






 

 
 

 

PROPANE SAFETY  

 (Propane fuel is compressed fuel in heavy steel cylinders.  Propane is inexpensive  
and readily available.) Double burner stoves using propane for fuel are reliable, durable, cook quickly and do not  
require priming. Propane is the most widely used fuel but is highly volatile and explosive.  It must be stored properly.  Read label 
on cylinder before using. 

1. DO NOT us indoors.  For use outdoors only!!  
2. Keep hair tied back. 
3. Keep all open fires (ex. camp fires, candles) away from propane 
4. Keep fire extinguisher handy. 
5. Restrict the number of people around the stove. 
6. Store matches away from the stove and fuel. 
7. Make sure the stove is stable and away from traffic. 
8. Store extra cooking fuel away from the cooking flame. 
9. Dispose of pressurized cans properly (at a hazardous waste facility).  NEVER place in fire or direct sunlight.   
10. Do not subject to high heat. 
11. Do not lean over the stove from the back. 
12. Teach girls cooking safety and practice at all times. 

 

PROPANE STOVES  

Propane stoves are easier to use.  The propane comes in bottles that are screwed into the stove.  It 
will not spill.  All you need to do to start the stove is turn on the gas and light the burner, just like at home.  There are even 
propane stoves with built in electronic starters. Follow these general instructions: 

1. Open lid and position "wind baffles" (sides). 
2. Close all burner valves firmly.  
3. Close "regulator valve" (if it is adjustable). 
4. Screw regulator onto stove if it is not permanently attached.  Hand tighten only. 
5. Remove plastic cap from propane cylinder and screw onto regulator, hand tighten only. 
6. Turn regulator on (if it adjustable).  Check for leaks by spraying with small amount of soapy water.  If there is a leak, the 

soap will bubble.  Tighten connection and check again. 
7. Hold lighted match near burner and open burner valve.  DO NOT TURN ON VALVE BEFORE LIGHTING MATCH!  Flame can 

be adjusted with burner valve. 
8. To store:  Extinguish flame by turning off burner valve.  Let stove cool. 
9. Turn off regulator valve (if adjustable).  Remove propane cylinder and replace cap. 
10. Label cylinder as used.  Close baffles and fold lid down.  

 



 

 
 

 
 
 

Happy Trails! 

 Girl Scouts of North East Ohio Wanderer 
Are you interested in hiking? All year long, explore the backwoods of GSNEO Camp Properties and 
work towards earning the "Wanderer" Patch! You will see new things and enjoy being with your 
friends. The GSNEO Wanderer Patch Program was created to encourage progression using our 
trails, keeping our trails viable and promote a healthy and active lifestyle for our Girl Scouts! 

Hike, Explore, Get Moving! Join the fun all year long, explore the backwoods of Camp Timberlane 
and Camp Ledgewood to work towards earning the “Wanderer” patch! You will see new things 
and enjoy being with your friends.  

All hikes must be completed within a troop year (October 1 through September 30). After you complete each hike, be sure to 
have one of the following people initial your form: Camp Coach, Outdoor Program Manager or a Camp Director/Program 
Coordinator. Present this completed form at the Council shop to purchase your patches.  

NOTE: Once you receive your first Wanderer Patch, you can mark your following hikes by purchasing a small star or leaf to 
surround your patch as you continue year after year.  

Daisies:  Must hike the Naturalist Trail and Connecting Trails (loop only) at Camp Timberlane 

Brownies:  Must hike Naturalist Trail, Connecting Trail (loop only), and Woodhaven Trail at Camp Timberlane 

Juniors:  Must hike Naturalist Trail, Connecting Trails (loop only), Woodhaven Trail, Outpost Trail and Lake Timberlane loop on 
the North side of camp at Camp Timberlane.  

Cadettes, Seniors, Ambassadors: Must hike Naturalist Trail, Connecting Trails, Woodhaven Trail, Outpost Trail and 
Perimeter Trail at Camp Timberlane 

Explore the trails at Camp Timberlane! 
Perimeter Trail (3.1 miles, 1 hour 50 minutes) 
Perimeter Trail (Range from Easy to Strenuous in Difficulty) Begin this long loop trail from any site in Camp. This hike goes over 4 
bridges that cross the Frankenberg Creek. The trail traverse’s ravines and ridges in the more difficult places and also includes flat 
upland areas and major lowland areas. 

