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Survivor 
Schedule 
 
Arrival/Check-in:    Activities will begin in the Lodge at 10 AM. The gate into camp will be 
open by 9:30 AM. Please check in at the Lodge. 
 
10:00 Welcome  

 Rules of the Game 
 General Overview of the challenges 

 Divisions of Tribes (Melding of Tribes) 
 Flag Share – New Tribe Names Share 

 
10:30 Group Challenge  

Adult briefing  
 

11:00 Tribe Challenges Begin 
 Two 30 Minutes or so sessions Rotations 
 
12:00 Lunch at Base Camp – Check in at the base camp (Dining Hall) 
 
12:45 Tribe Challenges 
 three 30 Minutes or so sessions Rotation  
 
2:15  Challenges end - Check in at the base camp – bring your tokens, & trash bag 
 
Token Add Up  
Snacks 
Challenge Debrief - All 
High Scoring Team announced Patch presentations 
3:00 Program closing – Flag Retired by High Scoring Team 
 
Tribe Challenge Rotation: 

Challenge  Pirate Ship  
Play 

Ground 

Egg-zactly 
Pool 

Gimme 
Shelter 

Flagpole 

Fire-Nut 
Fire Ring 

by Science 
center 

Knots 
Dinning 

Hall 
Porch 

10:30-11:00  1 2 3 4 0 

11:30-12  4 3 0 1 2 

12-12:45 Lunch Lunch Lunch Lunch Lunch Lunch 

12:45-1:15  3 0 4 2 1 

1:15-1:45  0 1 2 3 4 

1:45-2:15  2 4  1 0 3 

2:15-3:00 Closing Awards evaluations snack   

 



63 

 

Survivor 
Activity Details: There will be more 
at camp during the briefing. 
 

GPS – Go-To 
ONLY VOLUNTEERS COMFORTABLE WITH GPS UNITS WILL BE ASKED TO HELP WITH THIS 
ONE… Thank you, but no worries. 
 
Meet up/start:  Sports field (open grassy field as you drove into camp) 
 
Global Positioning System uses satellites to determine where you are on the earth.  It’s a bit 
like playing Marco Polo with the satellites; it calls out and gets feed back.  Sometimes the area 
where you're standing can have an effect on your signal strength. If the signal is spotty or 
weak, try moving to a location without any overhead obstructions. Both trees and canyon 
walls can interfere with the GPS's ability to communicate with satellites. Move into a meadow 
or a parking lot while the GPS system locks onto the satellites. Once it has locked on, the 
receiver usually can maintain a connection when you enter the woods. 
 
Two important functions of a GPS receiver are the waypoint and the go-to functions. 
Waypoints are points that you can enter into the memory of your GPS for a particular journey. 
They may be the spot you plan to camp, where you parked your car or other interesting places 
along the trail. You can enter more than one waypoint for each trip. While you're hiking, you 
can see the waypoints and your relationship to them on the GPS screen. 
 
The go-to function guides you exactly where you want to go. When you're ready to head to 
camp or home, simply press the go-to button, and a selection of waypoints will appear on your 
screen. Select the waypoint you want, and the GPS receiver will immediately let you know how 
far away it is and what direction you need to travel to get there. It will continually update as 
you hike, so you'll know if you're drifting off course and how much farther you need to travel. 
 
GPS technology has greatly improved in the past several years, but receivers still get confused. 
The motion of swinging your hand while hiking can be enough to confuse it and it may not 
hold a connection with the satellites.  If this happens, hold it steady, don’t turn and it will lock 
the satellites back in. 
 
For today’s session, we’re going to use that Go To feature.  We’ve programmed our “cache” 
location in the GPS units you hold now.  They are listed under # 2 and 3. 
 
