tell them what they liked, or what they would change about their guidance.

Activities for the Performing Stage 
Large group projects, such as tower building (usingTinkertoys [R], uncooked spaghetti and marshmallows, or newspaper and masking tape) are useful. 

Grand Prix Racing 

Turn the Raccoon Circle into a complete circle or loop using a water knot, and you are ready for the ultimate in sport racing. This activity will boost the enthusiasm of your audience, and provide some moderate competition in the process. 

Begin by spreading several Raccoon Circles around the available space, in close proximity to each other. Ask participants to join one of the "racing teams," picking their favorite color team in the process. There should be approximately five to ten participants per Raccoon Circle. Have participants hold the Raccoon Circle with both hands in front of them, and state: 

"Ladies and Gentlemen! It is summer time, and that means one thing in this part of the world--Grand Prix Racing! Now I know that you are such die-hard race fans that just the thought of a race makes your heart beat faster. So this race comes in three parts. First, when I say, 'We're going to have a race,' your response is a loud, 'Yahoo!!!!!' Next I'll say, 'Start your engines!' And, I want to hear your best race ear sounds (audience practices making race car revving engine, shifting gears, and braking sounds). 

"Finally, with so many cars on the track today, it will be difficult to see just which group finishes their race first, so we'll need a sign indicating when your group is finished. That sign is to raise your hands (and the Raccoon Circle) above your heads and yell, 'Yessssssssss!'" 

Logistically, Grand Prix involves having the group transfer the knot around the group as quickly as possible, using only their hands. This activity can even be performed for a seated audience. To begin, you'll need a "start/finish" line, which can be the person that was born the farthest distance away from the present location. The race begins at this location and ends when the knot is passed around the circle and returns to this same location. 

Typically in Raccoon Circle Grand Prix racing, there are three qualifying rounds or races. The first race is a single lap race to the right (counterclockwise), with the knot traveling once around the inside of the circle. The second race is a multi-lap race (two or three laps) to the left (clockwise) around the circle. And the final race of the series is a "winner take all" championship race, with one lap to the right followed by one lap to the left. 

Incidentally, after this activity, the group will not only be energized, but perhaps in a slightly competitive mood. From a sequencing standpoint, you can either continue this atmosphere (with more competitive challenges--such as into a summer camp competition) or introduce a bit of counterpoint, by following this activity with one that requires the group working together in a collaborative manner. 

Activities for the Transforming Stage 

The final stage of group formation is the other bookend to the initial forming stage. The transforming stage allows the group to regroup, thank the participants, and move on at the completion of the summer. This stage is marked by recognition from the leader, conclusion, and disengagement of the participants. 

Virtual Slideshow 

With all participants seated in a circle, an imaginary slide projector "clicker" is passed around the group. Group members are asked to "show" an imaginary slide or photograph from the summer, illustrating a perfect moment, or perhaps a moment from the future, that will be different because that person had the opportunity to work at camp, 

A Circle of Kindness 

Form a double circle with all group members. One partner should face the center of the circle, and their partner behind them (also facing the center, with their hands on the shoulders of the inner-circle person). Ask participants in the inner circle to close their eyes and only reply "thank you" or keep silent. The outer circle is asked to quietly talk into the ear of the inner circle participants, mentioning something important that they learned from them during the summer, or a pleasant memory, or any other positive comment. The outer group then moves one person to the right and continues. When the outer group has completed the circle, they are asked to become the inner-circle group, and the process begins again. 

What Is a Raccoon Circle? 

A Raccoon Circle is a twelve- to fifteen-foot piece of one-inch tubular webbing. By using Raccoon Circles, camp staff can generate innumerable challenge activities. The symbolism of the circle fosters team spirit, which often results from a combination of creative initiatives and this unique form of webbing. 

Source:  Jim Cain, Ph.D. is the author of Teamwork & Teamplay, which received the Karl Rohnke Creativity Award presented by the Association for Experiential Education, and co-author with Tom Smith of The Book on Raccoon Circles. He is a former executive director of the Association for Challenge Course Technology, senior consultant to the Cornell University Corporate Teambuilding Program, and the director of the adventure-based training company, Teamwork & Teamplay. You can download a collection of adventure-based, team-building activities using simple props at: www.teamworkandteamplay.com/raccooncircle.html. Contact Dr. Cain at 585-637-0328, jimcain@teamworkandteamplay.com. 