Woodhaven Trail (.5 miles, 18 minutes) 
Woodhaven Trail (Easy) Trail starts just past Woodhaven Day Camp area on the Perimeter Trail. While on this trail you will see the 
Historic Farm Dump, Gnome Village and the scenic overlook of the Vermillion River Valley. NOTE This trail is Easy but the hike out 
to the trail head is considered moderate in difficulty. 

Naturalist Trail (.4 miles, 16 minutes)  
Naturalist Trail (Easy to Moderate Difficulty) Starts behind Stocker Lodge. This hike crosses the Green Bridge at Frankenberg 

Creek. There is an exposed hillside great for geological observations. Trail ends back at Stocker lodge. 

Outpost Trail (.2 miles, 5 minutes) 
Outpost Trail (Moderate Difficulty) Trail head is a 10 minute walk south of Woodhaven on the Perimeter Trail. On this hike you will 
see the Camp Timberlane Outpost unit where groups primitive camp. Hike over a knife ridge to get to the Outpost. A short but 
exciting hike. 
  

Activities While at Camp 



 

 
 

Connecting Trails (.8 miles, 25 minutes) 
Connecting Trails (Moderate Difficulty) Starts at any unit and loops around to all units. You will end 
up where you started! The trail crosses Frankenberg Creek at both the Green Bridge and the Mary Lou Bridge. 
 
Lake Timberlane Trail (.9 miles, 31 minutes) 
Trail starts at Welcome Center. You will travel through a young, manmade forest that included 20,000 trees that were planted in 
the early 60’s. You will hike past the highest point in camp, Windy Hill, 850 ft. above sea level. NOTE- This trail is not named on 
the map. It is a section of the Perimeter Trail that goes around Lake Timberlane on the North side of camp. 
 

Fun Hikes 
Hold the Front:  Leader asks a 
question about things observed such 
as "What is the name of that tree?"  
If #1 in line answers correctly, she 
stays there; otherwise, she goes to 
the back of the line. 

Nature Clue Game:  Cut a hole in a piece 
of paper (about the size of a nickel).  
Through the hole, show girls a small part of 
a leaf, animal track, or other natural object.  
See how many the girls identify. 

See-It Hike:  One girl starts by 
naming something.  "I see a bird".  
The next person must callout 
something she sees that starts with 
the last letter of the first girl's word, 
"D".  "I see a daisy".  The next 
person must call out what she sees 
that starts with "Y". 

Rhyming Hike:  The first person 
sees something and call it out, “I see 
an ant". Someone replies with a 
rhyme, “It's sitting on a plant", and 
then names a new object, "I see...". 

Silent Hike:  The purpose of this hike is to 
listen. This is hard for some girls who want 
to giggle, etc.  Try late at night or early in 
the morning when the surroundings are 
strange and mysterious.  How about 5am?  
What adaptations do nocturnal animals 
have? 

Shape Hike:  Find and identify the 
shapes (square, round, triangular, 
etc.) of different items such as a 
buildings, leaves, rock, and trees.  If 
you have pre-made shapes of 
shapes to show, for instance, what 
a trapezoid looks like, that would be 
easier. 

Color Hike:  Divide the group by 
color and let the girls in each group 
list everything they see in their color.  
What is the largest color group?  Will 
this change through the year? 
Green Hike:  How many shades of 
green can you find on your hike? 

Observation Lotto:  Make up a lotto card 
with 4 squares down.  Enter things to look 
for such as: stream, animal track, eroded 
land, berries, dead tree, squirrel, wild 
flowers, trash, pine cone, vine, poison ivy, 
moss, bird, pine tree, maple tree, etc.  
Enter things likely to be spotted on your 
hike.  When a girl sees an object, she marks 
it on her card.  First to fill a row wins. 

Nature Scavenger Hunt:  This 
hike is not collecting, but recording 
and describing items. Girls can 
work in teams or in a group while 
hiking.  Make a list of items such as:  
the smallest thing, largest thing, 
coolest place, hottest place, oldest 
item, newest item, something with 
6 legs, a compound leaf, a chewed 
leaf, something important to nature, 
something that changed the 
environment, something soft, 
something hard, etc. 
 

Map Making Hike:  Make a map of 
your troop/group area and identify 
points of interest.  Does your map 
show 'scale'? 