Please share this rule with the girls: 

 Everyone must participate – if not, loose 1 token 
 
Give the girls a quick lesson on “Page”, “Enter” and holding the units still for a moment to let it 
set direction using the GPS.  Have them find the way point #2 they’ll be given information 
there to set the next go-to and that is the actual “cache”.  (do not tell them that number 2 is 
just a waypoint or they will automatically go to #3).  The instructions in the “cache” will tell 
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them to proceed to you and say the Girl Scout promise.  We will have two cache courses for 
the two teams per group. 
 
If they find the cache and perform the stunt as a team – 4 tokens 
If they don’t work together, take too long or argue – no tokens 
 
 
Pirate Ship 
 
Location: balance board –Play Ground 
 
Please share these rules with the girls 

 If girls are seen touching or playing on any other low ropes elements, they loose 3 
tokens 

 Girls must enter and exit from the side of the “ship” (the balance point).  If they enter 
or exit from the ends, they loose a token.   

 Everyone must participate – if not they loose 1 token 
 
Girls must work together to balance the ship (neither side touching the ground) long enough 
to sing “Row, row, row your boat” for the number of rounds indicated 
 Juniors – sing one round (4 tokens) 
 Cadettes – sing 2 rounds  (4 tokens) 
    1 round (2 tokens) 
 Older girls – 3 rounds (4 tokens) 
   2 rounds (2 tokens) 
 
 
Egg-zactly 
 
Meet up/start:  Pool 
 
Place an egg on each “nest” for the group to try to move.  Nest and boundaries will be set up 
prior to your arrival. 
 
The five tribe members that will handle the egg are blindfolded.  Juniors may have two of the 
nest “handlers” sighted.  That would mean that three of the handlers are blindfolded in stead 
of five.  All five still need to have a part in the relocation. 
 
You explain, as dramatically as you like, that the team was stranded on the island and several 
of the castaways have contracted a disease that temporarily blinds them.  A few people don’t 
have it, but they have been weekend so badly that they can’t lift a thing… literally nothing.  So 
they can only give non-touch instructions to their blindfolded team mates to get the egg nest 
to safety. 
 
They will need to use the items found at the site as this was all salvaged from the wreckage.  
They may not physically touch the nest or egg.  Because of their disease, they’ll need to keep 
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away from the egg and nest and so may not step foot in the containment area (marked by the 
rope around the nest).  The team will need to move the entire nest from one end of the 
containment area to the disk at the other end without touching the nest directly. 
 
5 tokens if all members participate 
4 tokens if all members participate but they drop the egg.  They can restart and go for the five 
tokens. 
2 tokens if most but not all members participate  
 
 
Gimme Shelter 
 
Meet up/Start: Science Center 
 
Please share these rules with the girls: 

 Everyone must participate – if not, loose 1 token 
 After the challenge has been met, the tent must be taken down and laid out as it was 

found.  If not, loose one token 
 
Tarps, rope and a few sticks will be by flag pole.  Each group gets four sticks, a tarp and 4 
ropes. The girls must work together to set up the shelter.  This is a timed event.  The finished 
product should keep sun and rain off of the entire group and withstand a firm, but not harsh, 
shake from the judge/volunteer as if it was a wind. 
 
Juniors – 20 minutes or less – 5 tokens 
      Up to 22 minutes – 3 tokens 
      Up to 24 minutes – 2 tokens 
Stop the group if they haven’t accomplished it by 24 minutes – 0 tokens 
 
Cadettes – 17 minutes or less – 5 tokens 
        Up to 20 minutes – 3 tokens 
        Up to 22 minutes – 2 tokens 
Stop the group if they haven’t accomplished it by 22 minutes – 0 tokens 
 
Older girls –  15 minutes or less – 5 tokens 
            Up to 17 minutes – 3 tokens 
   Up to 19 minutes – 2 tokens 
Stop the group if they haven’t accomplished it by 19 minutes. – 0 tokens 
 
 
Fire - Nut Challenge 
 
Please share these rules with the girls: 

 Everyone must participate – if not, loose 1 token 
 They will only get 2 matches 
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Give the tribe 2 fireplace matches, one crayon, small piece of wax paper and explain that this 
is a timed event.  They are to build a fire under the nut tied with string as quickly as they can 
and when the string burns and drops the nut, they are done.  They can not build the fire up so 
high that it touches the nut.  The group may not use the match to simply light the string. 
 
