Notes:





Make sure each room has score sheets and power cards.  Bring clocks and taboo.  And juggling balls.  And M&M's.  And disks.  And get the stat program.  And pens.  





Packet 2 needs to have M&M's distributed.





Packet 3: Make sure everyone is familiar with the tainted love commercial.





Packet 4: Check to make sure everyone understands thumb wrestling.





Packet 5: Make sure to do buzzer check and ask for names, even if you know them.





Packet 6: Be sure to hand out cards.  Make sure each room has clock or watch with second hand.





Packet 7: Also need clocks and such.





Packet 8: Each room needs to have newspaper.  Make sure everyone knows how beatbox works.





Packet 9: For bonus 11, One 15 point clue should be given for the Georgetown team and the Delaware team, and another should be given for every other team.  Whoever is in the Victor Page room and the Kenny Bruner room needs to pay attention to this.  The Ed Sheffey room can just give the other clue and not worry about it.





Also, girly pushups don't count.





Packet 10: We need juggling balls!!!