Pebble Cribbage:  Start with 10 pebbles.  
Leader points to an object.  Each person 
who can identify it drops a pebble.  First to 
drop all her stones is the winner. 

Clothing Color Hike:  Find colors in 
nature that match the color of the 
clothing the girls are wearing.  Is it 
possible nature provided these 
colors? 

Alphabet Hike:  Find objects whose 
names begin with the letter of the 
alphabet.  Begin with A and end with Z. 

 

 
 



 

 
  

Fishing 
Fishing is permitted at the lake. There is a well-maintained population of  
Bluegill, and Catfish, Large Mouth Bass. 

No fishing when boating is taking place on the lake.  
General Rules: 

1. All GSUSA and ACA standards must be followed at all times.  
2. Fishing is catch and release only.  
3. All hooks must be single shank and barbless. Crimping of bards is acceptable but no 

treble hooks.  
4. Fish should be handled as gently as possible and must be immediately returned to the 

water.  
5. If a hook is deeply swallowed by a fish, the line should be cut rather than forcing the 

hook out.  
6. Live bait such as earthworms, wax worms, insects, etc. is allowed, but NO minnows or 

leeches.  
Derby Regulations:  

1) Fishing competitions are to be determined by number of fish caught, not by length or weight.  
2) Derby organizer is responsible for informing all participants of rules and for checking hook 

acceptability (barbless, no trebles) before fishing begins.  
3) Girl Scout council requires the derby organizer to report the following:  

a. Total number of fish caught by species 
b. Any fish that were killed during the derby 
c. Number of lines that were cut because fish swallowed hook 
d. Total number of poles in the water 
e. Time of fishing derby 

Letterboxing and Geocaching  
Letterboxing and Geocaching is available at all three of our 
Camp Properties! 
Letterboxing and geocaching are treasure-hunt-styled 
outdoor activities that use either clues or GPS coordinates to 
find a hidden treasure. Letterboxing and Geocaching help Girl 

Scouts develop skills such as map reading, orienteering and puzzle solving.  
If your troop is interested in finding a Letterbox/Geocache at Camp, you can find clues and GPS 
locations with your friendly Camp Coach.  You will need to supply your own GPS units and/or 
compasses or reserve them in advance when reserving your campsite on gsneo.org.  
If your troop in interested in placing a Letterbox or Geocache at any GSNEO Camp Property, 
please complete the Letterbox/Geocache application which can be found online at gsneo.org 

Sports Shed  
An assortment of field and team building activities are located next to Edgewater Program Center and are available for use. (All 
activities must follow Safety-Wise standards and guidelines). 

Windy Hill Amphitheater  
A terraced hillside for seating of 250 persons with a large fire circle. 

Butterfly Garden  
Seating area next to Welcome Center with picturesque view of camp among garden of plants that attract butterflies. 

Ed Lampe Reflection Center  
This activity area is surrounded by a grove of tall white pine trees, just a simple hike down the blue perimeter trail from Stocker 
Lodge. This is a beautiful location for a nature viewing and reflection with native cut benches and seats up to 50 people.



 

 
  

ARCHERY 
This activity requires prior 
council approval and a 
certified facilitator. 

• All activities must follow 
Girl Scout Safety Activity 
Checkpoints. 

• All activities require prior 
approval and certification 
though GSNEO. 

• The camp coach will meet facilitator at the welcome 
center. Monitor must verify instructor through photo ID 
and certification card. 

• The renter(s) are responsible for equipment between 
check in and check out. 

• The renter(s) are responsible for equipment set up, 
clean up, and proper storage.  

 

BOATING/LAKEFRONT 
This activity requires prior council approval and a certified 
facilitator. 

• All activities must follow Girl Scout Safety Activity 
Checkpoints. 

• All activities require prior approval and certification 
though GSNEO. 

• The camp coach will meet facilitator at the welcome 
center. Monitor must verify instructor through photo ID 
and certification card. 

• The renter(s) are responsible for equipment between 
check in and check out. 

• The renter(s) are responsible for equipment set up, 
clean up, and proper storage.  

• Canoes, Kayaks, Row Boats must be locked down. 
• Boat House must be locked at conclusion of program 

 

 
 
 
 

This activity requires prior council approval and a certified 
facilitator. 
The pool and shower house are available for use through 
prior council approval and a certified program facilitator and 
certified lifeguard. 