Juniors:   10 minutes or less – 4 tokens 
  Up to 15 minutes – 3 tokens 
  Up to 17 minutes 1 token 
 
Cadettes:  8 minutes or less – 4 tokens 
  Up to 10 minutes – 3 tokens 
  Up to 12 minutes – 2 tokens 
 
Older Girls: 6 minutes or less - 4 tokens 
  Up to 8 minutes – 3 tokens 
  Up to 10 minutes – 2 tokens 
 
 
First Responder 
 
Everyone must participate – if not, loose 1 token 
 
Using the materials they have and items from nature, girls must apply the following first aid: 
 Juniors – Sling for a broken arm 
 Cadettes – Splint a broken leg (so that it and the splint do not move) 
 Older girls – sling a  broken arm, Splint a broken leg 
 
4 tokens if the sling/splint are perfect 
3 tokens if the concept is good, but it needs work. 
If they can’t even get the concept, 0 tokens. 
 
 
Knots 
 
Everyone must participate– if not, loose 1 token.  They may help each other. 
 
Juniors – tie 3 knots successfully (overhand, square, figure 8) – 5 tokens 
Cadettes – tie 5 knots successfully (overhand, square, figure 8, slip, clove hitch) – 5 tokens 
Older girls – girls pair up.  1 partner is blindfolded; the other talks her through tying the 
figure 8 knot.  Blindfolded girls tie knot successfully – 5 tokens. 
 
 
Target Practice  
Please share these rules with the girls: 

 Each tribe gets to practice one two throws each person before we begin. 
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 Each tribe gets to throw 5 throws total (they’ll need to pick who throws – each thrower 
can only throw once) 

 They may only count points from 3 of the throws 
 They must decide whether they’re going to keep or discard the throw after each throw 

(they can’t tally up points from 5 throws and discard 2 at the end) 
 They must decide, without fighting who is going to throw – up to 5 girls may throw. 

 
More than ___ points – 8 tokens 
___ points - 5 tokens 
___-____ points – 4 tokens 
___-___ points – 3 tokens 
___-____ points – 2 tokens 
___-____ points – 1 token 
 
 
How to loose points: 

 Don’t abide by the Girl Scout Promise and Law 
 Don’t follow the safety rules 
 Don’t travel as a tribe – leave someone behind. 
 Argue, call someone a nasty name, etc. 
 Cheat  
 Don’t follow instructions 
 Mess stuff up for other tribes 
 Let an adult help you (these aren’t their challenges, they’re yours!) 
 Leave your stuff behind, don’t clean up after yourself, litter 

 
 
Extra credit tokens:  Event director distributes these 

 On time for lunch – 5 tokens (check in at the base camp table – bring your score 
card) 

 On time for finish line check in – 5 tokens (check in at the base camp table – bring 
your score card) 

 Pick up litter – 5 tokens for at least 10 pieces - bring this to the base camp table at 
the end of the event. 

 Being especially helpful/kind – 5 tokens – this is discretionary.  Please let Sandy 
know if a tribe is deserving of these tokens 
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“Active U” 
A Multi-Age Level Event  

 
 
Times:  9 AM to 12 Noon (no lunch – light healthy snack) 
 
Confirmation Details to Include: 

1. Directions to specific site 
2. Bring a towel or yoga mat 
3. Dress is casual and that will let you move 
4. No flip flops or sandals aside from heal strap sport sandals such as Tevas. 
5. Bring water bottles – a must! 
6. No unsupervised child – troop/group adult or parent must stay and enjoy and/or help. 
7. Attend with health care forms; note that these will only be collected if the child/adult 

injures themselves or requires treatment.  Must have at check in. 
 
