TREASURE HUNT RULES AND REGULATIONS
1. The Treasure Hunt consists of fifty clues, each one leading to one or more treasures.
2. At each treasure location, except as noted in rule #3, there are four slips of paper –
one of each team's color. Find your team's colored treasure and turn it in at your
team's headquarters. Then turn in the treasure at Treasure Hunt headquarters and tell
which clue led you to that treasure. If you correctly match treasure and clue, your
team will be awarded the points for that clue. Each team is allowed only three guesses
at which clue a given treasure matches; after the third incorrect guess, the treasure is
discarded. All treasures have been marked for identification, but these markings are
generally insignificant to teams. The treasures with significant markings, such as
those for clue #30, will always be identified in the clues.
3. The points awarded for clue #50 are not necessarily dependent on the handing in of
colored pieces of paper. Treasures associated with clue #30 are marked with letters to
be exchanged for the correspondingly-lettered word clues for the double crostic.
4. Turn in all treasures as soon as possible. Your team may discover a paper from a
previous year, which would be worthless. There may also be a number of spurious
treasures planted in likely locations to discourage teams from hoarding treasures.
Upon turning in a worthless treasure, your team will be told that it is worth no points.
There is no penalty for this
5. No camper is allowed more than 200 yards from Source Lake unless accompanied by
a staff member. This rule does not apply to CPI itself. Automobiles may be used to
search for off-island treasures, but none is hidden so far away as to make this
necessary. Campers may not ride in automobiles. Camp canoes are the only legal
watercraft, and every person in every canoe must have a PFD.
6. All canoes are to be racked and paddles and PFD's picked up (5-point penalties) at the
end of each Treasure Hunt session. There will also be a costly penalty of 2 points per
minute for any canoe returning late.
7. Mics and Chipps will be given an extra sheet of clues leading to treasures marked
"MCPD." Only Mics and Chipps are allowed to solve, find, or turn in these treasures.
Teams may want to designate a staff member to encourage them and keep them on
task, but nothing more. Infractions will be harshly penalized.
8. Any treasure that is indistinct in marking may be exchanged for a new copy.
9. The designated lifeguard from each team must supervise all swim periods.
10. Never tamper with another team's treasure. When you pick up your own team's
treasure at a location, leave the other treasures hidden there exactly as you found
them. A violation of this rule could cost your team the Treasure Hunt.
11. Do not search for clues in off-limit areas or at another team's headquarters. If you
move anything to search an area, put it back the way it was before you leave. No
clues have been hidden in woodpiles, rock walls, etc., and no structure should be
dismantled. Team captains should make this very clear to their rookie searchers.
12. Teams may consult reference books. Books that are the property of the camp may not
be moved from their locations (offices, rec lodge, etc.).
13. In the interest of fairness to all teams, computers and IT devices of any kind must be
strictly off limits during the Treasure Hunt. Consequently, camp and personal phones
may not be used during the Hunt. You must rely on your team members only.
14. Team captains are responsible for seeing that their headquarters are cleaned and
restored to their original condition.