• All activities must  
fellow Girl Scout Safety  
Activity Checkpoints. 

• This activity requires prior approval and  
• certification through GSNEO. 
• The camp coach must verify lifeguard though photo ID 

and certification card.  
• The renter(s) are responsible for equipment between 

check in and check out. 
• The renter(s) are responsible for equipment set up, 

clean up, and proper storage. 
 

CHALLENGE COURSE 
This activity requires prior council approval and a certified 
facilitator. 
Enhance your communication and cooperation skills while 
having fun as a team! Choose strategies that will help your 
group solve physical and mental challenges on fun 
elements tucked in the woods at each camp. Everyone is a 
winner because you build a stronger team! Dress for the 
weather–long pants are recommended.  
• All activities must follow Girl Scout Safety Activity 

Checkpoints. 
• The camp monitor must verify instructor through photo 

ID and certification card. 
• The renter(s) are responsible for equipment between 

check in and check out.  
• The renter(s) are responsible for equipment set up, 

clean up, and proper storage. 

 

OBSERVATORY 
This activity requires prior council approval and a certified 
facilitator. 
This activity allows viewing of 
the night sky though a 
computer controlled telescope.  

• The camp coach must 
verify instructor through 
photo ID and certification 
card. 

• The renter(s) are responsible for equipment between 
check in and check out.  

• The renter(s) are responsible for equipment set up, 
clean up, and proper storage



  

 
  

 

Splash pad 
Splash Pad Safety:  

• Adult supervision is required. 

• Emergency phone located inside Shower House. 
• Food and Drink are not permitted on splash pad.  
• Pool toys are not permitted (beach balls, noodles, balls, etc..). 

• Remove shoes before entering splash pad deck. Water shoes 
are permitted. 

• No running or horseplay. 

•  Do not sit on water jets. 
• Water is recycled and not suitable for drinking. 

• Exit splash pad at first detection of lightning or thunder. The 
splash pad may be used again 30 minutes after the last 
detection of lightning or thunder.  

 Splash pad usage: 

• No pre-reregistration is required to use the splash pad. 
• Please be considerate of time spent on pad and share the space with 

other troops. 

• Before using splash pad, visually check pad area and sweep off any 
debris. 

• Brooms are located in Shower House. 
• Splash pad is activated by waving of a hand in front of a sensor. 

Located on the short purple tube. 

• Splash pad will shut down 16 minutes after last motion in front of a 
sensor. 

• Maximum capacity for splash pad is 20 active participants. 

• Do not use splash pad if dirty or muddy. 
• The splash pad should not be used as a way to rinse off dirt or mud. 

• Be considerate: please clean the splash pad and Shower House for the next troop. 

Nature Center  
The Nature Center features microscopes, binoculars, dip nets, field guides, identification guides, CDs, displays, and much more. 
All campers are welcome to explore the endless hands-on activities located within.  

Gnome Village  
We have a Gnome Village at camp. Follow the loop trail by Woodhaven day camp site to find the village. Look for the Welcome 
Gnome at the entrance to the village. Juliette the gnome is there and many of her friends. Gnomes are the caretakers of the 
woodlands and animals so please help them by leaving things as you find them. Be sure and take your camera as there are 
many photo opportunities with the shy, little creatures. 

Ice Skating SKATES ARE LOCATED IN THE WELCOME CENTER. (We have limited pairs of ice skates.) 

Yes, we have Ice skating at Camp Timberlane! Just north of the Welcome Center is an 8” deep ice skating rink area that is flooded 
with water in the winter and when it freezes becomes our very own ice skating rink that is close to restrooms (located in the 
Welcome Center and you must remove skates before entering building), a fire circle and night lighting with electrical outlet on 
the pole for music or a coffee pot to be plugged in to.  

Sledding A designated sledding hill is located just west of the Welcome Center on the backside of Windy Hill. Sleds are not 

provided. 

 HOURS OF OPERATION 

• May:                 9am-8pm 
• June:               9am-9pm 

• July:                 9am-9pm 

• August:            9am-8pm 
• September:      9am-8pm 

Dates of Operation: May 15th – Sept 15th      



  

 
  

SnowShoeing 
Snow shoes are available seasonally when 4" of snow or more. Check with the Camp Manager or  
Camp Coach upon arrival for availability.  