ROQ (Reflective Outcomes Questions)  
 
Supplies and Equipment: 

1. Check Nature Games/Crafts for additional supplies list. 
2. Possible sound system or music box for yoga instruction 
3. Table for check-in 
4. Water (if site does not have water access for participants to refill water bottles) 
5. Snack items 
6. First Aid Kit & Treatment Log 

o Please remember we need to keep a copy of the health forms of anyone treated 
for anything as well as note it in our log. 

7. Blank copies of health history/permission to treat forms (20 or so)  
8. Pens for check in and health history completion 
9. Evaluation forms 

 
Things to do now: 

1. When recruiting content experts:   
a. Mention the age level aims listed by the activities in the Round Robin – Wide 

Game section.  It will give them an idea of what we’re looking for. 
b. Depending on your number, you may need a few instructors so that they may 

work with the high number of girls.  Note: You’ll want smaller groups (25-50) so 
you may need multiple Yoga/Tai Chi sessions happening at once.  Thus, each 
instructor has a small group, but you may have three instructors to run a large 
number in smaller groups.  See Sample Session Map at end. 

c. Sessions will have 25 to 50 girls with supervising adults/parents 
d. Sessions are 35 minutes long 
e. Content Experts flyers/contact information or whatever they wish to handout 

may be placed at check in out check out table, but session time should not be 
used for this. 

f. Let them know where their session space is and reconfirm a week out. 
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g. Remind them that their groups will be age groupings as best as we can manage 
and to try to speak/teach/reach that age level. 

2. Content Experts you’ll need: 
a. Secure Yoga instructor(s) 
b. Secure Self defense instructor(s) 
c. Secure Orienteering volunteer(s) (maps and compass) 
d. Secure Nature/Game Specialist(s) 
e. Secure First Aider 

3. Secure Site large enough to accommodate participants –please contact Patti Lester to 
reserve council properties. 

4. Secure staff/volunteers for Event Assignments/Tasks 
 
Tasks to be completed week prior to event: 

1. Separate patches and book by troop/group 
2. Secure event roster 
3. Reconfirm content experts 
4. Produce health forms 
5. Purchase supplies (if needed) – including snacks 
6. Secure supplies/equipment 
7. Produce take home ROQs 
8. Divide attendees into age level groups so the content experts will get groups by age.  If 

you have a small amount of one age group, try to mix them in with the closest age 
group.  If you have a great amount of one age group, split them.  A group too large or 
too small will offset the sessions. 

9. Create Session Map for participants (see Sample Session Map) specific to your offerings 
to give to each group/troop/independent participant. 

10. Produce evaluations 
 
Schedule: 
 
Times:  9 AM to 12 Noon (no lunch – light healthy snack) 
Session break out: 9 to 9:15 introduction and group break out. 
Four session break out: 9:15 – 9:50, 9:55 – 10:30, 10:35 – 11:10 and 11:15 – 11:50 (Break 
out sessions 35 min. each) 
Snacks: Pick a session that can end five minutes early and take that time to send one group to 
go get their snack.  The snacks should be monitored as some take more than their share if not 
reminded. 
11:55-12:00 Closing 

- Handout evaluations and exchange completed evaluations for a fun patch (if 
available), take home ROQ and dismiss 
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Round Robin Sessions: 
 
Self defense: 
As training would dictate, but a basic age appropriate confidence and caution session to give 
them a taste of the idea as well as one “move/trick” they can practice on their own would be 
great.  Maybe some resources of where they can learn more. 
 
Remind all content experts of the Girl Scout Grade Levels: 
•Girl Scout Daisy, grades K-1 
•Girl Scout Brownie, grades 2-3 
•Girl Scout Junior, grades 4-5 
•Girl Scout Cadette, grades 6-8 
•Girl Scout Senior, grades 9-10 
•Girl Scout Ambassador, grades 11-12 
 
Yoga or tai chi: 
As a practice, what are the benefits to their age and in the future?  Why are these disciplines 
considered “life long practices”?  Why is it that youth and the aged may practice yoga and tai 
chi?  
 