 

KNOTS          

Knot Relay  
Have the patrols line up behind a starting line. A leader stands opposite each patrol and has one or two ropes, and a pole (if 
desired). At the GO signal, each patrol sends one scout forward. The leader gives them a randomly selected knot. The scout then 
must successfully tie that knot before returning to their patrol. When each scout returns to the patrol, the next scout is sent 
forward. 

Have each leader count the number of knots successful tied. Keep moving until the game period has nearly expired. The patrol 
with the most successfully tied knots wins. 

By running this relay for a fixed time, there is no need to adjust for different sized groups. Each scout should get the opportunity 
to tie 2 or 3 different knots (at least). 

In this game, the leaders should be willing to help scouts who have problems with specific knots.

 
 



  

 
  

Camp Songs 
HERMY THE WORMY 
Sittin’ on a fence post 
Chewin’ my bubble gum (chewing noise) 
Playing with my yo-yo (woo-woo) 
And along came Hermy the Wormy 
And he was this big (show size with 
fingers) And I said Whoo – Wees 
“Hermy, baby what happened?” 
I ate my sister (Repeat (hand size gets 
bigger) 
I ate my sister (Repeat (hand size gets 
bigger) 
I ate my brother (Repeat (hand size gets 
bigger) 
I ate my father (Repeat (Finger size is really 
small) I burped! 

SINGIN’ IN THE RAIN 
(chorus) I’m singin’ in the rain, 
Just singin’ in the rain.  
What a glorious feeling, I’m (clap) 
happy again. 
Thumbs up 
Chi-chi-cha-cha 
Chi-chi-cha-cha 
Chi-chi-cha-cho 
(chorus) 

1. Elbows back 
2. Knees together 
3. Knees bent 
4. Toes together 
5. Head up 
6. Tongue out 
7. Sit down! 

GO BANANAS 
Bananas of the World Unite 
Peel bananas, peel, peel bananas 
Peel bananas, peel, peel bananas 
Eat bananas, eat, eat bananas 
Eat bananas, eat, eat bananas 
Go bananas, go, go bananas! 
Go bananas, go, go bananas! 

Brownie Smile Song  
I’ve got something in my pocket that belongs 
across my face  
I keep it very close to me 
In a most convenient place. 
I’m sure you would not guess it 
If you guessed a long, long time 
So, I’ll take it out and put it on – 
It’s a great big Brownie Smile! 

I WANT TO LINGER 
M-mm- I want to 
linger 
M-mm- a little 
longer 
M-mm- a little 
longer here with you 
M-mm- it’s such a perfect night 
M-mm- it doesn’t seem quite right 
M-mm- that it should be my last with you 
M-mm- and come September 
M-mm- and I will remember 
M-mm- my camping days and friendships 
true 
M-mm- and as the years go by 
M-mm- I’ll think of you and sigh  
M-mm- this is goodnight and not goodbye 
M-mm- I want to linger 
M-mm- a little longer 
M-mm- a little longer here with you. 

GIRL SCOUT PEP SONG 
Hooray for Girl Scouts 
Hooray for Girl Scouts 
Someone in the stands is yelling. 
Hooray for Girl Scouts 
1,2,3,4, who you going to yell for? 
Girl scouts that’s us!!! 
She wears a “G” for generosity 
She wears a “I” for interest too,  
for interest too. 
She wears a “R” for  
real life sport-manship 
She wears a “L” for loyalty,  
for loyalty 
She wears a “S” for her sincerity 
She wears a “C” for courtesy 
She wears a “O,U,T” for  
outdoor life! outdoor life! 
and that Girl Scout is me!! 

TAPS 
Day is done, Gone the 
sun,From the lake, 
From the hills,From 
the sky, All is 
well,Safely rest, God 
is nigh.  Fading light, 
Dims the sight, 
And a star gems the 
sky, Gleaming bright, 
from afar, Drawing 
nigh, Falls the night.    
Thanks and praise, 
For our days,Neath 
the sun, Neath the 
stars, Neath the sky, 
As we go, This we 
know, God is nigh. 

KOOKA-BURRA  
Kooka-Burra sits in the 
old gum tree,  
Merry merry king of the 
bush is he.  
Laugh Kooka-Burra,  
laugh Kooka-Burra.  
Gay your life must be. 
Kooka-Burra sits  
in the old gum tree,  
Eating all the gumballs 
he can see.  
Stop Kooka-Burra,  
stop Kooka-Burra.  
Save some gum for me. 

JOHNNY APPLESEED 
Oh, the Lord’s been good to me. 
So now I thank the lord 
For giving me the things I need 
The sun, the rain & the apple seed; 
Oh, the Lord’s been good to me. 

DOWN BY THE BANKS 
Down by the banks of the hanky 
panky where the bull frogs jump 
from bank to banky with an 
eeps, opps,oops,opps, 
eeps, opps, silly and he goes kerr-
plop!! 

ALPHABET GRACE 
(tune: "The Alphabet Song") 
A-B-C-D-E-F-G 
Thank you, God for feeding me. 

TIME TO EAT 
(tune: Ain’t She Sweet) Time to eat, thankful Girl 
Scouts in each seat! We thank You for your 
generosity-Time to eat! 



  

 
  

SOUND OFF 
We are Girl Scouts can't you 
see?  
Come along and sing with me.  
Chorus:   
Sound off: 1, 2, Sound off: 3, 4.  
Bring it on down: 1, 2, 3, 4, 1, 2, - 
3,4  
We are Girl Scouts don't you 
know?  
Exercise will help us grow.  
We are Girl Scouts, we have fun.  
We all like to scream and run.  
We out shine all the rest,  
Troop ____ is the best. 
Want to see what its about,  
Come on check Girl Scouting 
out. 
Girl Scouts teach and Girl Scouts 
learn  
Making campfires really burn  
Tying knots and lashing trees  
Studying those honeybees  
Camping, hiking, playing, too  
Never resting 'til they're through  
Want to see what its about,  
Come on check Girl Scouting 
out. 

THE LITTLEST WORM 
The littlest worm (echo)   
I ever saw (echo) 
Was stuck inside (echo)   
a soda straw(echo) 
(Repeat all 4 lines as a group) 
He said to me (echo)   
Don’t take a sip(echo) 
For if you do (echo)   
You’ll really flip! (echo) 
(Repeat all 4 lines as a group)        
I took a sip(echo)   
And he went down (echo) 
All through my pipes (echo)   
He must have drowned(echo) 
(Repeat all 4 lines as a group)     
He was my pal (echo)   
He was my friend (echo) 
But he ain’t no more (echo)   
And that’s the end (echo) 
(Repeat all 4 lines as a group) 
But don’t you fret, (echo)   
And don’t you fear, (echo) 
The Littlest Worm (echo)   
Had scuba gear! (echo) 
(Repeat all 4 lines as a group) 

BOOM CHICKA BOOM  
(leader sings line, everyone repeats)  
I said boom chicka-boom!  
I said boom chicka-boom!  
I said booma-chicka-rocka-chicka-rocka-chicka-boom!  
Uh huh!   Oh yeah! One more time... as loud as you can! 
Some Extra Verses: 
Slowly: as slow and drawn out as possible  
Opera: sing in an opera voice  
Softer: quietly 
Higher: high mousy voice 
Lower: deep voice 
Faster: as quick as possible 
Underwater: sing with fingers dribbling against your lips  
Verses with Special Words: 
Valley Girl: I said, like, boom!  I said, like, boom chicka-boom! I 
said, like, booma-chicka, like, rocka-chicka, like, gag me with a 
spoon!  Like, uh-huh!  Like, for sure!   
Like, same thing...   
Janitor style: I said a Broom-Pusha-Broom, I said a Broom-
Pusha-Broom, I said a Broom-pusha-mopa-pusha-mopa-
pusha-broom.  
Barn-yard Style: I said a moo chicka moo I said a moo chicka 
moo I said a moo chicka bocka chicka bocka chicka moo...  

ON TOP OF SPAGHETTI 
On top of Spaghetti, All covered with cheese. I lost  
my poor meatball, When somebody sneezed.  
It rolled off the table, And onto the floor. And then my poor meatball, Rolled out of 
the door.  
It rolled in the garden, And under a bush. And then my poor meatball, Was nothing 
but mush. 
The mush was as tasty As tasty could be, And early the next summer It grew into a 
tree.  
The tree was all covered With beautiful moss, It grew lovely meatballs And tomato 
sauce.  
So if you eat spaghetti, All covered with cheese, Hold on to your meatballs And 
don’t ever sneeze. 