Tip:  If the groups are so big you need two sessions happening simultaneously; some can do 
yoga and some tai chi.  Not everyone needs to do every activity with the same instructors. 
 
Orienteering (map and compass): 
Cover why map reading or orienteering is helpful to them now and in the future. 
There is at least one content expert in each of our areas and every region has campuses.  Still, 
if your session only did map reading and created maps for the basic interest and to get girls 
moving around, it will be successful. 
 
The site or the content expert might be more conducive to cartography: You would be 
surprised by how fun this is. You can simply create your own maps of the landscape as you 
explore it. It turns your walk into more of an adventure. Write on the map things other than 
terrain features. You can add landmarks, interesting trees, big stone outcroppings, the 
locations of animals and nests. Whatever you want to put on your map is ok.  
 
Content experts should stress the exercise happens almost unnoticed while the “hiker” has fun 
learning about a new place and enjoying nature. 
 
Nature Games and/or Craft: 

 
We have some options here… all of them may be used for different age groups throughout the 
day.  Doing all of them won’t be possible as we only have 35 min. a session. 
 
Observation game: Stick-in-a-box 
This activity encourages participants to think outside of the box, and works best in forested 
areas with lots of sticks around.  
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The adult draws a box/square in the dirt and selects a unique stick. They then explain that the 
stick will be hidden somewhere within this box. When the girl thinks they have found the stick, 
they should come whisper it in the adult's RIGHT ear.  
 
Remind the girls to whisper quietly, and when they do find it, step out of the box and remain 
silent.  
 
Have the girls step outside the box, turn around, and close their eyes.  
 
Place the stick behind your RIGHT ear (see where this is going...). Make sure you stay in the 
box and tell the children they can begin their search. 
 
Make sure the girls don't tell once they find out, and sometimes the last child to catch on can 
catch some flak, so try to put a stop to that as soon as possible.  Obviously, it only really 
works once. 
 
This could also work in non-wooded areas... just mark off an area and use pencils or anything 
available. 
 
Debrief: sometimes we think we know what we’re looking for, but nature can surprise us.  
When we’re out and about, keep a keen eye out for natures little tricks and treasures. 
 
Seeing Colors 
Take a walk around your house. That was easy, wasn't it? Now, do it again. This time look 
around at all the different colors you can see in nature. Non-nature things don't count. For 
example, don't use the house, or the sidewalk, or telephone poles, or anything like that. 
 
Take that walk for a third time. This time take a pad and a pen or pencil. Write down a color 
at the top of the page. If you wrote down yellow, for example, then you will write on your pad 
everything in nature that is yellow that you can see on your little walk. All shades of yellow 
count. See how it works? To complete this nature activity, do this for every primary color of 
the rainbow. 
 
Debrief: How did it go? Did you find all that you were looking for? What color did you see 
most? Were there any you could not find at all? Do you think wild animals can see as well as 
you? 
 
Pounding flowers onto paper — can be irresistible to kids. Primroses, pansies, and irises 
passed along their colors brilliantly; roses and daisies didn't print as well for us. 
Materials 

 Scissors or clippers 
 Jar with water 
 Heavy board or sturdy worktable 

(one you can pound on) 
 Watercolor paper 
 Stack of newspapers 

 Paper towels 
 Hammer 
 Tweezers 
 Clear acrylic coating spray (available 

at craft and hardware stores) 
 Pencil 
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Instructions 
1. Cut flowers from your yard or pick a few common and abundant wildflowers and weeds, 

such as dandelions. Place stems in the jar of water as soon as they're cut. 
2. On the board or worktable, set a sheet of watercolor paper on the newspaper. 
3. Place a flower on the paper and cover it with a paper towel. Use the hammer to tap it 

gently and repeatedly, making sure you tap the entire flower and the stem, if desired. 
Peel back the paper towel to see how well the color is transferring. If the paper towel 
looks saturated, the watercolor paper will be too. When you're satisfied with the color, 
remove the paper towel and the smashed flower, using tweezers if necessary. 