 

 

 

 

 

 

 



  

 
  

Games 
In My Grandmother's Attic 
The first player says, "In my grandmother's attic, 
I found (name something that starts with “A”).   
The next player says the same phrase, the object 
beginning with the "A," and then something that 
begins with a "B." Continue this way, each player 
reciting the previous items and adding another, 
all the way through the alphabet to "Z." 

Group Knot 
Have the campers stand in a tight circle, with their hands in the center. Then 
have them grab other hands at random. The puzzle is for the whole group to 
work together to get themselves untangled.  Sometimes you’ll find that the 
group has formed several smaller circles. 

Flashlight Limbo 
This is just like Limbo. Use a flashlight and turn off all the lights. Have someone 
take the flashlight and turn it on and hold it straight. Have each player take 
turns going under, and as the game goes on lower the beam.  The winner is 
the person who can go the lowest. 

Village Chief 
Everyone sits in a circle, and one-person leaves, then one person is selected 
to be the ‘Village Chief’ or the ‘It’. Everyone else in the circle must follow the 
movements that the “Chief” does i.e.-clapping, snapping, banging the ground. 
The person who stepped out of the circle then comes back and tries to see 
whose movements everyone is following, and guess who the “chief” is. 

A What?  
Equipment: 2 objects  
The leader of the game starts by passing the first object to the person on their right (Person A) and saying, "This is a whit."  Person 
A replies, "A What?"   The leader would then clarify, "A whit." Person A then turns to the person on their right (Person B) and says, 
"This is a whit." Person B, "A what?" Person A, turns to Leader, and asks, "This is a What?" Leader to Person A, "A whit!" Person A 
to Person B, "A whit!” Person B then turns to Person C, and the game continues each time going all the way back to the leader...  
This game can be made harder by adding an additional object called a Watt in the opposite direction. Eventually, people are 
receiving and passing two words at time... 

Guess Who 
It is like the board game Guess Who. You divide the group 
into two teams sitting in neatly set up rows of chairs. One 
person from each team is picked to guess who the judge 
has in mind from the other team. (The judges must write 
the name down as proof.) The pickers switch off asking yes 
or no questions (i.e. does he wear glasses). Anyone who 
doesn't fit in with the answer must sit down until the picker 
guesses who. That team gets a point and two new people 
are picked and you do it all over again. 

Head Down, Thumbs Up 
Two of more children, depending on the size of  
your group, are chosen to stand up and all the  
others put their heads down with their eyes  
closed and thumbs up. The two-left standing must then creep 
around and gently touch one person each on the thumb. Everyone 
is then told to open their eyes and then children who were touched 
stand up and try to guess which child touched them. If the they get 
it right the children swop places, if not then the children have 
another go 

 



  

 
  

 

 

 
 

 

• All players start with one hand touching a wall of the pit. 
• The game begins with a referee throwing the ball into the center of 

the pit. 
• When the ball enters the pit, the players scream “GA” for the first 

two bounces, and “GO” on the third bounce, after which the ball is 
in action. 

• Once the ball is in play, any player can hit the ball with an open or 
closed hand. 

• If a ball touches a player below the knee (even if the player hits 
themselves) they are out and must leave the pit. If a player is hit 
above the knees, the play continues. 

• If a ball is caught on a fly, the player who hit the ball is out. 
• If the ball goes out of the Ga-Ga pit the last player to touch the ball 

is eliminated. 
• Using the walls of the octagon to aid in jumping is legal as long as 

the player does not permanently sit of the ledge of the octagon. 
• Players cannot hold the ball. 

If needed, a second can be thrown in the pit to expedite the end of the 
game. The last player standing is the winner of that round. 

 

Ga-Ga Ball Pit 
Rules 

Troop Program Totes 
The below totes are available for your use during your visit to Camp Timberlane – for rainy days, extra down time, or just for 

fun. Each themed tote contains unique resources for all age ranges that are easy to use! 

Please only sign-out one tote at a time for your troop.  

When you return the tote, please make sure all items have been returned (list of contents is on the lid). 

If there is anything missing from a tote, please contact Catie Hewitt, Outdoor Program Coordinator, at chewitt@gsneo.org. 

Instructions: 
1. Sign out tote on the clipboard 
2. Use and enjoy!  
3. Check all contents and return to tote 
4. Sign tote back in 

 

• Birds 
• Inside Games 
• Lummi Sticks 

• Trees 
• Women of Significance 

mailto:chewitt@gsneo.org