4. Repeat step 3 with the other flowers. 
5. To protect the colors, spray the paper with the clear acrylic coating and let dry, then 

write the flowers' names in pencil. 
 
Capped Acorns (fun craft for Daisy or Brownie): http://familyfun.go.com/crafts/home-garden-
projects/gardening-nature-crafts/nature-crafts/acorn-necklaces-932875/ 
 
Snacks: 
Each area may decide for themselves, but healthy snacks are ideal. 

1. No sodas, cool aid or juice… water only and ask them to bring water bottles.  Igloo 
coolers and bottled water for those that forgot to bring water bottle. 

2. Celery, cut apples and peanut butter. 
3. Watermelon and cantaloupe 
4. Sliced oranges or small tangelos (kids eat them if they are small or cut up… no uncut 

large oranges) 
5. Small gala apples or cut apple slices (no large uncut apples) 
6. Trail mix (using carob chips/not chocolate chips) 

 
Event Assignments/Tasks: 

- Check-In/Registration: 
1. Ensure health form/permission to treat 
2. Adult supervision (parents/leaders) 
3. Actually listed on participant roster 
4. Hand out “Session Map/Schedule” 

 Assign group number/name 
- Evaluation 

o Recommend handing out patch as incentive for evaluation 
- Round Robin support: Assist content experts 
- Photography: document action shots… fill the frame close ups and action 
- Snacks: set up and clean up 
- General pack up/clean up 
- Unpack/restore any materials used/bought 

 
Resources: 
GA Yoga Instructors:  http://www.yoga-centers-directory.net/usa/georgia.htm 
Tai Chi Instructors: http://worldtaichiday.org/schools_listings_classes_events_lessons/chi-gong_qigong_tai-chi.php 
How to make a compass: http://oceanservice.noaa.gov/education/for_fun/MakeyourownCompass.pdf 
Daisy Healthy Habit Booklet: http://www.girlscouts.org/program/journeys/booklets/HWCF_Daisy.pdf 

 

http://familyfun.go.com/crafts/home-garden-projects/gardening-nature-crafts/nature-crafts/acorn-necklaces-932875/
http://familyfun.go.com/crafts/home-garden-projects/gardening-nature-crafts/nature-crafts/acorn-necklaces-932875/
http://www.yoga-centers-directory.net/usa/georgia.htm
http://worldtaichiday.org/schools_listings_classes_events_lessons/chi-gong_qigong_tai-chi.php
http://oceanservice.noaa.gov/education/for_fun/MakeyourownCompass.pdf
http://www.girlscouts.org/program/journeys/booklets/HWCF_Daisy.pdf
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Sample Session Map (one per group/troop or independent) 
 
Check-In starts at 8:45 AM 
 
9 – 9:15 Event Director Welcome and Introduction 
 

Activity 9:15-9:50 9:55-10:30 10:35 – 11:10 11:15 – 11:50 

Self Defense – 
Driftwood Unit 
House 

Group A Group B Group C Group D 

Orienteering – 
Flag Pole behind 
Dining Hall/Lodge 

Group D Group A Group B Group C 

Yoga – Dining 
Hall/Lodge 

Group C Group D Group A Group B 

Nature Games – 
Sports Field/Game 
Shed 

Group B Group D Group D Group A 

 
11:55 – 12 Noon Closing 
 
 
Your evaluations will be exchanged for your group/troops Take home resources: 

- One patch per girl (if possible) 
- One ROQ take home per girl 

 
 
 
 
Welcome to Active U! 
 
Today’s event is a series of activities designed to create healthier options for our girls and 
ourselves.  The program activities are taken straight from some of the Journey books and 
badges.  When you’re working with your Girl Scout and these resources you’ll see you’ve 
already had a taste of the fun to be had. 
 
Please note your groups name on the chart above and prepare to enjoy an Active U! 
 
 
Thanks for coming! 
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